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INNOVATIVE METHODS IN POSTGRADUATE STUDENTS’ TEACHING

The article is dedicated to the innovative methods in postgraduates’ teaching as one of the top tasks
of their professional education. The work presents a list of Ukrainian and foreign scientists who investigated
the problem; sets the purpose, tasks, object, and subject of the research as well as the pedagogical
conditions characteristic of the study; the theoretical and methodological background and the methods
that were used when carrying out the experiment. A question of future international scholars’ professional
training and communicative competence they develop during the courses of “English for Specific Purposes”
and “Academic English” which are the compulsory disciplines for all postgraduate students at Odessa National
Academy of Food Technologies is also disclosed.

We look at interactive studying that includes a rich variety of types, forms and teaching techniques,
and involves communicative cooperation and teamwork. A handbook of methodological recommendations
“Business & Academic English” for practical linguistic activity in English has been introduced. It is aimed
at innovative teaching forms presentation and implementation and contain a wide range of interactive
tasks based on the requirements to the style of the scientific English language altogether with lexical,
stylistic and grammar peculiarities specific to the academic English of each specialty. Multimedia lectures
and workshops as an effective modern way of future scientific staff teaching and training in addition to
their positive methodological aspects are characterised too; a term “role play” is defined, its characteristics
and features are examined.

The article dwells on a scientific role-playing game that was held at a foreign language workshop in the course
of post-graduate studies at ONAFT. It reveals its components, purpose, details and the aim which was to stimulate
the educational, cognitive, scientific and research activities of post-graduate students and form a new style of their
linguistic behaviour and English communication. As for the content, the interactive lesson imitates the process
of a real PhD thesis defence in a shortened and simplified format, and has three stages (preparatory, practical
and analytical). The roles of the participants are shared according to their language lever.

Interactive teaching technologies develop students’ communicative competence and academic English
speaking skills creating favourable pedagogical and psychological conditions for future scholars’ cooperation
and research work.

Key words: innovative methods, interactive teaching, communicative competence, postgraduate students,
role-plays, scientific games.

Introduction. One of the priority areas Ukrainian and foreign scholars in various aspects:

of postgraduate studies development in Ukraine
in recent years has been the introduction of active
and interactive methods and technologies into
the educational process. A particular attention has
been paid to their use in foreign languages teaching,
as all the fields of scientists’ activity nowadays feel
the need for specialists who master communicative
competence, speak fluent English and can interact
independently in the scientific international
environment.

Interactive studying is seen as a form students’
common activity. Such means of conducting lectures
involve communicative interaction and group
experience reliance. They are characterized by
a high degree of participants’ intercourse intensity
and a rich variety of types, forms, and educational
techniques where all the members are engaged in
knowledge, ideas, and activity exchange [2, p. 42].

Literature review. The professionally-oriented
English language has been investigated by both
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a method of students’ lexical competence formation
(V. Borshchovetsky, G. Hryniuk, Ch.Mallinson,
Y. Semenchuk, L.Strickling), oral linguistic
competence (D. Cotton, D. Falvey, |. Kamensky,
S. Kent), monologue speech teaching (T. Dudley-
Evans, |. Fedorov, P. Robinson), oral and written
business communication (D. Brinton, O. Bykonya,
S. Donna, J. Lacina,), business presentations
(Y. Avsiukevich, P. Emmerson, T. Hutchinson,
C. Kennedy, O. Shevchenko), vocationally-oriented
texts analysis (R.Kalamarz, T. Korzh, J.Michael,
A.Waters), business letters and contracts writing
(K. Allan, N. Bibik, R. Bruce, A. Fernkham, O. Pinchuk,
N.Volkova), reference and information documentation
organisation (K. Jones, J. Richards, G. Skurativska,
M. Swain, N. Zinukova,), computerized reading
(P.Greenwood, P. Radetzky), educational games
and projects techniques (J. Brine, D. Bubnoy,
A. Bunin, T. Hutchinson, O. Kmit, O. Tarnopolsky,
E. Zinnurov), innovative technologies in professional
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vocabulary mastering (T. Aslamov, M.Cotton,
J. Cummins. T. Karaieva, Z. Korneva, M. Swain).

Discussion. The literature analysis led to a conclusion
that modern methodology lacks a substantial analysis
of specific research practice and verified examples
of interactive technologies implementation into
the course of foreign languages teaching in the process
of future academic staff training.

This contradiction predetermined the
and relevance of our research.

The aim of the article is to give a theoretical
and practical analysis of the successful scientific role-
playing games use in postgraduate studies at a non-
linguistic higher educational institution.

The object of the study is the process
of postgraduate training at Odessa National Academy
of Food Technologies.

The subject of the study is scientific role-playing
as one of the most effective interactive teaching
methods.

The pedagogical conditions of the research are
as follows: goals and objectives of postgraduate
studying definition; methodological support for role-
playing games development; interactive approach.

The tasks of the work are: to study the pedagogical
and methodological literature on postgraduate
students’ linguistic preparation; to develop theoretical
and methodological basis for conducting scientific
role-playing games; to determine the educational
problems of the courses “English for Specific
Purposes” and “Academic English”; to experimentally
prove the developed methodology effectiveness.

To solve these issues, theoretical (pedagogical
and methodological literature review) and empirical
(observation, questioning, reports, interviews)
methods were used and a pedagogical experiment
was conducted.

Learning a foreign language is one of the most
important components of future international scholars’
professional training.  Future academic staff’'s
English communicative competence formation
implies the development of monologue and dialogue
speech skills necessary to take part in professional
conferences and discussions. Therefore,
the educational process organisation using interactive
forms of teaching plays an important role in achieving
the optimal results.

The disciplines “English for Specific Purposes”
and “Academic English” at Odessa National
Academy of Food Technologies which are
compulsory for the postgraduate students of all
specialties have ample opportunities for innovative
interactive teaching methods introduction. They are
aimed at future academic staff preparation to work
at non-linguistic higher educational institutions both
in Ukraine and abroad.

A considerate prerequisite for the effective use
of innovative tools in a foreign language acquisition is
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the methodological recommendations for interactive
teaching forms realisation. One of them is the use
of “concentrated learning technology” which, firstly,
allows to devote alot of time to interactive cooperation,
and, secondly, makes it possible to eliminate
the time constraints that traditional classical higher
education training imposes. Thus, we recommend to
reduce the lecture room “formality” organising even
the training space in another way (e.g. the students
take their sits at a round table or opposite to each
other). This creates an educational communication
environment characterized by interplay, openness
and collaboration of all the participants.

A handbook “Methodological recommendations
for practical classes in English “Business & Academic
English” for postgraduate students of all specialties
which were developed by us, present a wide range
of interactive tasks based on the requirements to
the style of the scientific (academic) English language.
When fulfilling such exercises, the students exchange
information and opinions on professionally-oriented
articles; discuss the scientific topics, issues or ideas;
express their view points on the basis of the acquired
knowledge, thoughts or experience; make public
speeches and presentations in English.

Todevelop the speaking skills, vocational situations
that imitate scientific conferences or seminars were
performed on one of the following topics: “Modern

Trends in Management Development”, “Information

Systems Design”, “Sales in Virtual Reality”, “Molecular
Sensors” and others. During the discussion, our
post-graduate students learn to think critically,
accept alternative messages and intentions, solve
complex problems considering the circumstances
and relevant data, communicate with colleagues
and make progressive decisions. The handbook also
provides vocabulary and stylistic resources specific
to the academic English of each specialty.

Effective implementation and use of interactive
teaching methods is impossible without multimedia
devices.

We define the term “multimedia” as a computer
technology that lets us present the content by
a combination of various types of information: both
static (text, graphics) and dynamic (animation,
language, music, video). Multimedia is the only
digital space that, in a syncretic form, represents
different ways and types of information transmission
[4, p. 530-531].

Multimedia lectures and workshops are usually
held in specially equipped lecture rooms with powerful
multimedia devices. The available advanced system
enables speakers to deliver their material more
efficiently influencing both the auditory and visual
perception of the audience. Regarding the latter:
interactive control on “smart boards” gives us
an opportunity to introduce the usual display of any
scheme or drawing in a more expanded form.
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The positive aspects of multimedia are interactivity,
accessibility, and information saturation. They
significantly increase motivation to study the disciplines
based on a selective approach. Multimedia tools
introduction gives a chance to systematise innovative
methods according to the time limits and improve
the quality of education in general [1, p. 4].

Methodology. An advantageous interactive way
of future academic staff teaching and training with
a possible and recommended use of multimedia means
is a scientific role-playing game. Its purpose is to increase
communicative competence and simulate diverse
conditions for the research and professional activity.

By the term “a role play” we mean an interactive
method of teaching which involves different
life and work situations reproduction, and their
subsequent analysis [7, p. 532]. A scientific role-
playing game is aimed at solving specific scientific,
educational, and psychological problems; it always
has a practical result and is characterized by a high
degree of freedom. At the same time, it follows
strictly defined rules, structure and time limits set by
the presenter (in our case — a lecturer or moderator).

A scientific role-playing game is an indirect method
of influence where the learner is a full-fledged subject
of the activity which stimulates the self-knowledge
and self-diagnosis processes. It forms creative
abilities, develops attention, thinking, intuition, etc.
and is a way of a personality socialisation; it also gives
an opportunity to purposefully use speaking skills (in
our case — the English language skills), and forms
a new style of linguistic behaviour and foreign
language communication.

Let's dwell on the examples of the scientific role-
playing games that are offered to be held at the foreign
language workshops in the course of postgraduate
studies at Odessa National Academy of Food
Technologies.

For example, the “International Scientific
Conference” game implies the following roles for
its participators: the head, who makes opening
and closing speeches and gives a word to the other
members; a speaker with a prepared speech on his
work and research (monologue speech skills are
formed or improved); discussion partners who initiate
talks (dialogue speech skills are formed or improved).

One of the variants of a scientific game is “The
Doctoral Thesis Defence” when the scientific
research defence in a foreign (English) language
is modelled. One of the participants plays a part
of a scientist who presents and defends his research
paper, the others are the Academic Council members
who ask questions, and opponents who characterise
the work.

Let's look at the content, purpose and features
of this game in detail.

The main idea of the scientific role-playing
game “The Doctoral Thesis Defence” is to activate

the postgraduate students’ educational, cognitive,
scientific and research activities.

The tasks of the game are the following: to
generate interest in a foreign language learning during
postgraduate studies, investigate the main goals
and ideas of the training course; to increase curiosity
and concernin lecturing and scientific research activity
as a whole; to develop group communicative skills; to
simulate the process of scientific research defence;
to improve the public speaking skills of those who
perform the roles of applicants, scientific advisors,
opponents, and the Academic Council members;
to expand and deepen the previously acquired
knowledge in the disciplines “English for Specific
Purposes” and “Academic English” and use their
experience in context; to foster a responsible attitude
to the social and communicative values of a scientific
community.

The number of participants of a role-playing game
can be that of an academic group (10-15 people);
the duration is two academic hours (120 minutes).

As it was mentioned above, the role-playing game
structure is a process of a real PhD thesis defence
imitation. Its main stages are preparatory, practical
(the game itself) and analytical.

The students are proposed various researchtopics,
namely: “Prospects for Food Industry Development
in Ukraine”, “Product Quality and Safety Definition”,
“Physical and Chemical Foundations of Technology”,
‘Enzymes. Their Technological Parameters”,
“Education System Information Security”, “A Trade
Enterprise  Development Strategy”, “Economic
Modernisation Innovative Potential”, “Hydrogen
and Oxygen Flame Production”, “Polar Magnetron
Sputtering System Modelling” and others.

The methods to estimate the experiment efficiency
were the following: questionnaires, interviews, reports,
the invited scientific English speaking expert’s overview,
the final exam (the scientific role-play).

Let’s dwell on the main stages of the game.

At the preparatory stage, the expediency
of conducting scientific games (role-plays)
and their frequency is determined. The productive
work and mistakes correction is ensured by a system
of interactive lectures that lets students play a certain
part (applicants, opponents, a chairman and members
of the Academic Council).

During the introductory step, the lecturer explains
the importance, goals and tasks of the game as
an example of an interactive teaching method
that the tomorrow’s scholars will be able to
introduce into the educational process with their
colleagues and students. It is also a kind of training
and «rehearsal» of the forthcoming PhD thesis
defence as it simulates the real scientific process
and activates educational and cognitive work.

Itis during the first section that the roles and topics
of the research are shared; all the participants’
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regulations of interaction and collaboration are
discussed and established; the requirements
for writing and submitting reports or multimedia
presentations are considered and approved. It
should be noted that an informative Internet page
dedicated to the lesson was created beforehand. It
included the content, plan and rules of the game,
the participants’ characteristics, the workshop
instructions, the speech topics and recommended
literature list as well as online training and
preparatory sources.

The practical stage —the gameitself—involves the real
PhD thesis defence simulation in front of the Academic
Council in a shortened and simplified form.

At the analytical stage, the review of the whole
educationaleventisconducted.Literacyandsituational
appropriateness of the foreign language use
are characterised, the logic of the speech,
the persuasiveness of the scientific research
evidence base, the requirements for scientific
reports and presentation are noted; the speech
etiquette of academic English verbal and non-verbal
communication is considered.

Results and conclusions. The outcomes
of the experiment are as follows: scientific, systematic
and conscious methodological, psychological
and pedagogical knowledge and skills formation;
interpersonal communication and public speaking
experience extension; possible discrepancies
between the theoretical and practical knowledge
of a foreign language use elimination; communicative
personal traits development; specialty-oriented reports
and scientific multimedia presentations performance;
professional, scientific and individual growth.

The results of the survey (90% of the respondents
gave a positive feedback) made it possible to conclude
that scientific role-playing at foreign language classes
helps post-graduate students to get prepared for their
future thesis defence and professional academic
career in general. It solves a lot of organisational,
sociological, and communication issues, such
as speaking skills improvement and audience
management etc.

Moreover, this method is quite new in the process
of foreign languages teaching and completely
matches the educational trends of nowadays. It allows
to define and settle the problems that postgraduate

students face while studying as this type of work is
quite complicated in content and calls for serious
training.

The practical significance of our research is that
the proposed scientific role-playing game can be
used in further educational and teaching practice
of postgraduate students not only while mastering
the English language on the whole but during
the course of their PhD thesis defence preparation
and studying special professional subjects
and disciplines.

The introduction of interactive technologies
into the process of post-graduates’ foreign
language teaching at a higher technical institution,
namely a system of scientific role-playing games,
is an example of both lecturers and students’
innovative activity. Such methods elaborate
communicative competence and interaction,
create a favourable pedagogical and psychological
atmosphere in order to improve the future scholars’
cooperation and academic English speaking skills.
They allow to activate cognitive and research work,
give an opportunity to demonstrate intellectual
and scientific potential and personal position;
serve as a training background for the real Doctoral
thesis defence in English which completely
responds to the challenges posed by international
scientific societies to the future academic staff of
the XXI century.
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OrpeHiy M. A. IHHOBaLiNHI MeTOAMN B HaBYaHHI acnipaHTiB

Cmamms npucesiyeHa HosimHiM Memodam sukriadaHHsl aHerilicbKol Mogu 8 acripaHmypi 5K 0OHOMY
3 20ro08HUX 3ae0aHb rpogeciliHoi nideomosku MalbymHix eyeHux. ¥ pobomi npedcmaeneHo neperik ykpa-
iHCbKUX ma 3apybiKHUX 84EHUX, SIKi sugyanu npobremy; 3a3Had4eHo memy, o6’ekm i npedmem O0CiIOKEHHS;
a makoxx HeobxiOHi nedazoaiyHi yMo8uU, MeopemuKo-mMemo0osio2iyHy OCHO8Y eKCriepuMeHmy ma mMemoou,
SKi suKopucmosysasnucs nid Yyac o2o npoeedeHHs. PosansHymo numaxHs npogheciliHoi oceimu matibymHix
Haykosuig ma ix KoOMyHikamueHOi KoMremeHrUuii nid Yyac sausdeHHs1 ducyunnid «AHeniticbka moga 05151 KOHKpem-
Hux uinel» ma «AkademidyHa aHanilicbkka Mo8ay, siki € 0608’13Kk08UMU Kypcamu 011 cix acnipaHmie Odecbkor

HauyioHanbHoI akademii xap4o8ux mexHosoaid.

Mu xapakmepu3syemo iHmepakmugHe Hag4YaHHsI, sike eK/4Yae 8eslUKy pisHOMaHimHicmb murie, ¢popm
ma memoOuK eukradeHHs1 Mamepiany i nepedbayac KOMyHikamugHy 63aemodito ma epyriosy pobomy;
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HasodumMo MemoOuYHi pekomeHOauii 00 MpakmMuUYHUX 3aHsIMb 3 aHaslilicbKoi Mosu «[inosa ma akademiyHa
aHeriticbKa Moga», WO CrpsIMo8aHi Ha 8rposadXeHHs iHHogsauiliHux ¢hopmM suknadaHHS ma Micmsimb LWUPO-
Kuli criekmp epyrnogux 3aedaHb 3 027190y Ha 8umMoau 00 CMUJIK0 HayKoeoi aHarilicbKOi MO8U, a MaKkoX J1EK-
CUYHUX pecypcie ma cmusicmu4yHo20 Mamepiany, xapakmepHux 05151 akadeMidyHOi aHanilicbKOi MO8U KOXHOI
crieyianbHOCMI; 0aEMO 8U3HAYEHHS MEPMIHY «pPOriboea 2pax, po32nsdacMo i020 xapakmepucmuKku ma oco-
6rusocmi.

MynbmumediliHi nekuii ma iHmepakmueHi npakmu4Hi 3aHIMms K eghekmusHuli crocib cy4acHoe2o mio-
x00y 0o sukiadaHHs aHaslilicbKOi MO8U Y rpoueci Hag4aHHs MalbymHix HayKosux criepobimHuKie 3azanom
makox 8i03Ha4eHO NMo3umueHUM MemoOOo0aidHUM Pe3ysibmarnom.

Y cmammi HagoOumbcsi npukiad HayKo80i porib0o8OI epu, siKa MPO8oOUMbLCS Ha NPakmMuU4YHOMY 3aHammi
3 iHo3emHoOI (aHenilicbkoi) mosu 8 acnipaHmypi OHAXT,; eusHayaembcs ii s3micm, demani ma cmasumbscs
Mema — akmuegidysamu HasJyarbHy, risHasarnbHy, Haykosy ma docniOHUUbKY disrnibHiCmb acnipaHmis ma cgop-
My8amu HO8ULU cmuJsb iXHbOI MO8IeHHEBOI Mo8ediHKU ma CriifiKy8aHHs aHenilicbKoto Mogoro. LLjodo 3micmy, mo
IHmepakmueHe 3aHamms iMimye npouec peanbHO20 3axucmy kaHOudamcbKoi ducepmauii y cKopoYeHOMY
ma cripouw,eHoMy euearisidi, MOO€erb IKO20 CKnadaembCs 3 mpbOoX emariie (nid2omoesyud, Npakmu4yHUl ma aHa-
nimuyHUt); poni y4acHukie po3rnodineHo 8i0nogiOHO 00 iX pieHs1 80M00IHHS aHarliliCbKO MOBOH.

IHmepakmueHi mexHonoaii Hag4aHHsI pPo38UBardMb HaBUYKU HayKoeoi (akadeMmiyHoi) aHenilicbKoi mosu
ma KoMyHikamuesHy KoMriemeHuito cmyOeHmie e3azarli, Cmeoprorodu cripussmiusi neda2oaiyHi ma rcuxorsio-
2iyHi ymosu 0511 HayKo80-00CTiOHUUbKOI MiXXKHapoOHOI pobomu U aH2rToMOBHO20 MPOhECItIHO20 CrlifiKy8aHHS
malbymHix Haykosuje.

Knroyoei cnoea: iHHosauiliHi MemooOu, iHmepakmueHe HagsYyaHHSl, KOMyHIiKkamugeHa KOMMEemeHMmMHiICmb,
acnipaHmu, posibosi i2pu, HayKosi iepu.
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