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ABSTRACT
There have always been complaints coming from foreign language teachers in relation to students’ lack of interest in learning a foreign language. In connection with the communicative language learning theory, more emphasis is given to the application of games and simulation within the classroom. The aim of this study is to investigate the validity of simulation and games in motivating students to learn a foreign language.
ÖZET
Son yıllarda yabancı dil öğretmenleri öğrencilerinin yabancı dil öğrenimine yeterince ilgi göstermemelerinden yakınmaktadırlar. Bu soruna bir çözüm olarak yabancı dil derslerinde oyun ve benzetmelerin uygulanması önerilmektedir. Bu yazının amacı önerilen bu yeni uygulamaların geçerliliğini araştırmaktır.
INTRODUCTION
The use of simulations and games in the foreign language classroom is not new. Kelly points out in his book 25 Centuries of Language Teaching, that nobody really knows what is new or what is old in present-day language teaching procedures. As Kelly (1969) states, "There has been a vague feeling that modern experts have spent their time in discovering what other men have forgotten."
About using games in foreign language teaching in the Middle Ages Kelly gives the following information:
Attempts to enliven the classroom atmosphere are not common, and, when they appear, not well documented. Having met with a mixed reception, games do not seem to have been used often to teach languages. Quintillan and St. Jerome both mention using appropriately shaped blocks to teach letters, a suggestion taken during the Renaissance. Montaigne and Erasmus speak of learning flexions by playing games resembling draughts and dominoes. But while Montaigne does not make it clear whether he approves or not, Erasmus is definitely against the idea. Games did not receive unqualified approval in the classroom until Comanius used them in his own schools. He saw seven essential elements in all games: movement, spontaneity, social mixing, combined effort, order, ease, and relaxations. (Kelly 1969:  125-6)
It seems to be a common belief that the most efficacious way of learning a foreign language is using it in real situations. A child starts learning language by direct association between objects and words, which is the most natural way of learning. Children learn how to talk by imitating models they see around them, from their families and environment. When the child hears the command "Shut the door," he will not be able to understand this sentence unless he has heard it used before and has seen someone closing the door at the end of each statement. If he does not see a gesture accompanying the order, if he does not see it carried out immediately, he will not know what it means. Therefore, simulation multi-sensory learning is very important in language learning. Words alone are not enough. We do not learn from words only. The sound itself has no meaning unless it is accompanied by some gestures to yield the meaning. Once the link is established between the concept and the symbol, the meaning is considered established in one's brain.
SIMULATION
Language is a social phenomenon. And the environment in which language is used can be a most important means of transmission. Some language learners want to spend some time living in a society in which their second language is spoken. They can get inside a different culture and gain a different outlook on it, which is one of the most valuable outcomes of foreign language study. This is perhaps the best and shortest way to learn a foreign language. But it is a very expensive way and not everyone has time to travel to another country, where the target language is spoken. It is cheaper and easier to bring a foreign culture and atmosphere into the classroom through simulation.
For the past three years the German Summer Camp for junior and senior high school students, in Junction, Texas, has been combined with an intensive three-week workshop for teachers of German. As indicated in the AATG Summer Language Program (1978) the most important rule in the course is to use German wherever and whenever possible. After the initial stumbling, most students find it easy to participate. Besides the obvious German cultural activities such as folk dancing, singing songs, watching German movies and learning German customs, geography and history, the students also take an active role in living "German style." Much of the instruction takes place in the "situations"--simulated German Bahnhof (railroad station), Post, Polizeirevier (police station), Reisebu~ro (travel agency), Bank, Famlienhaus (family house), Restaurant and Laden (shops). Six years of experience and gathering realia from Germany have made it possible fuage in an authentic context. The students are given specific assignments to work out on a one-to-one basis with the instructors in these situations.

Simulated situations are today widely used in foreign language classrooms. Pupils need much more practice in simulated situations in which they must use the target language to make decisions and take initiatives.  Finocchiaro   (1969:  9) who emphasizes the implementation of cultural and social patterns of the foreign language into the classroom claims "this is best done by simulating real life everyday situations in the classroom, thus allowing students to practice language in its cultural context."
DRAMATIZATION
Language is a form of behavior. The native learner finds himself in many and varied environments as he gradually attains his mastery of it. Foreign language learners, however, are very much conscious of the confinements of the classroom since the room itself does not provide an adequate environment. As Moss (1971: 163) points out, acting and dramatization give us the opportunity to break the walls of the classroom and to lead us to the outside world. This is the real world "where language is used for communication -- in shops, in offices, in the streets, and on railway platforms." Dramatization allows both the teachers and the students to get into different identities like ticket collectors, shopkeepers, and their customers, bus conductors, and passengers, doctors, and patients, and to act out these roles with great freedom. In the classroom the teacher may try to create a situation to practice either in a play or a situation so that students speak to express their feelings, ideas, and reactions.
Commack (1973) gives an account of the theatrical productions staged with university students in Japan by an American actor and stage manager Richard A.:
Via. There was a four--hour-a-day six-week rehearsal schedule- - the cast and the stage and lighting crews are brought together in a micro​-society where English is a living means of communication. Eye contact with other speakers is maintained and lines are not memorized at home. All take part in voice exercises and language games. The drama itself provides ‘real’ situations and requires accurate responses. There is almost complete overlap with modern oral-aural language teaching methods. Motivation is high; correction is easy to accept. The students are able to express what they have stored up during six years of passive study of English. The responsibility for communication is on the student. This method of improving knowledge of a language is cheap and can be placed in every college and high school in Japan.
TEACHING GAMES AND ROLE PLAYING
Role-playing can provide the bridge between the classroom drill and the real-life utilization of new language patterns. As Walker (1977) says, we all play roles in the normal course of our daily lives. Every teacher plays one role the moment he walks into his classroom, another when, he is at home--and still another when he asks his bank manager for an overdraft, and in each case the role imposes its own modification of the language he uses. What is important is to utilize this common behavioral pattern as a teaching tool.
Kraus-Srebic (1976), who is interested in keeping the students' interest up all year round, feels that games and simulation are the best tools to motivate a crowded class of 40 with different intelligence and skills. By means of simulations and games, students, without ‘monitoring’ (Krashen 1977), can use the target language as quickly as they can.
One of the teaching-games Srebic used in her classroom is telephone." A toy telephone (with or without batteries) can help in building up a new situation in the classroom as well as be useful in avoiding the tedious repetition of textbook themes. Teachers can always have the same "telephone directory" in the classroom--every student having his permanent number, and simply by changing his occupations, teachers can build up a new situation. If the theme is "Shops," the most convenient game with the telephone will be giving all the numbers of different shops and playing roles on ordering items from the shopping list by phone. If the theme is "At the Doctor’s," one telephone is in the "ambulance" and the other in a "phone-box" and the students must go there to call for the doctor and explain to him on the phone the symptoms of their mother's or daughter's or brother's illness. The easiest way to use this telephone game can be through an "Information Desk," when pupils can ask any questions they want (on geography, biology, the weather, how to dress for a party, and so on) and the student "on duty" must answer them.
In this manner the students may gain confidence in speaking and express themselves in the target language while having fun and not experiencing any boredom. Following is a clear account of Lozanov's learning method:
Listening to music in class, playing games, not paying attention to the teacher--is this any way to learn? The answer is yes, and the method, which works by tapping unused powers of the mind, is producing such good results with people of all ages that it may someday revolutionize the way students learn and how much they learn in U.S. classrooms. Known as "suggestopedia" or the Lozanov Method, it is proving to be at least five times more effective-​as measured by standard language tests--than conventional ways of language learning. Imagine taking a French course and learning 1000 words in a single day, enjoying every minute of it and feeling more relaxed and refreshed than when you started. This is what a special demonstration project with hand-picked, highly motivated students showed in Bulgaria, where the system was developed by psychotherapist, Georgi Lozanov. More typical students in Bulgaria and the U.S. learn about 75 words every day in three-hour classes, which is still about five times faster than conventional methods.

Suggestopedic language programs have been launched in Canada, Austria and most Eastern European nations. The Moscow Olympic Committee is thinking of using the method to train some 30.000 workers to speak French or English in preparation for foreign visitors to the 1980 Games.  In the U.S., about 10 colleges and universities are conducting, or have conducted research.







(Miele 1978:48)
Briefly, here is what a typical twenty-five day course is like:

First, students are given new names and new backgrounds. Virginia becomes Veronique Molineaux, a Parisian pharmacist, so that what Virginia Smith does and says as Veronique will be less to embarrass her while learning French.
The teacher begins the three-hour class by explaining new material in using pantomime and visual aids. Then he reads it three times; first in a conversational tone of voice, then in a confidential per, finally in a triumphant tone, which suggests that a powerful ling experience is well underway, as indeed it, is. Then he goes through all these three steps again, this time with classical music playing. But now he tells the students not to listen to him, to just pay attention to the music while he reads to the rhythm of the music.
Role-playing: The next day's class begins with a type of psychodrama. Students in their new identities spontaneously play roles in groups of two. During this role-play, they realize that the words they've never used before pop up from reservoirs in their minds. After a three hour lesson the students leave the classroom relaxed and in good spirits,  with an assignment of a few pages of text to read before going to sleep.
The third day begins with a general rap session on the previous day's material. Then the entire group sings songs, plays games or acts out a play in the new language.
After 25 days like this, students have a working knowledge--some 2000 words--of a second language, in which they can read, write and speak.
According to Dr. Lozanov, the student's right hemisphere (of the brain) is wide open to the experience, and his logical, critical left is passive, permitting the language lesson to be stored, obstructed by distractions. Later, in reading the lesson, the left hemisphere gets into the act. Then both go to work as students play games and act out dramatic situations in their new language.
CONCLUSION
Man has always needed to communicate with others for companionship, and to express his wishes, beliefs, and opinions. Through communication notions share knowledge. Every country has its own language and its own culture. Since language reflects the people's lives of that country, it is inseparable from cultural contact. Therefore, in foreign language learning effort should be given to enable the students to gain insight into the culture of that country as well.
Students have different goals and reasons for learning a foreign language. Therefore, the methodology must be suitable to the interest of the learner. In the past instructors were largely concerned with teaching students to read and translate. Today foreign language instruction more often includes dialogues and emphasizes oral communication.
Every day new ways are discovered to keep student's interest alive, and to make foreign language teaching more effective. For this purpose, the teacher can create a favorable teaching situation by trying to enhance the motivational factors.
Simulations and games can play a great part in motivating students, especially at an early age. They are another form of instruction. This is a kind of experience-based learning.
As a result of the research conducted, it has been concluded that simulation and games have a very important place in foreign language education, because they can positively change attitudes and motivate students.
The students in traditional language classes can't use what they have learned, even after a number of years of language instruction. They are mostly unable to communicate. Through role playing and participating in dramatic performances students learn communication and cooperation, and these are two of the keys to success in language learning.
Simulations help students learn by doing. They are representations or models of some external reality, with which students interact in much the same way they would interact with the actual reality. They bring into the classroom a dynamic atmosphere. During the process of simulation students are able to see body movements, gestures, and facial expressions, which help them understand the context easily.
Role-playing represents real communication. It offers pronunciation, vocabulary and grammar practice and gives some cultural insight. Most students are bad listeners, particularly when their; role is passive. In role-playing they become active and thus their speaking and understanding skills can easily be improved.
Media study has an important place in the education of students. A medium can be described as any form or device or equipment that is normally used to transmit information between people. With the help of media (films, slides, posters, projectors, videotapes, casettes, music) a teacher can create an ideal "real-life" situation to practice.
Today many foreign language teachers have been using simulation and games in their classrooms. This technique may be difficult for many teachers because it requires them to take more time and effort for preparation and organization. However, the advantages more than compensate for the additional time and simulation/gaming should be considered an important technique in foreign language education.
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