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Abstract: TradiƟ onal language learning methods can oŌ en be tedious, leading to alienaƟ on and reduced moƟ vaƟ on. 
We aimed to determine the impact of simulaƟ on games on developing students’ communicaƟ on skills when learning a 
foreign language. The following pracƟ cal methods were used in the study: observaƟ on, expert evaluaƟ on, survey, and 
tesƟ ng. The results, which we are excited to share, demonstrate the eff ecƟ veness of using simulaƟ on games compared 
to tradiƟ onal teaching methods. The students of the experimental group (EG), through their hard work and the innovaƟ ve 
approach of simulaƟ on games, improved their English level to B2 (R=1.76) compared to the students of the control group - 
CG (R=0.57). Also, the diff erence between the test results of the CG and the EG was in Reading Comprehension/ComposiƟ on 
(22%), Listening (15%) and Interview (46%). Using simulaƟ on games infl uenced the improvement of communicaƟ on skills, 
percepƟ on of informaƟ on, and the desire for self-learning. Confi dence in communicaƟ on increased to 81% compared to the 
CG (50%). These results inspire hope for the future of foreign language educaƟ on, underscoring the criƟ cal role of simulaƟ on 
games and providing valuable informaƟ on about developing and implemenƟ ng simulaƟ on scenarios to create situaƟ onal 
real-life condiƟ ons for eff ecƟ ve English language learning.  
  
Keywords: Anxiety. CommunicaƟ ve competencies. Foreign language training. Modelling. SimulaƟ on training.  
 
Resumo: Os métodos tradicionais de aprendizagem de línguas podem muitas vezes ser enfadonhos, levando à 
alienação e à redução da moƟ vação. Nosso objeƟ vo foi determinar o impacto dos jogos de simulação no desen-
volvimento das habilidades de comunicação dos alunos ao aprender uma língua estrangeira. Os seguintes méto-
dos práƟ cos foram uƟ lizados no estudo: observação, avaliação de especialistas, pesquisa e testes. Os resultados 
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demonstram a efi cácia da uƟ lização de jogos de simulação em comparação com os métodos de ensino tradicionais. 
Os alunos do grupo experimental (GE), através do seu trabalho árduo e da abordagem inovadora dos jogos de simu-
lação, melhoraram o seu nível de inglês para B2 (R=1,76) em comparação com os alunos do grupo de controlo - GC 
(R=0,57). Além disso, a diferença entre os resultados dos testes do GC e do GE foi em Compreensão/Composição 
de Leitura (22%), Audição (15%) e Entrevista (46%). O uso de jogos de simulação infl uenciou na melhoria das habi-
lidades de comunicação, na percepção de informações e no desejo de autoaprendizagem. Estes resultados trazem 
esperança para o futuro do ensino de línguas estrangeiras, destacando o papel críƟ co dos jogos de simulação e 
fornecendo informações valiosas sobre a concepção e implementação de cenários de simulação.

Palavras-chave: Ansiedade. Competências comunicaƟ vas. Modelagem. Treinamento de simulação. Treinamento 
em línguas estrangeiras. 

Resumen: Los métodos tradicionales de aprendizaje de idiomas a menudo pueden resultar aburridos y provocar 
alienación y reducción de la moƟ vación. Nuestro objeƟ vo fue determinar el impacto de los juegos de simulación en 
el desarrollo de las habilidades comunicaƟ vas de los estudiantes al aprender una lengua extranjera. En el estudio 
se uƟ lizaron los siguientes métodos prácƟ cos: observación, evaluación de expertos, invesƟ gación y pruebas. Los 
resultados demuestran la efi cacia del uso de juegos de simulación en comparación con los métodos de enseñanza 
tradicionales. Los estudiantes del grupo experimental (GE), a través de su arduo trabajo y el enfoque innovador de 
los juegos de simulación, mejoraron su nivel de inglés a B2 (R=1,76) en comparación con los estudiantes del grupo 
de control - CG (R=0,57). Además, la diferencia entre los resultados de las pruebas CG y EG fue en comprensión/
composición lectora (22%), comprensión audiƟ va (15%) y entrevista (46%). El uso de juegos de simulación infl uyó 
en la mejora de las habilidades comunicaƟ vas, la percepción de la información y el deseo de autoaprendizaje. Estos 
resultados brindan esperanza para el futuro del aprendizaje de lenguas extranjeras, destacando el papel fundamen-
tal de los juegos de simulación.

Palabras clave: Ansiedad. Competencias comunicaƟ vas. Entrenamiento de simulación. Formación en lenguas ex-
tranjeras. Modelado. 

1 INTRODUÇÃO

1.1 RELEVANCE

In the modern world, society is experienc-
ing the inherent infl uence of innovaƟ on pro-
cesses in all spheres of life. The latest tech-
nologies and transnaƟ onal changes require 
modernising tradiƟ onal educaƟ onal approach-
es and implemenƟ ng new learning strategies. 
The expansion of internaƟ onal relaƟ ons with 
the European Union requires Ukraine to take 
an innovaƟ ve approach and modernise all as-
pects of public life in line with European stan-
dards. InnovaƟ ve changes are also taking place 
in the educaƟ on sector, driven by integraƟ on 
processes and the need to meet the high stan-
dards and level of development of global edu-
caƟ on systems.

The competency-based approach to for-
eign language educaƟ on, within the frame-
work of state policy on the development of 
English in higher educaƟ on, is focused on 

forming a personality that is a criƟ cal thinker, 
capable of self-development, and fl uent in 
communicaƟ on at professional and academic 
levels. This implies the ability to interact in 
a mulƟ cultural environment, using various 
communicaƟ on strategies for foreign lan-
guage communicaƟ on (Gjikolli, Gashi-Beri-
sha, 2023). 

Ukraine’s education system strives to 
improve students’ preparation in line with 
global needs. Due to this, there is a tenden-
cy to modernise foreign language teaching 
in higher education. To achieve this goal, 
teachers must study and implement the 
latest technologies and teaching methods, 
which in turn help improve the communica-
tive potential of foreign language training. 
To do this, students need to have practical 
communication skills, namely the ability to 
reflect and identify communicative features 
in different linguistic cultures, as well as 
the ability to use appropriate linguistic and 
cultural communication strategies correctly 
(Nazarova, 2023).
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1.2 UNDER-EXPLORED ISSUES

Undoubtedly, the exponenƟ al growth of 
those wishing to use modern technologies has 
renewed interest in studying the impact of dig-
ital games on language learning. Even though 
this fi eld of research has expanded dramaƟ -
cally in recent years, modern researchers state 
that publicaƟ ons in this area are signifi cantly 
limited because the introducƟ on of technol-
ogy into the educaƟ onal process is a relaƟ vely 
new area (Peterson, 2023; Thomas, Yamazaki, 
2021). Therefore, it is reasonable to assert that 
studying the eff ecƟ veness of technology use in 
the educaƟ onal process and idenƟ fying its role 
in individual components of linguisƟ c training 
is a relevant area that requires more aƩ enƟ on.

1.3 AIM

Thus, the study aims to determine the role 
of using simulaƟ on games within the commu-
nicaƟ ve method of teaching foreign languages.

1.4 OBJECTIVES/QUESTIONS

a) To conduct a pedagogical experiment on 
students’ foreign language skills before the ex-
periment.
b) Choose simulaƟ on games corresponding to 
the student’s educaƟ onal programme.
c) To introduce simulaƟ on games to the experi-
mental group.
d) To test students’ foreign language skills aŌ er 
compleƟ ng the training programme in combi-
naƟ on with simulaƟ on games.
e) To evaluate changes in the level of anxiety 
while learning and communicaƟ ng in a foreign 
language aŌ er studying under the experimen-
tal programme

2 LITERATURE REVIEW

Foreign language profi ciency is an increas-
ingly important issue for the young in the con-
text of globalisaƟ on, as it is an essenƟ al tool 
for successful communicaƟ on and profession-
al development (Chernyakova, 2022). Given 
this, using simulaƟ on games to teach foreign 

languages for communicaƟ ve learning is a par-
Ɵ cularly relevant area for study and research.

Technology is becoming an increasingly 
common tool for learning and improving for-
eign language profi ciency. The research study 
(Bykova, Lanskaya, Perova, Remaeva, Voinova, 
2021) focused on the eff ecƟ veness of using 
modern technologies to enhance wriƟ ng in 
foreign language learning. For this study, re-
search arƟ cles were analysed to examine the 
impact of technology on students’ wriƟ ng 
abiliƟ es, namely their linguisƟ c and pragmaƟ c 
competencies. However, the researchers did 
not invesƟ gate other professional competen-
cies necessary for learning a foreign language.

Today, a relevant technological tool is a 
digital game, which is not only entertainment 
but has also become a learning tool in the ed-
ucaƟ onal process (Mukaromah, Mutoharoh, 
2019; Wilson, Supian, Sung, 2023). In addiƟ on, 
digital game-based learning has improved 
technology-enhanced foreign language learn-
ing in the twenty-fi rst century, as noted by 
some studies in this area (Hwang, Chen, Chu, 
Chuang, Juan,Chen, 2023; Xu, Chen, Eutsler, 
Geng, Kogut 2020). Hence, it can be stated 
that digital game-based learning can be an ef-
fecƟ ve method in the context of foreign lan-
guage learning.

Using digital games in learning is a new in-
strucƟ onal approach that can bring potenƟ al 
to foreign language learning and communica-
Ɵ on skills as it improves interacƟ on between 
learners (Abdeen, Albiladi, 2021). Demirbilek, 
Talan and Alzouebi (2022). Building a game-
based curriculum has the potenƟ al to bring an 
enjoyable and engaging learning experience 
to language learners. To support the previous 
point, Huang, Loerts and Steinkrauss (2022) 
noted that learning a foreign language im-
proves cogniƟ ve abiliƟ es, namely the ability to 
synthesise, analyse and evaluate informaƟ on 
when learning through games.

SimulaƟ on games are one tool of game-
based learning (Shukla, Duthade, Deshbhratar, 
2023). They allow you to model situaƟ ons of 
future professional acƟ vity and the foreign 
language environment (Wong, Hussain, Saare, 
2022; Yang, Hsieh, Wong, Hong, Lai, 2022). 
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Such technological capabiliƟ es can contribute 
to beƩ er developing foreign language commu-
nicaƟ on skills based on professionally oriented 
vocabulary.

Researchers (Wong, Hussain, Saare, 2022) 
surveyed and analysed students’ percepƟ ons 
of how sƟ mulaƟ ng games aff ect learning per-
formance in higher educaƟ on. However, the 
study has limitaƟ ons because the researchers 
focused only on students’ feelings about us-
ing simulaƟ on games without examining the 
eff ecƟ veness of the applicaƟ on in improving 
students’ knowledge and performance.

The researchers (Zelenska, Tymchenko, 
2022) invesƟ gated the use of simulaƟ on mod-
elling technologies and role-playing games in 
the foreign language training of future spe-
cialists. The study covered the stages of game 
model implementaƟ on and its importance for 
forming future specialists’ professional com-
petence in the context of foreign language 
training. The authors proposed the basic re-
quirements for role-playing games and provid-
ed an example of a game. However, no empiri-
cal analysis was conducted to determine the 
eff ecƟ veness of the game model in real-life 
training. Peterson (2023) analysed how using 
digital simulaƟ on games in language learning 
can improve students’ linguisƟ c knowledge. 
The scholar noted that it is advisable to do fur-
ther research on whether simulaƟ on games 
are an eff ecƟ ve means of improving learning 
outcomes.

Anxiety is an important issue when learn-
ing and speaking a foreign language, ulƟ mately 
aff ecƟ ng performance and confi dence in oral 
presentaƟ ons (Soran, Altun, Majeed, 2022). 
Digital games can promote acƟ ve learning 
and reduce anxiety among foreign language 

learners. Researchers (Yang, Zhang, Lin, 2022; 
Stavroulia, Makri-Botsari, Psycharis, Kekkeris, 
2016) have noted that game-based learning 
methods reduce tension, fear, nervousness 
and anxiety among educators. The researchers 
developed an online simulaƟ on game in an ex-
perimental seƫ  ng to create a virtual learning 
environment for learning English vocabulary. 
The study found that the level of fear of pub-
lic speaking related to communicaƟ on anxiety 
was much lower than before the experiment.

Based on the results of the analysis, it can 
be noted that the chosen area of research is 
very relevant to today’s condiƟ ons. Game-
based teaching methods help to improve stu-
dents’ communicaƟ on skills while learning a 
foreign language. SimulaƟ on games were cho-
sen as an innovaƟ ve tool for implementaƟ on in 
the educaƟ onal process, as they can enhance 
students’ communicaƟ on skills, immerse them 
in a foreign language environment and reduce 
stress during the educaƟ onal process.

3 METHODS

3.1 THE RESEARCH PROCEDURE

The pilot study was conducted in August-
January 2023/2024 based on higher educaƟ on 
insƟ tuƟ ons: EducaƟ onal and Research InsƟ -
tute of InternaƟ onal EducaƟ on of the NaƟ onal 
Technical University “Kharkiv Polytechnic In-
sƟ tute”; Drohobych Ivan Franko State Peda-
gogical University; NaƟ onal University “Zapor-
izhzhia Polytechnic”. All stages of the study 
were consistent and met the requirements 
for the experiment. The relevant stages of the 
study are illustrated in Figure 1.
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Based on the experiment’s aim and objecƟ ves 
and the results of communicaƟ on with a group of 

Period Topic Number of 
hours

Aim

September-
October

“Language tour” 10 1. Development of language skills
2. PracƟ cal use of the language
3.  Study of cultural aspects
4. Development of communicaƟ on skills
5.  PreparaƟ on for real-life events

October - 
November

“Business 
negoƟ aƟ ons”

10 1. Training in negoƟ aƟ on skills
2. Mastering negoƟ aƟ on strategies and tacƟ cs
3. Development of empathy and communicaƟ on skills
4. Confl ict resoluƟ on
5. PreparaƟ on for real business situaƟ ons

November “Travelling 
abroad”

5 1. Training in cultural adaptaƟ on
2. Development of intercultural communicaƟ on
3. FormaƟ on of a tolerant approach
4. SƟ mulaƟ ng creaƟ vity and innovaƟ on
5. Preparing for authenƟ c internaƟ onal trips

November - 
December

“Cultural event” 7 1. Training in organisaƟ onal skills
2. Development of creaƟ vity and innovaƟ on
3. Study of cultural heritage
4. Development of communicaƟ on skills
5. SƟ mulaƟ ng intercultural dialogue

December “A working day 
in a foreign 
company”

3 1. Training in intercultural communicaƟ on
2. Development of intercultural competence
3. IntroducƟ on to the work process in a foreign company
4. Learning business communicaƟ on
5. Developing skills in an internaƟ onal environment

Figure 1 - The sequence of the study

experts, a curriculum was formulated and imple-
mented using simulaƟ on games (Table 1).

Table 1 - Programme for introducing simulaƟ on games in the experimental group
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3.2 SAMPLING

The study parƟ cipants were 3-4-year un-
dergraduate students as their acquired for-
eign language skills are suitable for the aim 
of the research. Their age ranged from 18 
to 21 years. The snowball sampling method 
was used to select the students. The students 
who met the criteria (n=215) were asked to 
fi ll in a form inviƟ ng them to parƟ cipate in 
the experiment. Everyone who wanted to 
parƟ cipate had to give the completed form 
to the teacher. AŌ er analysing the forms, the 
total number of students expressed a desire 
to parƟ cipate in the experiment was 198 
people. SƟ ll, at the beginning of the experi-
mental part of the study, fi ve students went 
abroad, and three switched to distance learn-
ing, which contradicts the requirements of 
the experiment. Finally, the total number of 
students who parƟ cipated in the study from 
the beginning to the end was (n=190). The 
sample size is large and evenly distributed by 
gender (M=50.5%; F=49.5%). During the in-
terviews, it was found that the level of English 
profi ciency in the sample was B1 or B2, which 
is 78% and 12% of the sample, respecƟ vely. 
The sample’s lowest level of English profi -
ciency is A1 and A2 - 10%. For the sake of the 
purity of the experiment, it was decided to di-
vide the sample into two groups: the control 
group (from now on referred to as CG), n=95, 
and the experimental group (from now on re-
ferred to as EG), n=95. The degree of anxiety 
at the moment of communicaƟ on in English 
was also assessed. The assessment was car-
ried out using the Likert scale:

1- Not expressed
2- Weakly expressed
3- CharacterisƟ cally expressed
4- Strongly expressed
5- All signs are detected

AŌ er the interview, the students were 
divided into equal groups based on gender, 
language, and psychological criteria. The CG 
consisted of 95 students, and the EG of 95 stu-
dents, respecƟ vely.

The expert group that observed the stu-
dents during the experiment consisted of 7 
people. Their work experience ranged from 
10 to 35 years. The specialist group comprised 
teachers from the following departments: the 
Department of Ukrainian Language, the De-
partment of English Language PracƟ ce and 
Methods of Teaching, the Faculty of Ukrainian 
and Foreign Philology, the Department of For-
eign Languages for Professional Communica-
Ɵ on, and the Faculty of InternaƟ onal Tourism 
and Economics.

3.3 METHODS

The following methods were used in the 
experimental part of the study:

Foreign language profi ciency tesƟ ng. The 
IELTS (InternaƟ onal English Language TesƟ ng 
System) and KET (Key English Test) tests were 
chosen to idenƟ fy basic communicaƟ on skills 
in a foreign language. The test consists of three 
parts: Reading Comprehension / ComposiƟ on, 
Listening, and Interview (Council Of Europe, 
2023).

A survey was conducted to determine the 
degree of anxiety students experience when 
learning and communicaƟ ng in a foreign lan-
guage (Horwitz, Horwitz, Cope, 1991). Stu-
dents were asked to answer the quesƟ ons 
(Yes/No) for diagnosƟ c purposes.

ObservaƟ on. During the experiment, a 
group of experts observed and evaluated per-
sonal changes in the learning and understand-
ing of a foreign language by students of both 
groups. The evaluaƟ on criteria were divided 
into the following blocks: 1. Increased moƟ va-
Ɵ on; 2. Improved skills; 3. Understanding and 
percepƟ on; 4. Self-suffi  ciency; 5. MoƟ vaƟ on 
for self-learning.

StaƟ sƟ cal methods of analysis (Pearson 
correlaƟ on, Cronbach’s alpha)

3.4 ETHICAL CRITERIA

The study complied with all ethical princi-
ples. Before the study began, the parƟ cipants 
were familiar with the aim and objecƟ ves of 
the experiment.
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4 RESULTS

Before the introduction of simulation 
games, students of the control and experi-
mental groups were offered to take an in-

The calculated 
values

Before AŌ er

ArithmeƟ c 
mean

midpoint
Standard 
deviaƟ on

ArithmeƟ c 
mean

midpoint Standard deviaƟ on

μ Ме  σ μ Ме  σ 

CG 4,53 4,3 3,3 5,1 4,9 3,3

EG 4,55 4,3 2,04 6,31 6,15 2,04

ternational test to determine their level of 
English proficiency. For a comprehensive 
analysis, students took the IELTS and KET 
tests. The results are shown in Table 2 and 
Figure 2.

Table 2  Test results of the control and experimental groups on the level of foreign language 
profi ciency before and aŌ er the experiment (according to the IELTS methodology)

Table 3 shows that the test results of the CG 
students remained almost unchanged (R=0.57), 
and, according to Council of Europe (2023), the 
EG students were able to improve their English 
profi ciency to B2, which meets the curriculum 

requirements. The diff erence in the results ob-
tained by EG before and aŌ er the experiment 
is slightly beƩ er than in CG (R=1.76). This result 
may be because the experimental methodology 
was more eff ecƟ ve than the tradiƟ onal one.

Figure 2. -The results of the control and experimental groups’ tesƟ ng of foreign language 
profi ciency before and aŌ er the experiment (according to the KET methodology)



EDITORIALThe role of simulaƟ on games in preparing students for communicaƟ ve 
foreign language teaching 173

The test results in Figure 3 show that stu-
dents in the EG obtained beƩ er results than 
those in the CG aŌ er compleƟ ng the experi-
mental programme. The diff erence between 
indicators such as Reading Comprehension/
ComposiƟ on (22%), Listening (15%), and Inter-
view (46%) indicates that the communicaƟ on 
skills of EG students are suffi  ciently developed 
compared to CG students. We believe such re-

Criteria
September October November December

CG EG CG EG CG EG CG EG

Increase in moƟ vaƟ on 55 89 60 87 59 85 55 80

Improved skills 60 63 63 65 62 64 65 71

Understanding and 
percepƟ on

45 55 47 62 46 65 47 75

Self-suffi  ciency 40 76 41 78 45 77 50 81

MoƟ vaƟ on for self-study 66 80 55 85 53 70 40 75

sults are because the experimental group had 
enough pracƟ cal classes to form the necessary 
components proposed in the tesƟ ng.

The expert group also observed the stu-
dents of both groups during the classes 
throughout the experiment. Every month, the 
experts collect and evaluate data to under-
stand the trend of foreign language competen-
cies (Table 3).

Table 3 - Results of the expert group’s observaƟ ons during the experiment (%)

The results show that students’ moƟ va-
Ɵ on levels in the EG gradually decreased. In 
our opinion, this is because, at the beginning 
of the experiment, the level of willingness was 
higher due to personal interest in the new 
methodology and the desire to parƟ cipate. 
The percentage of moƟ vated students in the 
CG was linear over the semester. Such blocks 
as improving listening skills and comprehen-
sion improved almost equally in the EG and 

CG. However, the number of students in the 
EG who became more confi dent in learning 
and communicaƟ ng in a foreign language and 
interested in self-study increased to 81% com-
pared to the CG (50%).

A survey was conducted before and aŌ er 
the experiment to analyse the degree of stu-
dents’ anxiety about learning a foreign lan-
guage. The answers of the EG and CG students 
are presented in Table 4.

Table 4 -Results of the survey on anxiety before and aŌ er the experiment

 CG EG

QuesƟ on. Before AŌ er Before AŌ er

1. I never feel enƟ rely confi dent when I 
speak in a foreign language class. 58 57 79 25

2. I worry about language mistakes in 
communicaƟ on. 90 46 72 38

3. I tremble when I know that I will be 
asked to speak in a foreign language 57 54 92 27

4. I am afraid when I don’t understand 
what the teacher says in a foreign 
language. 98 49 58 55

5. It would be beƩ er for me to aƩ end 
more foreign language classes. 93 55 85 41
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EG, the number of students increased (79%). 
In addiƟ on, the number of students in the EG 
decreased with the following feelings: trepida-
Ɵ on before public speaking, reduced concen-
traƟ on, and excitement when communicaƟ ng 
with naƟ ve speakers. Also, their confi dence in 
communicaƟ ng in a foreign language has in-
creased. Unfortunately, the number of CG stu-

6. At a foreign language lesson, I think 
about things that have nothing to do 
with the lesson. 83 53 89 29

7. I think other students understand the 
language beƩ er than I do. 82 58 61 40

8. I usually struggle to concentrate on 
the task during tests. 63 50 99 43

9. I start to panic when I have to speak 
without preparaƟ on. 66 56 83 40

10. I worry about the consequences of 
failing in class. 83 53 99 34

11. I don’t understand why some 
people don’t have any problems 
speaking a foreign language when 
compleƟ ng a task. 76 58 78 37

12. I can get so nervous in a language 
lesson that I forget familiar words. 95 54 70 46

13. I am afraid of answering voluntarily 
in class. 57 53 61 53

14. I would be nervous speaking in a 
foreign language with naƟ ve speakers. 92 56 57 25

15. I get upset when the teacher 
corrects me. 81 60 64 39

16. Even if I am well-prepared for the 
lesson, I am very anxious. 79 45 82 26

17. I oŌ en don’t want to come to foreign 
language classes because I am not 
confi dent. 80 45 68 30

18. I feel confi dent when I speak a 
foreign language. 59 50 58 70

19. I worry that the language teacher 
will correct every mistake I make. 85 53 67 47

20. I fear other students will laugh at me 
when I speak a foreign language. 92 65 85 55

21. The more I prepare for the language 
test, the more confused and anxious I 
am. 91 56 96 45

The results of the pre- and post-experiment 
surveys provide informaƟ on about the impact 
of simulaƟ on games on reducing students’ 
anxiety while learning a foreign language. A lot 
of students feel a lack of self-confi dence when 
communicaƟ ng in a foreign language. AŌ er us-
ing simulaƟ on games, the percentage of such 
students decreased to 25%, although in the 
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training of future specialists are an eff ecƟ ve 
tool for improving students’ communicaƟ on 
skills (Liontas, 2022). It has been stated that 
the role-based learning model helps to quick-
ly set the social and subject direcƟ on of fu-
ture professional acƟ vity.

The results (Dahalan, Alias, Shaharom, 
2023; Tari, Safi tri, 2023) show that gamifi ca-
Ɵ on and game-based learning improve stu-
dents’ academic performance, engagement 
and moƟ vaƟ on. Indeed, only the moƟ vaƟ onal 
score in the study tended to decrease in the 
experimental group. This may be due to in-
creased moƟ vaƟ on at the beginning of the ex-
periment and students’ interest in parƟ cipat-
ing in it. Therefore, it is necessary to conduct 
an addiƟ onal study with an increase in the du-
raƟ on of the experiment to 3 years to obtain 
objecƟ ve results.

Yang, Zhang and Lin (2022) found that 
compared to tradiƟ onal learning, simulaƟ on 
games were more eff ecƟ ve in helping students 
reduce their anxiety levels. SituaƟ on-based 
learning clearly and visibly connected English 
vocabulary learning to the real world (Chonnia, 
Izzah, 2022). Students with moderate and high 
anxiety learnt new English vocabulary aŌ er the 
simulaƟ on game. We agree with the results 
obtained, as aŌ er the experiment, EG students 
noted that they became more relaxed about 
fl uent English communicaƟ on, improved their 
self-esteem, and became more confi dent in 
answering during lessons.

CONCLUSIONS

IncorporaƟ ng simulaƟ on games into Eng-
lish language teaching can be an excellent 
pedagogical method for enhancing students’ 
language learning and overall communicaƟ on 
experience. Immersive games provide a unique 
opportunity to create an engaging learning 
environment that signifi cantly improves stu-
dents’ vocabulary retenƟ on and use.

The study’s findings provide valuable 
information about the development and 
implementation of simulation scenarios to 
create situational real-life conditions for 
effective English language learning, shed-

dents with anxiety only increased at the end of 
the experiment.

5 DISCUSSION

The study shows posiƟ ve changes in improv-
ing educaƟ onal opportuniƟ es in foreign lan-
guage learning. Compared to the CG, students 
of the EG were able to improve their English 
language profi ciency to B2 aŌ er communica-
Ɵ ve learning using simulaƟ on games. Also, par-
Ɵ cipaƟ ng in group games moƟ vated students 
to learn a foreign language independently. This 
may be because they were interested in pre-
paring for conversaƟ ons that simulated real-life 
situaƟ ons (Hope, Grant, Rogers, King, 2022). 
It is worth noƟ ng that simulaƟ on games had a 
signifi cant impact on reducing anxiety during 
learning. AŌ er the experiment, students in the 
EG became more confi dent in their communi-
caƟ on, reduced their public speaking trepida-
Ɵ on and anxiety, and improved their concen-
traƟ on. Similar results were obtained in (Pina, 
Bordonaba-Juste, 2018).

Other researchers (Wong, Hussain, Saare, 
2022) stated that most students surveyed who 
parƟ cipated in the study indicated that simula-
Ɵ on games are a convenient tool for learning 
in higher educaƟ on. The EG students became 
more acƟ ve in group scenarios and were more 
moƟ vated to learn a foreign language inde-
pendently. Therefore, the classes were more 
enjoyable for both students and teachers.

Researchers (Yang, Hsieh, Wong, Hong, 
Lai, 2022) found that aŌ er using the simula-
Ɵ on game, students improved their perfor-
mance in learning English vocabulary. In the 
study, EG students were also able to improve 
the communicaƟ on skills necessary for learn-
ing English, such as reading comprehension/
composiƟ on, listening, and Interviewing. 
Also, it was proved that the results obtained 
were beƩ er than those in the group that stud-
ied according to the tradiƟ onal educaƟ onal 
programme. This indicates the eff ecƟ veness 
of the chosen methodology. The results also 
confi rm the fi ndings of (Zelenska, Tymchenko, 
2022), who have found that situaƟ onal mod-
elling technologies in the foreign language 
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ding light on the critical role these games 
can play in developing professional foreign 
language skills. The experiment focused on 
introducing simulation scenarios into the 
learning environment, proving the impor-
tance of improving language proficiency, 
motivation and willingness to engage stu-
dents. Using simulation games in commu-
nicative learning contributed to students’ 
dynamic work and the coherence of an at-
mosphere that stimulates teamwork. Sim-
ulation games create an emotionally safe 
environment for students, which helps im-
prove their knowledge of foreign languag-
es and communication without worrying 
about mistakes, including enjoyment, com-
petition, and challenge. Using simulation 
games dramatically increases students’ self-
confidence and reduces anxiety, creating a 
happy learning environment. Furthermore, 
games can be modified to suit specific lan-
guage objectives, allowing teachers to fo-
cus on linguistic abilities such as grammar, 
vocabulary, speaking, listening, and read-
ing comprehension. Role-playing games 
and simulations allow students to put their 
language skills into context by immersing 
them in real-life situations. Games are an 
effective and adaptable tool for transform-
ing English language teaching and learning. 
A promising area for future research could 
be the study of the effectiveness of social 
media in improving students’ grammatical 
skills in foreign language learning.
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