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While teaching English for specific purposes (ESP) at the university, it is important to find
the ways to increase students’ intrinsic motivation, so that they understood why it is important for
them to learn the foreign language and how they might use their communication skills at work. A
model of teaching English using business game developed for students whose speciality is
connected with information technologies (IT) and information security is analysed in the article.
The model is based on task-based learning and interdisciplinary connections of different cycle
disciplines: “English for specific purposes” and “Information security quality assurance
technologies”, thus providing situations that might occur in students’ professional life. The business
game, which includes simulation of eight business meetings adapted from Agile software
development methodologies and project management framework Scrum, was implemented in
teaching English for specific purposes to third year students of the institute of physics and
technology, National technical university of Ukraine “Kyiv polytechnic institute”. The article
outlines the stages of the business game (preparation, business game itself and feedback) and its
framework. Procedure of calculating time allotted to the business game is described and justified.

Key words: business game, English for specific purposes, information security, task-based
learning, Scrum, business meetings, integrated learning.

Introduction. Limited number of hours allotted to the subject “English for
specific purposes” requires finding ways to intensify training, compress loads of
language items that students might need in their future work. We would like to
emphasize the importance of focusing on skills-based versus knowledge-based
educational paradigm recommended by Common European Framework of Reference
for Languages [9].

A number of works is devoted to teaching students of different specialities,
such as “Cybernetics”, “Management of information systems”, “Applied Informatics
in Economics” and so on.

S. Dyudyakova [3] offered to teach students basic concepts of information
sciences in foreign language for effective reading manuals. I. Chirva [8] taught future
software engineers questioning using computer programs. Y. Bulakhova [1] proposed
integrated multimedia use. L. Salna [5] developed an algorithm for organizing a
conference in foreign languages for the third and fourth year students. O. Synekop [6]
created an interactive course for teaching writing using mind maps and Wiki-
resources. V. Strilets [7] focused on teaching reading and writing, implementing a
project to create a site with a focus on its content. We consider the implementation of
such projects to be a good foundation for the transition to more advanced learning
technologies such as business game as they lay the foundations of team work.

The results of these studies are undoubtedly important, but their analysis shows
that the development of oral communication skills of future specialists in information
security was paid insufficient attention.

Numerous papers are devoted to the business games. It is worth mentioning works
in different fields of science and education. In economics these are L. Volkova’s,
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M. Domozhyrova’s, Iu. Druz’s, N. Matveeva’s research papers; in future teachers
training — the works of L. Ananieva, Y. Budas, M. Vorovka; in law — researches of
T. Bocharova, J.Vinokurov and L.Evdokimova, in teaching interpreters -
N. Gerasimova’ work; in military sphere — A. Artemyeva’s investigation; in tourism —
works of N. Bokareva, M. Bochkareva.

So business game is implemented in training specialists in various fields, but its use
in teaching English for specific purposes to future specialists of information technology
and information security in terms of interdisciplinary integration is insufficiently
developed; this problem requires more detailed theoretical and practical research.

The goal of this article is description of the model for teaching English
speaking for specific purposes to third-year students whose speciality is connected
with information security. The model was tested in the National technical university
of Ukraine “KPI” and proved its efficiency [10; 12].

Calculating time for the business game. In accordance with a syllabus the 3-
d year students have thirty-six classroom hours and eighteen hours of self-study. As a
business game is embedded into the existing program, it is necessary to calculate time
that can be allotted for teaching speaking English using business game.

In addition to the time allotted for interconnected skills of speaking and listening
extracurricular time for listening authentic dialogues, reading professional authentic
texts and do exercises to them to prepare for the business game should be taken into
account. Writing is used as a means of control of listening skills and skills in filling the
backlog according to the discussed in the simulated business meetings items.

All the time for business game can be calculated by the formula:

T,=(Tag-Ty) /2 + 3Ty / 4, where

TA - the time allotted for the business game; T, — time in the lessons; T+ -
time for tests; T,c - time allotted for self-study.

According to this formula we obtain 13 hours of time in the lessons and 8
hours allocated for self-study. Classroom hours are devoted to preparation, modeling
business meetings and analysis of the business game, extracurricular time used for
students to do exercises to prepare for the game and for team software development.
We emphasize the importance of self-study, which greatly affects the performance of
the business game in improving speaking skills.

Teaching speaking English using business game takes place in two stages:
preparation for the game and its implementation which is simulation of English
professional communication. We propose to allocate 5.5 lesson hours for preparation
and 7.5 hours for modelling business meetings; self-study is carried out uniformly
throughout the studying.

Table 1
Time allotted for teaching speaking English using business game
Stage # of the lesson Time needed
: 1: 1,5 hours
Preparation 1 1-2 -1 hours
Business game 1 3 1 hours
Preparation 2 4-6 3 x 1 hours = 3 hours
Business game 2 7-13 6 x 1 hours = 6,5 hours
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Business game implementation. Business game should consist of three stages:
first, preparation, and secondly, the game itself, thirdly, analysis and synthesis (post-
game reflection) [2]. In the model proposed in this paper, second and third stages are
united into one. The preparation stage is provided for the students to understand the
situation of communication and to learn necessary vocabulary, grammar, functional
phrases; the stage of the game itself is freer speaking practice when it is also important
to check how effectively students keep to the agenda and the objectives of business
meetings, how they can analyse technical task.

It is worth explaining some details of the business game stages by looking at its
framework. The basis for the developed business game are Agile software
development methodologies and project management framework called Scrum.

In Scrum methodology typical situations, which require speaking English for
specific purposes, are Sprint planning meeting, Daily standup meeting, Sprint demo
and Retrospective meeting. Some authors (e.g. H. Kniberg [11]) also point to the need
for Backlog refinement meeting.

The purpose of Backlog refinement meeting is to discuss the software to be
developed, creating its backlog, that is a list of functions to be implemented in order of
Importance. Each participant of the meeting may add tasks to the backlog.

Sprint planning meeting is the beginning of the sprint. During the meeting the
product (software) elements that have the highest priority are selected, then a list of
tasks that must be completed within the sprint is made (Sprint backlog), the time
required to complete each task is defined.

Every day the development team discusses the tasks performed during the
preceding day, tasks that are planned for the current day, and problems that have
arisen. This meeting is called Daily standup meeting.

At the end of the sprint demonstration of results (Sprint demo) is held.

The last business meeting is Retrospective meeting, during which the team
discusses the sprint: what the advantages and disadvantages of this time period were,
what is necessary to improve in the next sprint.

Al the aforementioned business meetings require dialogical communication in English.

Four business meetings that are repeated in two sprints are modeled in the game,
which allows you to monitor the process of software development and check speaking
English skills. Note that Sprint demo and Retrospective meeting are held in the same
lesson (see Fig. 1).

Project
review Sprint 1 + Feedback Sprint 2 + Feedback

Fig. 1. Business game framework
BRM — Backlog refinement meeting, SPM — Sprint planning meeting, DSM — Daily standup
meeting, SD + RM — Sprint demo + Retrospective meeting.
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Preparation for the business game 1. The goal of lessons 1 and 2 is
preparation for the first business meeting - Backlog refinement meeting. At this stage
it is explained what business game and methodology Scrum are, and series of
exercises aimed at improving the understanding of the situation of professional
communication, the roles, and the stages of the first business meeting by students.

Business game 1. During the third lesson business meeting Backlog
refinement meeting is modelled. Holding this meeting is essential in this session due
to the professional part of the game - students must define their technical task,
understand what professional topics they need to study during the semester to be able
to make a presentation of their project in the process of a meeting Sprint Demo.

Preparation 2. During the fourth - sixth lessons students do exercises for improving
language and speaking skills to prepare for the rest of the scheduled business meetings.

Business game 2. In the seventh - thirteenth lessons business game itself is
held according to the flowchart above. Alongside with the preparation for business
meetings, students are studying professionally oriented topics provided by the
syllabus in “English for specific purposes” that help students to improve their lexical
skills in order to describe their technical task (e.g. “Databases”, “Cloud computing”,
“Mobile devices security”). In this paper we do not provide description of these
topics and exercises because they are aimed at improving the skills of reading and
writing that is not the purpose of our study.

In the business game three meetings (Sprint planning meeting, Daily standup
meeting and Sprint demo) in two sprints have to be modelled. All meetings except
Sprint demo are held within the group. Sprint demo meeting is aimed not only at
evaluation of speaking English skills, but also at the quality of the product developed
by the students (their technical task), so experts (graduates, teachers or other
professionals in the field of information security) are invited.

After the Sprint demo meeting, there is the Retrospective meeting, during
which students discuss the business game as a whole: what it would be better to
improve, what difficulties they faced. This step helps to systematize the knowledge
and experience and provide intrinsic motivation for further study. A. Nikulina [4, p.
82-87] examines the various methods of feedback. We are interested in oral, written
and visual methods. Visual methods include making poster presentations with
analysis of their work or use cards with embedded questions about the game. Oral
methods are implemented via open class discussion. Both of the described methods
can be used after Sprint demo meetings. As tor other meetings due to lack of time it is
recommended to do feedback by filling in questionnaires.

The practice of speaking English provided by multiple time participation in
business meetings contributes to the development of practical skills that will be
needed in future career. It should be noted that the neglecting any of these stages of
the business game will result in a significant reduction in its developmental potential.

Conclusion. Business game, which contains professional (information
technologies and information security) and business (Scrum methodology) parts, was
applied to teach students of Institute of physics and technology, NTUU “KPI” and
proved its effectiveness. It was embedded into the syllabus of the discipline “English
for specific purposes”, this way keeping the framework of traditional education. The
model, which includes simulation of eight business meetings, is designed for 13
hours of classroom training and 8 hours of self-study. This model can be adapted to
other technical universities depending on their syllabi.

However, we should note that the research subject is complex, so the achieved
results are not enough to cover the topic of business games in technical higher
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education. Further research might be connected with more rigorous theoretical
justification of interdisciplinary links and integrated learning in language training of
future specialists in information security.
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C. C. Koaomieub, JI. O. Kononsienko. Mojgeab HaBYaHHA YCHOro mnpodeciiiHo
OPi€HTOBAHOI0 AHIVIOMOBHOI'0 CHIJIKYBAaHHs 3 BUKOPUCTAHHSIM JiJI0BOI IPH.

Y BUKJIa/[aHHI aHTIHCHKOI MOBH npoq)ecu/IHoro CTIPSIMYBAHHS B YHIBEPCHTETI HEOOXI/IHO LIyKATH
CIIOCOOM IMiJIBUIICHHS BHYTPIIIHBOI MOTHBALL CTYACHTIB - p03yM1HH}I HUMH BaXXJIMBOCTI BUBYEHHS
1HO3€MHOI MOBH. Y CTaTTI PO3IVIAJAETHCS MOJAENb BUKIJIQJAHHS aHIIIIICHKOI MOBU 3 BHKOPHCTaHHSM
JUIOBOI TIPH, PO3pOOICHA UL MaifOyTHIX (axiBIiB y ramysi IHQOPMAIIHHMX TEXHONOTIH Ta
iHopmartiiiHoi Gesreku. Mozens 3acHOBaHa Ha MPOOIEMHOMY MiXOi 1 MDKI[I/ICI.II/IHJ‘IIHaleI/I 1HTerpau11
JWCLUILTIH PI3HUX IMKIIB MATOTOBKHU. [lioBa rpa Oyna peatizoBaHa y BHKJIAaHHI aHIJIIHCBKOI MOBU
JUIsL CHellaibHUX IJIeH CTYJEHTaM TPEThOro Kypcy (i3MKO-TEXHIYHOro 1HCTHTYTY, HarioHansHOro
TEXHIYHOIO YHIBepcuTeTy YkKpaiHu «KWiBCbKUM MOMITEXHIYHUM 1HCTUTYT». Y CTarTl ONMCaHI €Taru
Ji10BO1 IpH 1 ii cTpyKTypa. Takox 0OrpyHTOBAaHO Yac, BIABEICHUI JUIsl JILJIOBOT IPU.

KurouoBi cjioBa: pginoBa rpa, AUIOBI 3yCTpiyi, aHIUIiicbka MOBa JAJisl CIELialbHUX ITiIeH,
iH(popMmaliiiHa 6e3neKa, IHTerpoBaHe HaBYaHHs, TPOOIEMHUN

C. C. Konomuen, JI. A. Kononsienko. Moaesb 00y4eHusi YCTHOMY HPO(hecCHOHAJIBLHO
OPHEHTHPOBAHHOMY AHIVIOSI3IYHOMY OOLIEHHIO € UCII0JIL30BAHMEM /1€JI0BOM UTPBI.

B mpenogaBanuy aHMIMKACKOTO SI3BIKA YIS CHICIIMATIBHBIX 1IE€JIe B YHUBEPCUTETE HEOOXOIUMO
UCKaTh CIOCOOBI MOBBIIIEHHS BHYTPEHHEH MOTHBAllMM CTYJCHTOB — IMOHMMAaHUS HUMH Ba)XKHOCTH
U3y4EHUs MHOCTPAHHOIO si3bIKa. B cTaTree paccMaTpuBaeTcsi MOJENb NPENOAABaHMUs AHTIIMICKOTO
s3bIKa C MCIIOJIb30BAaHUEM [EJIOBOM WIphl, pa3paboTaHHas Ui OyAyIIMX CIEIHMaIUCTOB B 00JacTH
uHpopmaronHbix TexHonorud (UT) u uHpopmaimonHoil Ge3omacHocTH. Mojenbs OCHOBaHa Ha
NpoOJIEMHOM MOXOE U MEKANCIUIUTMHAPHON UHTETPAIMU AUCIUIUIMH Pa3HbIX IIUKIOB MOATOTOBKH.
JlenoBast urpa ObUTa peann3oBaHa B MPENOJABAHUM AHTIIMHCKOrO si3bIKa ISl CIIEIMANIBHBIX Lenen
CTyJIeHTaM TpEeThero Kypca (HU3HKO-TEXHUYECKOTO0 WHCTUTYyTa, HalMoHaIbHOro TEXHUYECKOro
yHHMBEpcUTETa Y KpanHbl «KHEBCKHUI MOJIMTEXHUYECKUN HHCTUTYT». B cTarbe onncaHsl 3Tarisl Je10BOM
UTPBI U ee CTpyKTypa. Takxke 000CHOBAHO BpeMs, OTBEJCHHOE ISl JIETI0BOI UTPBL.

KnroueBble cioBa: fenoBas Wrpa, aHIIMACKUM — S3bIK  JUIsl  CHELMAIbHBIX  IIEJEH,
nH(pOPMAITMOHHAs 0E€30MacHOCTh, TMPOOIEMHBIN MOAX0A, Scrum, JEJOBbIE BCTPEUM, WHTETPHPOBAHHOE
oOydJeHue.
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