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USING ROLE-PLAYING METHOD TO DEVELOP
SPEAKING SKILLS IN HIGH SCHOOL STUDENTS

Developing effective speaking skills is essential for high school students learning a
foreign language, especially in multicultural educational settings. Role-playing activities
provide a dynamic method for enhancing these skills, allowing students to engage in
realistic communication scenarios that simulate real-life situations. This method
encourages students to overcome language barriers, gain confidence, and develop cultural
awareness—key components for meaningful interaction in various social contexts.

The method of role-playing games is a highly effective strategy for cultivating
productive speaking skills among high school students. This approach enriches the
educational experience by introducing realistic and engaging scenarios that mimic
genuine communication. Through this interactive gaming methodology, learners not
only enhance their speaking abilities but also surmount language barriers, boost their
self-esteem, and cultivate intercultural awareness. The emphasis on meaningful
interaction aligns with the view that “communication should be at the heart of language
learning, allowing students to both use the language and better internalize its
structures” [1, p. 33]. Role-playing, thus, provides a secure environment where students
can experiment with language use without fear of failure, encouraging self-expression
and building the foundation for real-world communication.

As a form of active learning, role-playing is predicated on the principle that the
most impactful learning occurs through practical engagement. In line with social
learning theory proposed by Albert Bandura, students gain knowledge and skills by
Imitating and experimenting within a secure environment where errors do not carry
severe repercussions” [2, p. 47]. This is particularly pertinent in the context of speaking
instruction, as role-playing allows students to practise the language without the
apprehension of making mistakes.

In the contemporary educational landscape, the utilisation of role-playing
techniques offers numerous benefits. Primarily, role-playing activities enable learners
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to articulate their ideas freely, engage in improvisation, incorporate new vocabulary,
and enhance their verbal expression, thereby fostering creativity and spontaneity.
Within the framework of multicultural education, this approach aids in comprehending
the variances in cultural practices and communication styles across different societies.
Furthermore, through rigorous language practice, students refine their speaking
abilities, particularly in areas such as pronunciation, speech rhythm, and intonation,
while also advancing their overall speaking competence. Role-playing as a teaching
method is grounded in the principles of active learning, where students acquire skills
by actively engaging in meaningful tasks. According to social learning theory, students
benefit from environments that encourage practice and interaction. This aligns with the
statement that “role-play is particularly valuable in situations where it is difficult to
discuss or to formulate opinions spontanecously without practice” [3, p. 156].

The application of the role-playing technique encompasses several progressive
stages, each contributing to the attainment of educational objectives and ensuring that
students feel at ease when using the language. The structure of role-play looks the
following way:

e Preparation and introduction to the topic. At this stage, it is important to prepare
the students for the game: the teacher should explain the topic, set learning
objectives and introduce the students to the roles they will have to play.

e Distribution of roles and provision of instructions. The teacher chooses a
scenario appropriate to the level of preparation of the students and determines
the roles that the students will play during the game.

e Conducting a role-playing game. Students, having assumed certain roles, have
to perform their tasks, interacting with others according to the scenario.
During the role play, the teacher encourages them to use new vocabulary and
idiomatic expressions.

e Analysis and feedback. After the end of the game, the teacher conducts a
discussion: analyzes which moments were difficult, which mistakes the
students made and how they can be avoided in the future. Students have the
opportunity to reflect on their experience, which increases their confidence in
future language use.

Role-playing games not only help to develop language skills, but also have a
positive effect on the psychological comfort of students. During the game, they can "go
beyond" their usual communicative boundaries and overcome the speech barrier. This
Is especially useful for introverts and those who feel anxious when speaking in public
or communicating in a foreign language. In the role of a fictional character, they more
easily overcome the fear of mistakes, and also feel more freedom to experiment with
language [2, p. 48].

It is known that the playful element of learning a foreign language significantly
reduces stress levels, which is especially important for teenagers in high school who
feel academically and emotionally stressed. The game format helps create a "safe
space" where students can speak without fear of criticism or evaluation. This helps
them to focus on the content of the utterance and not on formal errors, which in turn
contributes to better adaptation to real speech situations. The interactive, game-like
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structure of role-playing also reduces students’ anxiety about speaking. “Language
learning through games is a unique process that reduces stress and promotes
cooperative skills” [1, p. 12]. By engaging in character roles, students can express
themselves without the fear of criticism, which lowers language anxiety and
encourages a more natural flow of conversation.

Due to the active use of technology, digital role-playing games can be used in
online learning, which reproduce real scenarios using video communication or special
platforms for language learning. For example, the use of simulation programs that
allow interaction with virtual characters or other participants in conditions close to
reality. This is useful, especially for high school students who actively use digital
devices and can implement role-playing games even remotely [4, p. 103].

Incorporating role-playing into the curriculum has added value as a means of
building important social skills such as cooperation, understanding and empathy. The
use of authentic materials, digital tools and adaptation of methods to the needs of
students create a wide range of opportunities to increase the effectiveness of this
method.
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BUKOPUCTAHHSA MY3UKH HA YPOKAX HIMEIILKOI MOBU
SIK EJJEMEHT KPEATUBHOI NEJATOT'IKH

MeTtoro [ociaiKeHHs1 € aHali3 poJii MY3UKH SIK 1HCTPYMEHTY KpeaTHBHOI
MEeJaroriki y HaB4aHH1 HIMEIbKOi MOBU. My3uka € 6araTorpaHHUM €JIE€MEHTOM, IO
CIpUs€ PO3BUTKY MOBJICHHEBHX Ta KYyJbTYpPHUX KOMIIETEHII YYHIB, TOJETIIy€e
3armaM’sITOBYBaHHSI JIGKCHKH Ta TpaMaTUK{, a TaKOX IMIBUILYE€ MOTHBAIIIO [0
BUBUYCHHSI MOBH [3]. Jlochi/pkeHHS Mae Ha METI BUSIBUTH €(PEKTUBHI MAXOAHU O
BUKOPUCTAHHA MY3WKH Ha YypOKaxX, BU3HAYWTH METOJAW aJamnTaiii My3WdHUX
MatepiaiiB IS pI3HUX BIKOBUX T'PYII, & TAKOK OMKUCATH TICUXOJIOTYHUH BIUIUB MYy3UKH
Ha TPOIIEC HABUAHHSI.

AKTYaJIbHICTh JOCJI’KEHHSI 3yMOBIIIOETHCSI CyYaCHHUM BEKTOPOM PO3BUTKY
OCBITHIX TEXHOJOTIM 1 METOMIB, 5Kl (hOKYCYIOThCS Ha BUKOPHUCTAHHI KpPEaTHBHHUX
M1X0/11B 10 HaBYaHHS, 0COOIMBO y cepl BUBYEHHS 1HO3EMHUX MOB. BuKopucTaHHs
MY3UKH Ha YpOKaX HE TUIbKHU MOJIETIIyE 3aCBOEHHS JIGKCUKU Ta rpaMaTHKH, ajie U
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