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The article is devoted to the analysis of the dis-
cussion games as the way of motivating students
and developing their communicative skills.
Discussion game is viewed in the article as effi-
cient cooperative learning strategy that can help
the teachers to get the students immediately
involved in communicative activity. The main
intention of a discussion game is to get the stu-
dents to talk and stimulate their interest, creativ-
ity and imagination. It is stated in the article that
creating both natural and artificial communicative
situations appears to be the most topical prob-
lem any teacher is to solve in the classroom. The
close-to-reality situations in which the students
are given various social and interpersonal roles
help to learn the language by communication. It
is emphasized that discussion games can help
the teacher to create the contexts in which the
language appears to be useful and meaningful.
It is stated that discussion games offer a reason
for speaking as well as allow students to form and
share their opinions. A well arranged discussion
is characterized by energy boost and emotional
intensity what can create special atmosphere in
a foreign language classroom. It is shown that
discussion game appears to be one of the most
multifaceted teaching methods as it can include
elements of role play, simulation, searching,
matching and guessing games.

It is shown that in ranking exercises the rearrang-
ing phase is followed by a period of discussion
when students explain and defend their choices.
It is proved that discussion games based upon
“value clarification approach” contribute a lot
to stimulating students™ activity and enhancing
their motivation. It is stated that well arranged
discussion game can combine values clarifica-
tion techniques, problem-solving exercise and
dramatizing. It is proved that for the discussion
game being a success it is important to create a
positive emotional climate which will contribute a
lot to more open interaction both inside the group
and between the students and the teacher. It is
more reasonable to use discussion games at the
final stage of work at the topic as they are a good
way of revising, practicing and consolidating tar-
geted vocabulary in active interaction with fellow
students as a lot of language units can be used
during a discussion.

Key words: discussion games, ranking exer-
cises, values clarification techniques, motivation,
communicative skills.

Cmamms npucssyeHa aHasisy AUCKYCIlHUX i2op
SIK 3206y Momusayil cmyoeHmis ma po3sumky
IXHIX KOMYHIKAMUBHUX HABUYOK.

JuckyciliHa epa posznisidaembcs y cmammi
SIK eghekmusHa cmpameaisi KoornepamusHo20
HasyaHHsl, sika Moxe O0roMo2mu BuKIad0a4am
HeaaliHo 3anyqumu cmydeHmis 00 KOMyHiKa-
mugHoi disiibHocmi. OcHosHa Mema OUCKyCil-
HOI epu — crioHykamu cmydeHmig 00 pOo3MOBU,
cmumy/iroBamu ixHili IHmepec, KpeamusHicmb
ma ysisy. ¥ cmammi 3a3Ha4eHo, WO CMBOPEHHSI
SIK MPUPOOHUX MaK | Wmy4YHUX KOMYHIKamuBHUX
cumyayiti € Hallakmya/ibHiWUuM 3a80aHHSIM,
sKe mae supiwlysamu 6yob-sKkull BukIaday Ha
3aHammi. HabsnuwxeHi 00 peasibHocmi cumya-
yii, 8 SIKUX cmyOeHmu BUKOHYIOMb PI3HIi coyj-
a/bHi ma MixocobucmicHi posi, dornomazarome
BuB4YamuU MOBY W/ISIXOM CrlifIKyBaHHs1. [liokpec-
JIEMBCS, WO OUCKYCIUHI iepu MoXymb 0oro-
Mo2mu BuUK/1ada4esi CmBopuMU KoHmexkcmu, 8
SIKUX MOBa BU2/15108€E KOPUCHOIO Ma 3Ha4yUOr0.
3asHauaembCsi, Wo OUCKYCIlHI iegpu Hadarome
npusid 00 PO3MOBU, @& MaKoX 003B80/ISIHOMb
cmyodeHmam ¢hopmysamu cgoi OyMKU ma 06Mi-
Hrosamucsi Humu. Jjobpe opeaHizosaHa duc-
KyCisi XapakmepusyembCsi 3apsi00M eHepeii ma
eMOUyiliHO IHMEHCUBHICMIO, WO Crpusie cmBo-
PEHHIO 0C06UBOI ammochepu Ha  3aHsImmi
3 iHo3eMHoOi Mosu. [lokasaHo, wjo OuckyciliHa
2pa € 00HUM 3 Hall bazamoapaHHiluX Memodis
Hag4aHHs1, OCKI/IbKU BOHa MOXe BK/Ilo4amu erie-
MeHmU posIb0oBOI 2pu, CUMy sy, MowyKy, scma-
HOB/IEHHS1  BIOMOBIOHOCMI  ma  Bi02adyBaHHsl.
Noka3aHo, Wo y sripasax Ha paHXupysaHHs 3a
¢hasoro nepeapyrnysaHHsi cidye nepiod 062080-
PEHHS1, KO/IU cmyOeHmu MOSICHIOIMb ma 3axu-
waroms csiti BUGIp.

JlosedeHo, wo AuckyciliHi iepu, 3acHoBaHi Ha
«rioX00i  3'AcyBaHHs1  UiHHOCMeEU», — 3HaYHOK
MIPOIO CrIPUSIOMb CMUMY/II0BaHHIO aKmUBHOCMI
cmydeHmis ma MidBULUEHHIO IXHLOI MomuBayil.
3asHa4yeHo, wo dobpe opaaHizosaHa AucKyciliHa
2pa MoXe MoedHyBamu Memoou 3'5ICyBaHHs1 UiH-
Hocmel, snpasu 3 po3s8’si3yBaHHsT NpobieM ma
Odpamamusayito. [osedeHo, Wo 07151 yCriuHo20
MPoBeOeHHsI OUCKYCIUHOI 2pu  BaX/1ugo CMBo-
pumu  no3umugHuUl  emoyitiHuli  knivam, sikuli
cripusmume 6inbw BioKpUMIt B3aEMOOIT 5K BCe-
PeOuHi 2pyrnu, mak i Mk cmydeHmamu ma Buk/1a-
Oayem. JuckyciliHi igpu  Aoyi/ibHiwe BUKOpUC-
mosysamu Ha 3aseplia/ibHoMy emarti pobomu
Had MeMOor0, OCKi/TbKU BOHU € 2apHUM CrIOCO60M
10BMOPEHHS1, BIONPaYroBaHHs ma 3aKpin/ieHHs!
Yi/TbOBOI IEKCUKU B aKmMUBHIU B3aEMOO0Ii 3 0OHO-
2pyrHUKamu, OCKi/IbKU 110 4ac OUCKYCIi Moxe
6ymu BUKOpUCMaHO 6a2amo MOBHUX 0OUHUUb.
KntouoBi cnoBa: AuckyciliHi igpu, snpasu Ha
parXupysaHHsi, Memoou 3'sicysaHHs1 YiHHocmed,
MomuBsayjsi KOMyHIKamuBHI HaBUYKU.

Problem statement. The efficiency of foreign
language teaching depends a lot on the correlation
between its theoretical and practical orientation. The
nature of this correlation is predetermined by the
methodological approach preferred by the teacher.
As we teach English in non-English environment,
creating both natural and artificial communicative
situations appears to be the most topical problem
any teacher is to solve in the classroom. The
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close-to-reality situations in which the students are
given various social and interpersonal roles help to
learn the language by communication. Interactive
games can help the teacher to create the contexts
in which the language appears to be useful and
meaningful. Properly arranged all kinds of role plays
and communicative activities help to create a bridge
between the classroom and the real world as well as
provide concentrated practice of target vocabulary
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and grammar structures. The systematic use of all
types of language games and cooperative learning
contribute to the situation when students long to
communicate with each other than with the teacher.
Discussion games offer a reason for speaking as well
as allow students to form and share their opinions.
A well arranged discussion is characterized by
energy boost and emotional intensity what can create
special atmosphere in a foreign language classroom.
Discussion game can be a good diagnostic tool
indicating the psychological climate in the group. If
the students are willing to cooperate, to take part
in the discussion, to tell about their feelings, likes,
dislike, to interview and to be interviewed by others,
communication will be a success and the educational
goals will be achieved. If the discussion game is
organized as a friendly conversation, the students
feel confirmation and confidence resulting from the
successful use of the language.

Analysis of recent research and publications.
Discussion games as a way of developing com-
municative skills has been the object of research
in the studies of many both native and foreign lin-
guists. J. Hadfield takes into consideration “language
games containing discussion component” [2]. In the
researcher’s opinion most types of games “can be
easily transformed into classroom discussion or fol-
lowed by the discussion” [1, p. 5]. The puzzle-solving
activities and simulations, designed by J. Hadfield are
especially suitable for arranging as a discussion.

The researcher F.Klippel focuses attention on the
importance of the friendly and relaxed atmosphere
within the class or group of learners. In F. Klippel's
book “Keep Talking” discussion games are viewed as
“activities for intensive practicing a foreign language
which have left the narrow path of purely structural
and lexical training and have expanded into fields of
values education and personality building” [3, p. 6].
Class discussions appear to be efficient for shaping
the learner’s personality as they are focused on the
sharing of feelings, opinions and ideas. Communica-
tive activities such as interviews, talk shows and dis-
cussion games “play an important part in education
towards cooperation and empathy” [3, p. 7].

M. Lewis’ work is devoted to the analysis of the
teacher’s role in creating classroom climate as well
as in education towards cooperation in general. The
researcher outlines a number of metaphoric images
of a teacher according to the stage of a lesson and
the targets that are set. The teacher of “grammar-
based class is described as a tap pouring water into
empty vessels. The teacher has the knowledge about
the new language and the empty vessels have to
be filled with the grammar rules and the meaning of
words” [4, p. 64]. When the emphasis is on revision,
the teacher is viewed as a conductor of the orches-
tra. In communicative language classes the teacher
becomes “a gardener, supplying materials for growth

and rearranging the environment for this to happen”
[4, p. 65]. While organizing a discussion game in a
foreign language class the teachers have to combine
all three roles as they have to set the tone of the dis-
cussion, to direct the students, to motivate as well
as manage a number of situations predictable and
unpredictable.

Emphasizing the importance of fun involvement
into teaching process the researcher P. Watcyn-Jones
designed a set of discussion games, the majority of
which are based upon humour in various form, jokes
and humorous stories. Fun activities organized in
the form of a discussion “can be a good alternative
for more traditional and serious types of interactive
games, can be viewed as light relief encouraging and
stimulating students” [7, p. 5].

In J. Umstatter’s opinion, “the classroom is an
ideal place to discuss something topical and worth-
while, to exchange ideas and opinions, to argue, to
prove and stand one’s ground” [6, p. 7]. The commu-
nicative activities and discussion games, designed by
the researcher, give students the opportunity to be
actively involved in the learning process as well as
enjoy themselves. Through the discussion organized
properly the students “will absorb more information
as they learn, review and retain concepts in a foreign
language classroom” [6, p. 8]. The discussion games
that include poetry interpretation, examination of
techniques and styles of various writers, literary and
character analysis, creative thinking can help stu-
dents to become more versatile and intelligent learn-
ers. The discussion games focused on the students
and the world around them are designed to make the
students think more maturely and insightfully as they
appreciate the world around them.

The aim of the article is to define the role of dis-
cussion games in developing students’ communica-
tive skills and to offer a set of activities which can be
used for developing learners’ speaking competence
at different stages of the English lesson.

Presenting the main material. Communicative
games of all types have already incorporated into the
language classroom providing students’ motivation,
enjoyable interest and raising their competitive power.
Mastering communicative skills appears to be the
most essential for mastering a foreign language itself.
We learn English in a group and don't realistically
expect all the students to speak English all the time
and eagerly take part in various language games.
Some learners can be reluctant to do oral activities,
the others can feel confused and embarrassed
to speak in front of the whole class. The question
arises: how to get all the students to speak up in
class? How to encourage even the most reserved
and shy learners to practice speaking, participate
in games and cooperate with others? The student-
centered communicative activities and efficient
group dynamics can help the teacher to answer
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these questions and to solve the problem. Interactive
games make use of variety of techniques as variety
is important in language teaching. Discussion
game appears to be one of the most multifaceted
teaching methods as it can include elements of role
play, simulation, searching, matching and guessing
games. In the definition given by W. Wilen, M. Bosse,
M. Hutchison and R. Kindsvatter the versatile nature
of a discussion game is emphasized: “The discussion
game is an educative, reflective and structural group
conversation with and among students about subject
matter” [8, p. 124]. In researchers’ opinion, classroom
discussion can be used as an efficient strategy to
achieve curricular purposes that could vary from
encouraging students to practice speaking language
to developing understanding of cultural issues or
problems and challenging students to assume
responsibility for their own learning and thinking
back on what they have learned and how they have
learned.

Let's have a closer look at discussion games
which are suitable for all levels of proficiency and can
be used at various stages of a lesson. The researcher
F. Klippel distinguishes game-like discussions and
game-like exercises that lead to discussion. Ranking
exercises can be organized as discussions when
students explain and defend their choices in pairs,
triads, small groups and then in bigger groups. In
the ranking exercise “Guarantees” students are to
practice interactive language, to agree, to compare,
to contradict and give reasons. The game consists of
several steps.

Step 1: Divide the whole class into two teams of
equal size. One team consists of the brokers, the
other team consists of the clients. The brokers’ task
is instead of insurance to sell the guarantees which
assure the buyer that he/she will reach certain per-
sonal goals in his/her life.

Step 2: The brokers are given the list of guarantees
and prices. Each of them receives one guarantee to
handle personally. The brokers are to prepare a short
talk to praise the advantages of the particular guaran-
tee. The list of guarantees may include such concepts
as Health Guarantee, Popularity Guarantee, Acci-
dent-Free-Life Guarantee, Joy-of-Living Guarantee,
Adventure Guarantee, Career Guarantee, Patience
Guarantee, Stardom Guarantee, Beauty Guarantee.

Step 3: Brokers and clients sit facing each other.
In turn brokers tell the client about the guarantee they
can offer. While one broker is speaking, the clients and
the other brokers are making notes. The clients are
to prepare questions concerning the guarantees they
have chosen, comment on their choices and explain
their motives. When the first broker finishes his/her
speech, the other brokers try to persuade the clients
to change their minds, emphasizing the importance of
the guarantees they represent. The first broker’s task
is to be persistent, logical and argumentative trying
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to defend the guarantee he/she is to sell. If the cli-
ent doesn’t change his/her decision, the guarantee
is considered to be sold and the broker gets a new
guarantee to advertise. The broker who manages to
sell more guarantees becomes a winner.

In this activity students experience a difference
of opinions and are stimulated to discuss these dif-
ferences. Instead of personal goals students can be
asked to buy guarantees for their friends, family or
people they care for.

In the activity “Looking for a job” the rearrang-
ing phase is also followed by a period of discussion
when students explain and defend their choices first
in small and then in bigger groups.

Step 1: Divide the whole class into groups. Each
group imagines that they are members of the local
council who have to select somebody for the vacant
post of a social worker. The list of four applicants with
their CV and the handout with the job description is
given to each group.

Step 2: The members of each local council decide
on their criteria for selection, based on the job descrip-
tion, background information on the handout as well
as their personal judgement. Then the students dis-
cuss the four applicants and rank them according to
the criteria they've worked out.

Step 3: Each local council selects a speaker who
has to report before the whole class, to explain and
defend the choice of the group he/she represents.
After the reports are given, all the group speakers
meet in the middle to discuss the applicants and to
stand their ground. The other members of the council
can support their speaker, add some facts and argu-
ments, express their opinions and argue the group’s
position. The task of each council is to prove that the
applicant they have chosen corresponds to all the
criteria and appear to be the best candidate for the
vacant post. Unless a consensus has been reached
amongst the speakers after a given time, a vote is
taken by all the participants.

The discussion game “Looking for a job” moti-
vates the students to consider various desirable
characteristics for people in general and suitable for
a social worker in particular. It can help the learners
to clarify their own values. Discussion games of this
type contribute a lot to stimulating students’ activ-
ity and enhancing their motivation. Communicative
practice can lead students to question their own
decisions and increase their tolerance and under-
standing. The underlying situations, urgent issues or
problems for ranking exercises can be taken from
widely different contexts. Students’ personal values,
common sense and general knowledge of the world
can be of great importance. In F.Klippel’'s opinion,
“ranking exercises are a kind of preliminary step for
the less structured and less predictable values clari-
fication activities that can be also organized as dis-
cussion games” [3, p. 59].
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The “values clarification approach” was created
and introduced by American researchers S.B. Simon,
L.W. Howe and H. Kirschenbaum. The scientists
assumed that this approach used in education sys-
tem “must help young people to become aware of
their own values and to act according them” [5, p. 88].
In researchers’ opinion, “there are three stages in
the values clarification process: prizing one’s beliefs
and behaviors, choosing one’s beliefs and behaviors
and acting on one’s beliefs” [5, p. 89]. Personal val-
ues relate both to one’s own personality and to the
outside world, including such areas as education, lei-
sure activities or politics. Students may not always be
aware of their beliefs so the discussion games based
upon values clarification approach can help learners
to discover something new about their moral princi-
ples, merits and code of behavior.

The discussion game “Miracle Workers” concerns
the prizing and choosing of values. The activity can
include the components of role play.

Step 1: Each student receives a handout with the
names and description of 15 miracle workers. Among
them may be magicians and wizards who can offer
their services in making money, changing appear-
ance, finding friends, getting married, achieving suc-
cess in career.

Step 2: Each student should divide the miracle
workers into three groups of three. The first group
should include the most desirable ones for the stu-
dent himself/ herself. The second group will include
those whom he/she would recommend to his relatives
or friends. The third group will consist of the least
desirable ones whose services he/she would never
use. The learners start presenting the first group of
magicians whose services they would like to obtain.
The students compare their lists, comment on their
choices, look for coincidences, find out which miracle
workers appear to be the most popular in their group
and try to explain this fact.

Step 3: The students present the magicians they
would like to recommend to their relatives or friends.
They compare two lists of miracle workers and try to
discover a pattern in their choices and reveal what
values are dominant in their personal choice and in
the recommendations for other people.

Step 4: The list of the least desirable workers is
presented and discussed. The students find out if
they agree or disagree on their choices concerning
the least important things in their lives. The game can
involve acting. The roles of miracle workers can be
performed by the students whose task is to prove the
importance of the certain magic gift. Dramatizing the
conversation between the miracle works and the stu-
dents gives the chance to be creative and leads to
more cooperation and language flexibility. The game
is suitable for revising target vocabulary, practicing
the degrees of comparison of adjectives and condi-
tional sentences.

Well arranged discussion game can combine val-
ues clarification techniques, problem-solving exercise
and dramatizing. The activity “Rescue the Fictional
Character” is a good example of such combination. It
can be challenging as it requires additional prepara-
tion and knowledge of world literature.

Step 1: The students are given the cards with the
names of the fictional characters they are to present.

Step 2: The teacher explains the situation: the
planet, inhabited by fictional characters, is doomed.
All life is going to perish in a few days. A spaceship
from the Earth can rescue only seven fictional char-
acters and take them to the Earth.

Step 3: The selection committee is to choose
which characters are worth saving. They have to
make up criteria which they would use and listen to
the arguments given by fictional characters. The stu-
dents make connections between what they know
about the fictional characters and the criteria they
have made up. The discussion game is designed
for challenging students to assume responsibility
for their decisions. The students are encouraged to
express their real attitudes and feelings, exchange
opinions about favourite characters. Discussing
their views on the problem, students are to give
arguments, defend their choices and find balance
between different points of view. The activity appeals
directly to the learners as they feel that they com-
municate about something meaningful and solve the
problem of life and death. For the discussion game
being a success it is important to create a positive
emotional climate which will contribute a lot to more
open interaction both inside the group and between
the students and the teacher.

Conclusions. Discussion game is viewed as
efficient cooperative learning strategy that can help
the teachers to get the students immediately involved
in communicative activity. The main intention of a
discussion game is to get the students to talk and
stimulate their interest, creativity and imagination.
Being versatile by its nature discussion game can
combine a number of other teaching strategies and
techniques. The discussion games based upon the
use of values clarification approach make the students
think about their values and priorities and do their
best to defend them. In order to sustain the students’
interest the topic of the discussion game should be
exciting and disputable. These activities give the
opportunity to use the language in a natural and
authentic way. The discussion games are structured
in such a way that everyone will get a turn to express
his/her attitude, to exchange opinions with others
and to find the balance between different points of
view. It is more reasonable to use discussion games
at the final stage of work at the topic as they are a
good way of revising, practicing and consolidating
targeted vocabulary in active interaction with fellow
students as a lot of language can be produced during
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a discussion. Discussion games can help to improve
the emotional climate in the class in which both the
teacher and the students demonstrate tolerance and
respect for each other.

The further research in this area is to be devoted
to the analysis of reading activities as the way of
encouraging and motivating students.
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