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CREATION OF ARTIFICIAL LANGUAGE SURROUNDING

Анотація. У статті розглядається проблема мотивації сучасних студентів у процесі
вивчення іноземних мов. Пропонується використання штучного мовного середовища як засобу
полегшення мотиваційного та навчального процесів. У статті наводяться методи створення
штучного мовного середовища, які можуть бути використані на будь-якому етапі викладання
іноземної мови.
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Abstract. The article deals with the problem of modern students’ motivation during foreign

languages studies. Creation of the artificial language surrounding is offered as a productive mean of
facilitating motivational and educational processes. The article is illustrated with the methods of
creation of the artificial language surrounding that may be used at any stage of teaching foreign
languages.
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Students’ motivation is decreasing constantly, but the demands to students are
increasing constantly. There is well-known Terrell H. Bell’s phrase: «There are three
things to remember about education. The first one is motivation. The second one is
motivation. The third one is motivation».

Ways of increasing students’ motivation is one of the matters of interest of modern
pedagogy and methodology. Numbers of scientific works deal with this problem [3; 4;
6; 9].

The one may face with the different definition of the term «motivation to learn».
E.g., H. Marshall determines motivation to learn as «the meaningfulness, value, and
benefits of academic tasks to the learner ― regardless of whether or not they are
intrinsically interesting» [5, p. 239]. Motivation to learn is defined by C. Ames as long-
term, quality involvement in learning and commitment to the process of learning [1,
p. 410]. Thus, there is no one approach to understanding this term. The definition given
by D. Schunk, P. Pintrich, J. Meecethat seems to be to be the most acceptable. It is as
following: «Motivation is the process whereby goal-directed activity is instigated and
sustained» [8, p. 19].

Creation of artificial language surrounding may be used as a productive mean of
facilitating motivational and educational processes during foreign language studies.

The great influence of language surrounding on the forming and language skills
improving is well-known [2]. The language surrounding is usually determined as a kind
of communicative space, which communication is realized in [10, p. 356].

While using the artificial language surrounding students’ goals and means
exchange their places. The language competence is no more an aim, it becomes a mean
of achieving communicative targets, for expressing one’s own position. Artificial
language surrounding may be created with modelling of every day communicative
situations or holding different types of events that mean to involve students into active
participation.
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Methods of artificial language surrounding creation:
― Role-playing games.
A role-playing is a game in which players assume the roles of characters in a

fictional setting. Players take responsibility for acting out these roles within a narrative,
either through literal acting or through a process of structured decision-making or
character development [7]. Modelling everyday conversational situations has a positive
effect on process of studying foreign languages. During role-playing games students get
ready to the situations they may face in real life. It is an easy and productive task. E.g.
students may be offered to participate in really ordinary situations (asking about the
route if one got lost; dealing with people on the bus stops, shops, etc.), that would get
students familiar with speech etiquette of the foreign country and give some tips of how
to behave in some particular situations. Role-playing of extraordinary situations may be
used as the introduction part to other types of activities. E.g. situation in a bus, when
there are two couples, a man of one couple is sitting and a woman of the second one is
sitting, the participants should discuss the positions of their characters. Also a role-
playing game may be the part of a brainstorm or discussion. E.g. during the discussion
students might not be able to choose their position, but have to support some position
because of their parts. Role-playing is also useful for brainstorming. Some of the
participants may have the part to cheer up the team, others may criticize everything and
so on.

― Discussions.
That’s obvious that discussions have positive influence on speaking and mental

activity actualization, but it’s either a common situation, when a tutor’s part is just to
offer the topic and let students speak. In such a case no productive effect may be
observed. Students should be involved into discussion step by step without their own
understanding what they are encouraged to do. Otherwise the discussion turns to be
such a «free speaker». Problematic specific questions should be put on the table. E.g. for
the discussion of family issues the following activities were chosen. For the
acquaintance students were asked to enumerate people who are precious for them. It
was predictable, that family members would be in students’ lists. So it was the
introduction of the class topic. Then there was a task to define what a family is (and it
the first step towards the discussion, because most of people have different vision, what
should be included in this notion). Task to share home duties between a man and
woman is another exercise that involves student into active participation in the
discussion. The ways of family conflicts resolution was the summarizing stage of this
discussion. Students were asked to participate in the role-playing game. The rules of the
game were as following. The wife hasn’t cooked dinner and the husband hasn’t got the
salary. The way students represent their parts is the way they would act in the real life
conflict. Students’ presentations were discussed at the end. So the discussion was
supported not only by questions, but also by involving into different kinds of activities
that stimulate debates.

― Games.
Board games and ordinary games are very productive methods that may be used to

create artificial language surrounding during foreign language classes. E.g. the using of
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the game «Mafia» is well-known. This game stimulates not only speaking activity, but
mental one as well. This is a salon team psychological role-playing game with a
detective story, which simulates fighting informed members of the organized minority
against the unorganized majority.

― Involving into performances.
Involving students into different types of creative activities have a positive

influence not only on emotional and motivational spheres, but on cognitive sphere as
well. Producing videos, theatric performances, organizing cultural events students face
unfamiliar situations and have to use the language that they study in a new way. In this
case the language becomes just the mean of achieving the result. But to get the desirable
result students still need to use the language.

So artificial language surrounding is an effective mean of improving students’
motivational and educational spheres. The improving is achieved because of dipping
into conversational situations, that stimulate speaking activity, and events, that require
both speaking and production of some actions.
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