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THE USE OF ROLE GAMES IN THE PROCESS OF FORMING SOCIAL-

CULTURAL COMPETENCE OF STUDENTS 

 

This article is devoted to the formation of socio-cultural and communicative competence of 

students, which is one of the aspects of the activity of a foreign language teacher. There are four 

components that show the content of socio-cultural competence. Socio-cultural competence is 

considered as a component of communicative competence. And the process of communication is a 

special kind of human activity aimed at establishing and maintaining communication and used to 

transmit information between people. The unit of communication is a certain kind of action, the so 

— called speech acts: statement, request, question, apology, gratitude, etc .the most natural are 

oral forms of communication, namely, listening and speaking, manifested most often in a dialogical 

form. Notes. that the purposeful inclusion of elements of role communication in the educational 

process allows to bring educational communication closer to the natural process of interaction of 

specific individuals. 
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INTRODUCTION 

Now in practice of education the method of projects which successfully solves not only 

educational, but also educational tasks is actively applied. 

The method of projects gives the chance to students actively to prove in the system of the 

public relations, promotes formation at them a new social position, allows gaining skills of planning 

and the organization of the activity, to open and realize creative abilities, to develop identity of the 

personality. 

In relation to educational occupation of a foreign language, the project is the complex of the 

actions which are coming to the end with creation of a creative product specially organized by the 

teacher and independently carried out by pupils. 

Inclusion in educational process of this kind of the project as – role-playing game helps the 

teacher to resolve issues of development of an initiative and independence of students, promotes 

strengthening of motivation of studying of English. 

Role-playing game sets as the purpose development of adequate use of English taking into 

account national and cultural specifics of speech behavior of British in the vital situations of 

communication. 

As national and cultural specifics it is understood: historically caused types of a way of life, 

cultural customs, representations, etc., i.e. the fact that this society does and thinks. 

It is known that the national and cultural specifics are the cornerstone of the standard rules 

and norms of social communication, expressing certain parties of realization of moral culture of 

society. 

The set of rules and norms makes the emotional and psychological field of the address which 

has a great influence both on psychological state communicating, and on the nature of their speech 

behavior. It is established that ignoring of national and cultural specifics usually causes 

misunderstanding and, as a rule, leads to communication process violation. Therefore in mastering 

abilities communications in English is considered as process of familiarizing of trainees with 

cultural features of speech behavior of British. 



306  

Respectively, the purpose to teach, on the one hand, understanding of specifics of speech 

behavior of British in various situations of communication, and with another – to provide trainees 

with the speech formulas (at the level of automatism) allowing to carry out more successfully 

communication in English. 

These purposes are answered to the linguistic studies texts put into operation, the system of 

exercises, educational movies about the English-speaking countries. Texts are taken from various 

sources: books on linguistic studies, sociolinguistics, and the handbooks on colloquial English 

published in Great Britain, etc. 

 

MAIN PART 

Work on preparation for role-playing game consists from introductions, lessons with the list 

of the speech formulas characteristic of concrete situations of communication in English, and the 

additional list of words and phrases of communicative character. 

Each lesson is devoted to a certain subject which maintenance reveals in the usual and 

behavioral text of a lesson. 

Each lesson is devoted to a certain subject which maintenance reveals the visual behavioral 

text of a lesson. 

The text contains information which purpose to supply the trainee with certain information on 

national specifics of speech behavior of British in a concrete situation of communication. Speech 

formulas are stylistically differentiated. In some cases, when their use is possible in any situations, a 

stylistic dung is not given. The formulation of the task preceding the text focuses the student on use 

of this or that type of reading. 

After the text the exercises aimed at check of the understanding read and also formation of 

abilities of speaking on text material follow. These exercises are connected with interpretation and 

assessment of the contents read. The system of exercises of each lesson included the micro 

dialogues reflecting implementation in the speech of that information which was described in the 

text. Each dialogue is preceded by the task intended as for check of understanding of its contents, 

and sense, and value of the communicative modality used in it, a cliché and speech etiquette, and 

other speech formulas. 

Question-answer exercises are focused on drawing attention of the speech formulas of 

communication trained to specifics of situational and adequate use for expression of certain 

communicative intentions. 

After this the type of exercises uses the tasks aimed at judgment of speech formulas and their 

activation in the speech. 

The last, final stage is the situational and role playing exercises aimed at the development in 

the trained abilities of adequate use of English in the vital situations taking into account national 

and cultural specifics of speech behavior of British. Considering an important role of intonation in 

speech communication, in some lessons a number of the most expressional speech formulas which 

intonation can present certain difficulties, contains a marking of the main tones. 

The lists of colloquial formulas are additional material which can be used with success for 

creation on occupations of the situations realizing natural speech communication. 

Development of socio - cultural competence plays a special role in the modern world where 

international tension where are of great importance patriotic and international education are quite 

often fueled. It is necessary to teach the younger generation to be kind, tolerant, to respect other 

people, to live in the world and friendship with all people. When the person knows, appreciates and 

respects culture, customs, traditions, languages of other countries and the people when he can be 

proud to introduce culture and traditions of the people or the region where he lives, about any 

hostility, the competition or superiority out of the question. The socio - cultural competence 

assumes readiness and ability to live and interact in the modern multicultural world. For 

achievement of this purpose training in a foreign language gives great opportunities. 

The socio - cultural competence (English socio - cultural competence) is a set of knowledge 

of the country of the learned language, the national cultural features of social and speech behavior 
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of native speakers and ability to use such knowledge in the course of communication, conforming to 

customs, rules of conduct, norms of etiquette, social conditions and stereotypes of behavior of 

native speakers. The socio - cultural competence is a part of communicative competence, being its 

component [1,35]. 

There are four components represent the content of socio - cultural competence, namely: 

a) socio - cultural knowledge (data on the country of the learned language, cultural wealth and 

cultural traditions, features of national mentality); 

b) experience of communication (choice of acceptable style of communication, right 

interpretation of the phenomena of foreign-language culture);  

c) the personal relation to the facts of foreign-language culture (including ability to overcome 

and resolve the socio - cultural conflicts at communication);  

d) possession of language methods of application (the correct use of socially marked language 

units in the speech in various spheres of cross-cultural communication, susceptibility to similarity 

and differences between the native and foreign-language socio - cultural phenomena).  

It is possible to speak about presence or absence at learning language of abilities to cross-

cultural communication. The absence or insufficient formation of socio - cultural competence is the 

cause of errors of socio - cultural character and, as a result of such mistakes, a miscommunication, 

i.e. violation of the course of foreign-language communication [2,106]. 

Formation of socio - cultural competence assumes socio - cultural adaptation, i.e. integration 

of the personality into new culture, and is inseparably linked with main objectives of education: 

practical, developing and educational. The educational task is most significant as formation in the 

modern young man of sense of patriotism and feeling of internationalism depends on the solution of 

this task. Learning a foreign language, we form the culture of the world in consciousness of the 

person. We study and we compare the language phenomena, customs, traditions, art, a way of life 

of the people. 

The socio - cultural competence is considered as a component of communicative competence. 

And process of communication is a special sort of the human activity directed to establishment and 

maintenance of communication and used for information transfer between people. Unit of 

communication are a certain sort of action, so-called speech acts: statement, request, question, 

apology, gratitude, etc. Oral types of communication are the most natural, namely the hearing and 

speaking which are shown most often in a dialogical form. 

The success of speech communication depends on the following factors: 

• existence of desire to come into contact, i.e. to realize the arisen speech intention; 
• ability to realize the speech intentions giving the chance to come into contact and 

relationship with other people, to inform and convince them, to influence their knowledge and 

abilities, to prove and reason, express the emotional relation to the transferred facts, etc.; 

• possession of a sufficient stock of professionally necessary lexicon, speech samples 
necessary for commission of "verbal procedures": to begin, to continue, to complete dialogue, to 

intercept an initiative, to change a topic of conversation, etc. and also to learn correctly to behave 

during communication with the partner. An important component of speech abilities in the course of 

communication are avtomatizm of use of formulas of speech etiquette is the typical tactics of 

communication characteristic of daily and professional spheres of communication, and stereotypic 

speech formulas expressing various communicative intentions in communication process. At the 

same time it is important to mean also rules of speech behavior which are connected with the 

unwritten laws of situational application of language units which were established in each society. 

These factors make essence of communicative competence, i.e. existence of abilities to 

correlate language means to tasks and conditions of communication, to consider the relations 

between communicants, to organize speech communication taking into account social norms of 

behavior and communicative expediency of a statement. It is possible to stir up speech activity of 

students through use of the situational caused training in language by means of communicatively 

focused exercises to which also role-playing games belong. 
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Role-playing game is one of forms of the organization of the speech activity used in the 

educational purposes. Organized speech communication of pupils according to cast between them 

and a game plot is the cornerstone of role-playing game. The term "game" in various languages 

corresponds to concepts about a joke and laughter, ease and pleasure and indicates communication 

of this process with positive emotions. Top of evolution of game activity is subject or role-playing 

game, on terminology 

According to M.F.Stronin a game is especially organized occupation demanding tension 

emotional and intellectual forces 5. A game always assumes decision-making — how to arrive what 

to tell? Desire to resolve these issues aggravates cogitative activity of players. And as the student at 

the same time speaks a foreign language, it is possible to speak about ample opportunities of 

application of role-playing games at a learning of foreign languages. 

Role-playing game in educational process, in particular in development of socio - cultural 

competence is how important? It is possible to claim that role-playing game has huge value for 

formation of this competence of students. In the course of carrying out role-playing games there is a 

close and active connection of abilities of students with socio - cultural reality of the learned 

language with direct participation of the teacher, use of textbooks and also other tutorials. Enhanced 

action of students in the course of carrying out role-playing game is provided with use of technical 

means. At the present stage students widely apply the Power Point program and the system of 

remote displaying in time of the performance that does this process more fascinating and creative 

for communicants and also more attractive and evident for listeners. Besides, for creation of role 

situations on the basis of which games will be organized and held descriptions of situations, 

instructions and that is very important, quite long and thorough language training which is carried 

out in the course of performance of exercises some of which have role character are used. 

The role-playing game constructed by such principle stimulates speech activity of students, 

promoting formation of stronger skills. But the situation of role communication can be an incentive 

to development of the spontaneous creative speech only in case it is the dynamic, but not static, 

connected with the decision certain problems and communicative tasks. Participants of a game have 

to be put in such conditions under which they need to find out the social, emotional and informative 

parties interpersonal relationships.. The method uniting an educational situation with real 

communication is based on high motivation of communication [3,71]. 

Role-playing games perform a number of functions which are implemented in the course of 

communication:  

1) being model of interpersonal communication, role-playing game causes the need for 

communication in a foreign language, and in this sense it carries out motivational function;  

2) role-playing game performs the training function, thanks to the fact that role-playing game 

is a training game as it substantially defines the choice of language means, contributes to the 

development of speech skills and abilities, allows to model communication of students in various 

speech situations. Role-playing game represents exercise for mastering skills and abilities of the 

dialogical speech in the conditions of interpersonal communication;  

3) role-playing game performs the focusing function. Role-playing game forms at students 

ability to play a role of other person, to see itself from a position of the partner in communication. It 

focuses pupils on planning of own speech behavior and behavior of the interlocutor, develops 

ability to control the acts, to give an objective assessment to acts of others. Therefore, role-playing 

game can be regarded as the most exact model of communication; it assumes imitation of reality in 

its most essential lines. Important the fact that in role-playing games the speech and nonverbal 

behavior of partners intertwines closely. Therefore it is possible to call role-playing game a peculiar 

form of imitating modeling of conditions of future professional activity during which 

implementation students develop, and then improve professionally - the focused abilities. 

For successful execution of roles it is necessary to consider the next moments: 

• situational caused choice of language designs taking into account socio - cultural specifics of 

communication, namely — formulas of speech etiquette (a greeting, the address, gratitude, farewell, 

etc.); 
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• possession of the international models expressing emotions that impersonation looked is 

realistic; 

• obligatory understanding of the purpose of role-playing game and its contents to express it 

as is possible more authentically [4,88]. 

 

CONCLUSION 

In conclusion it is necessary to emphasize that purposeful inclusion in educational process of 

elements of role communication allows to bring closer educational communication to natural 

process of interaction of specific persons. Role-playing game learns to be sensitive to the social use 

of a foreign language. A good interlocutor often is not the one who uses structures better, and the 

one who can distinguish most accurately a situation in which there are partners, to consider that 

information which is already known (from a situation, experience) and to choose those linguistic 

means which will be most effective for obshcheniya8. Great advantage of role-playing games is that 

practically all school hours in this activity of pupils are allowed for speech practice, at the same 

time not only speaking, but also listening is most active since it has to understand and remember a 

remark of the partner, correlate it to the content of role-playing game, define as far as it corresponds 

to a situation and a problem of communication and, at last, it is correct to react to a remark, using 

the language / speech means corresponding to this role. Here only some most important aspects of 

value of role-playing games in the course of formation of socio - cultural competence. Of course, 

this problem is many-sided and demands further studying and discussion. 

And it would be desirable to finish a conversation on role-playing games with an old Chinese 

proverb: "Tell me and I’ll forget, teach me and I’ll remember, involve me and I’ll learn." 

 

REFERENCES: 

1 Livingstone, Carol. Role playing in language learning/Carol Livingstone. – M.: The higher 

school, 2008.- 46 p. 

2 Formanovskaya, N.I. Speech etiquette / N.I. Formanovskaya, S.V. Shevtsova. – M.: The 

higher school, 2011. – 145 p. 

3 Bagramyants, N.L. Modern theories and methods of training in foreign languages / N.L. 

Bagramyants. – M.: Examination, 2016.- 86 p. 

4 Larina, M. V. The role-playing game as means of an intensification of training in group 

communication / M.V. Larina. – 2015.-106 p. 

 

Ƚ.Ɍ. Ⱥɭɛɚɤɢɪɨɜɚ¹, Ɇ.ɋɚɞɢɪɛɟɤɨɜɚ² 
Ԕɚɥɵɩɬɚɫɬɵɪɭ ɤɟɡіɧɞɟ ɪɨɥɞіɤ ɨɣɵɧɞɚɪɞɵ ԕɨɥɞɚɧɭ 

Ԕɚɡɬԝɬɵɧɭɨɞɚԑɵ Ԕɚɪɚԑɚɧɞɵ ɷɤɨɧɨɦɢɤɚɥɵԕ ɭɧɢɜɟɪɫɢɬɟɬɿ,  
Ԕɚɪɚԑɚɧɞɵ ԕ., Ԕɚɡɚԕɫɬɚɧ Ɋɟɫɩɭɛɥɢɤɚɫɵ 

ȻΡɥ ɦɚΙɚɥɚ ɛіɥіɦ ɚɥɭɲɵɥɚɪɞɵң Ωɥɟɭɦɟɬɬіɤ-ɦΩɞɟɧɢ ɠΩɧɟ ɤɨɦɦɭɧɢɤɚɬɢɜɬіɤ 
ΙΡɡɵɪɟɬɬіɥіɝіɧ ΙɚɥɵɩɬɚɫɬɵɪɭΕɚ ɚɪɧɚɥΕɚɧ. Ψɥɟɭɦɟɬɬіɤ-ɦΩɞɟɧɢ ΙΡɡɵɪɟɬɬіɥіɤɬің ɦɚɡɦΡɧɵɧ 
ɤΫɪɫɟɬɟɬіɧ ɬΫɪɬ ΙΡɪɚɦɞɚɫ ɛΫɥіɤɬɟɪ ΡɫɵɧɵɥΕɚɧ. Ψɥɟɭɦɟɬɬіɤ-ɦΩɞɟɧɢ ΙΡɡɵɪɟɬɬіɥіɤ 
ɤɨɦɦɭɧɢɤɚɬɢɜɬіɤ ΙΡɡɵɪɟɬɬіɥіɤɬің ɤɨɦɩɨɧɟɧɬі ɪɟɬіɧɞɟ Ιɚɪɚɫɬɵɪɵɥɚɞɵ. Ⱥɥ ɤɨɦɦɭɧɢɤɚɰɢɹ 
ɩɪɨɰɟɫіɧің Ϋɡі-ɛΡɥ ɛɚɣɥɚɧɵɫ ɨɪɧɚɬɭ ɦɟɧ ΙɨɥɞɚɭΕɚ ɛɚΕɵɬɬɚɥΕɚɧ ɠΩɧɟ ɚɞɚɦɞɚɪ ɚɪɚɫɵɧɞɚ 
ɚΙɩɚɪɚɬ ɛɟɪɭ Οɲіɧ ɩɚɣɞɚɥɚɧɵɥɚɬɵɧ ɚɞɚɦ Ιɵɡɦɟɬіɧің ɟɪɟɤɲɟ ɬΟɪі. Θɚɪɵɦ — Ιɚɬɵɧɚɫɬɵң 
ɚɭɵɡɲɚ ɬΟɪɥɟɪі, ɚɬɚɩ ɚɣɬΙɚɧɞɚ-ɞɢɚɥɨɝɬɵΙ ɮɨɪɦɚɞɚ ɠɢі ɤΫɪіɧіɫ ɛɟɪɟɬіɧ ɬɵңɞɚɭ ɠΩɧɟ 
ɫΫɣɥɟɭ ɛɚɣΙɚɥɚɞɵ. ɈΙɭ ɩɪɨɰɟɫіɧɞɟ ɪΫɥɞіɤ Ιɚɪɵɦ-Ιɚɬɵɧɚɫ ɷɥɟɦɟɧɬɬɟɪіɧ ɦɚΙɫɚɬɬɵ ɬΟɪɞɟ 
ɟɧɝіɡɭ, ɨΙɭ ɤɨɦɦɭɧɢɤɚɰɢɹɫɵɧ ɧɚΙɬɵ ɬΡɥΕɚɥɚɪɞɵң Ϋɡɚɪɚ іɫ-Ιɢɦɵɥɵɧɵң ɬɚɛɢΕɢ ɩɪɨɰɟɫіɧɟ 
ɠɚΙɵɧɞɚɬɭΕɚ ɦΟɦɤіɧɞіɤ ɛɟɪɟɞі. 

 

Ƚ.Ɍ. Ⱥɭɛɚɤɢɪɨɜɚ¹, Ɇ.ɋɚɞɢɪɛɟɤɨɜɚ² 
ɂɫɩɨɥɶɡɨɜɚɧɢɟ ɪɨɥɟɜɵɯ ɢɝɪ ɜ ɩɪɨɰɟɫɫɟ ɮɨɪɦɢɪɨɜɚɧɢɹ ɫɨɰɢɨɤɭɥɶɬɭɪɧɨɣ 

ɤɨɦɩɟɬɟɧɰɢɢ ɨɛɭɱɚɸɳɢɯɫɹ 

Ʉɚɪɚɝɚɧɞɢɧɫɤɢɣ ɷɤɨɧɨɦɢɱɟɫɤɢɣ ɭɧɢɜɟɪɫɢɬɟɬ Ʉɚɡɩɨɬɪɟɛɫɨɸɡɚ, 


