3akiarouyenue. Takum 00pazom, chOpMHUPOBAH HOBBIH METOAMUYECKUN M TUIAKTHICCKUN WHCTPYMEHTApUN 00yUISHISI
CTY/ICHTOB-)KOHOMHCTOB B IIEJSIX PEIICHMS] MPAKTHYECKHX 3a1ad. Ero HOBHM3HA 3aKII0YAeTCS B AITOPUTMHUYECKOM
00OCHOBaHHWU TOTOBBIX OTBETOB, MPOCKTUPOBAHWH YIPABICHUYECKHX PEUICHHH ©3 HA0Opa MCXOAHBIX JAHHBIX,
CaMOCTOSATEILHOM IIPHMEHEHUH allTOPUTMOB, CIIOCOOOB U MPUEMOB SKOHOMUYECKOTO aHAIH3a K HCXOIHBIM (DAaKTHYECKUM
JIAHHBIM CENTbCKOXO3SIMCTBeHHBIX Tpennpustuii. Takoil moaxon K OOYYEHHIO CTYACHTOB-KOHOMHCTOB MO3BOJUT
BbIPa0AThIBATh CAMOCTOSTEIbHBIC HABBIKK MOMCKA HH()OPMAIIH, aITOPUTMOB PEILICHNUS 33124, 000CHOBBIBATH BBIBOIBI.
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V/IK37.013
USE OF BUSINESS GAME IN TEACHING A FOREIGN LANGUAGE

H. Il Bynanoea, cmapwuii npenooagamens BHTY, 2. Munck

Pe3siome- 6 cmamve onucwvigaromes npeumyuiecmea UCnoab308aHUs 00801 UZpbl 8 0OYYeHUU UHOCIPAHHOMY A3bIKY.
Takorce ompasiceHvl XapaKxmepucmuky 0ei080U uzpbl, IManst U HA8bIKU, KOMOopble CMyOeHmbl NPUOOpemaiom, NPUHUMAs
yuacmue 6 0enosou uepe. lenaromesi 6b18600bi 0 Yeneco0OPAZHOCMU NPUMEHEHUSL 0ENI08OU USPbL 8 0OVUEHUU UHOCTNPAHHOMY
A3ZbIKY.

Introduction. The process of globalization has enormously contributed to the growth of political and economic ties
and contacts between states which in its turn has affected all spheres of the society, and first of all, culture and education.
Therefore attention to foreign languages has increased at all levels of the world educational system.

A modern specialist must have a good command of at least one foreign language as the second means of communication.
In addition to the fact that a foreign language is an indispensable element of specialist training, it is also an important factor
in the general cultural development of an individual. Nowadays modern enterprises have a need for highly qualified
specialists who can communicate in a foreign language with overseas partners.

Therefore the priority goal of the teacher is to develop a curriculum and provide such specialized foreign language
training that would take into account the needs of students, providing them with methodological assistance in learning a
foreign language thus creating conditions which can help students to achieve the goals of learning successfully.

The main part. One of the most efficient methods of teaching professional communication in a foreign language is a
business game. A business game applied to the teaching of a foreign language is the modeling of practical production
activities and language communication with the help of speech practice situations and the distribution of roles [1]. The goal
of a business game is to develop students' skills in business communication. Conducting a business game, a foreign
language teacher strives to develop, on the basis of joint collective activities, creative activities and initiatives and stimulate
students' interest in a foreign language.

The method of business games, aimed at teaching professional communication, has a number of features. The business
game should be based on real speech material, reflecting the specific situation of communication in the vocational field.

In the business game, self-learning prevails over training. This is because the teacher of a foreign language is
incompetent in matters of students’ specialty and cannot, without their help, competently compose a business game and
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evaluate its communicative results. Therefore, students are involved both in the compilation of a business game, and in
evaluating it by the parameter: whether a communicative goal has been achieved or not. Students’ participation in the
organization and conduct of a business game activates their thinking activity, increases their creative activity, as a business
game provides them with an opportunity to actually apply their knowledge of a foreign language. Achieving success in a
role-playing game largely depends on the knowledge of a foreign language, which stimulates an interest in foreign language
learning as an academic subject and contributes to the desire to master it at a higher level [2].

The essential feature of the business game is its problematic nature. In the business sphere there are a number of typical
problematic situations that require prompt resolution. Business games that stimulate the emergence of new communication
situations are of great methodological value.

A business game involves the interaction of its participants. Depending on the forms of human interaction, we can
distinguish the following types of business games - game-cooperation (for example, reaching an agreement between
Belarusian and foreign companies on joint construction of a plant), a game-competition (for example, preparing and
discussing production and marketing projects of any kind products by rival firms), a game-conflict (for example,
negotiations between a Belarusian company and representatives of a foreign company about disrupting the supply of new
equipment). Each type of game pursues definite goals which the participants of the game have to achieve [3].

It should be noted that conducting business games requires careful preparation. Naturally, the leading role in the game
belongs to the teacher. Business games usually consist of four stages.

1. Information stage, which involves receiving, learning, and updating of the professional knowledge and skills.

2. Problem-solving stage, which involves application of the theoretical knowledge of the language into practice.

3. Behavioral stage, which involves decision-making in a particular situation based on its deep theoretical
understanding.

4. Evaluative stage, which helps to select and stipulate the best solution to the behavioral program [4].

At the information and problem-solving stages, the student masters the language skills of communicative intentions
necessary to implement the goals of communication. Preparing a business game, the teacher processes the content plan,
determines the type of the game, the participants, the goals of each communicator, plans possible ways to achieve them,
and predicts problematic situations that may arise in the process of solving the tasks.

At the implementation stage, the teacher determines the purpose of communication, the roles of the participants in the
game, clarifies the tasks of each participant, gives the task to evaluate the results of the business game. Conducting a
business game, the teacher performs the role of an «administrator»: directs communication, leads and creates new problems,
changes the direction of the game by introducing new participants, etc. In this case, the teacher corrects only those errors
that disrupt communication. There are eight basic skills that are formed during a business game:the ability to communicate
on a formal and informal basis and effectively interact with each other;the ability to show leadership qualities;the ability
to navigate in conflict situations and correctly resolve them;the ability to receive and process the necessary information,
evaluate, compare and apply it;the ability to make decisions;the ability to allocate time and delegate tasks;the ability to
show business skills of an entrepreneur: to set long-term goals, take advantage of opportunities;the ability to critically
evaluate the likely consequences of the decisions [5].

At the evaluation stage, the teacher listens to the opinion of the «group of experts» who monitored the game, but did
not participate in it: whether the game’s goals have been achieved or not, what other more effective ways of achieving the
same goals are possible, etc. The teacher summarizes the results of the business game and evaluates the correctness of the
participants of communication. Thus, a business game is a coherent, multi-stage process, during which several cognitive
and educational tasks are solved.

Conclusion. Each area of communication develops within a particular profession in the process of socialization of the
individual. Thus, it is reasonable to carry out effective training of specialists with knowledge of a foreign language primarily
at the functional level, taking into account the specialization of students.

The use of the business game method in teaching a foreign language makes it possible to form the students'
communicative competence. Besides the knowledge of a foreign language, students get the opportunity to develop their
personality, to form the skills necessary to communicate with other people, not only for professional work, but also for
everyday life. In this regard, active teaching methods that involve the implementation of specific situations, role-playing
and business games are more widely used in the educational process at universities.
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