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VJIYY MYYHJIAPTA KAPTA OMHOO APKBLIYY AHIJIMC TUWIMH YIUPOTYY
KOMIIETEHTTYYJIYT'Y. CAHAPUIITUK BUJIUM BEPYY CUCTEMACBIHBIH
AVBIPMAYBLIBITBI

Annoraums. XKOXnopnory 4oH ctyneHTrepre, aipbikua lllapia yHUBEpCUTETUHUH YET 3JIUK
CTYICHTTEpUHE, O03€KU aHIVIUC TWIM KapTa OIOHY MEHEH YHWpeTYJreH sMec. benruneHreH okyy
KUTENTepH, OOIl YOaKbITTa >KOHOKOH OIOHAAp apKbUIyy THI YHPOHYYHY KaMcChI3 KbUiOaraHmain
KbUTBIN Ty3YireH. bxyBanemBapaa (2014) 6angapas! “TepT NpUHIKIKE YHPOTYY YUYH 63yHYH Kapma
e yipertyy bikmackiH (KLTA) tysren: 1. GammapabiH Tabuatel (MYHE3Y e cBaOXa:Bam); 2.
IMTeK (KYK) KaTapbl cadak jkaHa KaTyy OKYyY apKbUTyy YUPOHYY; 3. OFOH-300K (bIpaxar ajnyy); skaHa 4
OIOHJApAbl OKYyy MaTepuanjapblHa aWlaHAbplpyy» kaHa bxysanemBapaa (2018) ymyn osime
KOHIIETILMS KOJJIOHYJIYIl, UPAKThIK Oanjap TEIyry JIEKCUKAachlH YOH MWIHMIMK MEHEH YMpOeTyLITY
(HaTbribkanapabiH  96%). bxysanemsap (2018), (KLT) Oronmap apkbulyy THI A0JIO00pPYH
nemunrenern, [llapga yHUBEPCHUTETHMHIE YOHIOPIO KOHOKOW CAHCKPUTYE CYWIONIYYHY YHPOTTY.
O3YHYH CeMHMHApbIH/IA al CAHCKPHUT TWJIMH YUPOTYY YUYH POJAYK OIOH, MaHUS jKaHa KapTajapibl
kuprusred. OroHAyH pacMuil Typlae KarranOaraH Jlannusgarsl >KbIABIHTBITBI a0JaH TaacUpAYY
KopyHeT. byn Makanana uenrkapragapApl KOJIIOHYY MEHEH aHTJINC THIUH Hadap OWjreH 4YOoHIA0pro
AHIJIMC THIMH YHPOTYY IUIaHbl CYHYILITAJITaH.

byn nokymeHT »Kku Oenykke OesyHeT. bupuHum OenyryHae Teopus >kaHa Mpolexypa
TaskyynaaHat. DkuHuu Oenykre 20 cryneHT (6ommkon MeHeH 20-30 »xamrarsl) cyisenryy OoroHYa
cabak Oepyy Y4YH TaHAAJbIN alblHAT. AJap KU TONKO OelyHeT: kezemen ToOy (10 amam) xaHa
skcniepuMeHTanIblk Ton (10 amam). KoHTponnyk ’kaHa SKCHEPUMEHTAIABIK TONTOPro Oup aie
yuypla >KOHOKeW a3bIpKbl/OTMYII jKaHa KeNCUeKTerd OIOHAAp MEHEH/>)KOHCY3 CypOOJIOpAYH
dopmanapbel  yHpeTynaeT. AuapiblH KBAIM(UKALUUACHIH TEKIIEPYy YYYH TEeCT OTKepyJyIl,
JKBIUBIHTBITHl  CAJIBIIITHIPBUIAT. DKCHEPUMEHTAIABIK TOM (UIeHIKapTaiapabl KOJIJAOHYY MEHEH
CYWelIyyHy y#peHymeT. MbIHIaH THIIKAPbI, alap/iblH KaThIIYYCy JKaHa JKAKThIPyYyJapbl aHKeTa
apKbULYy ©JTYOHOT.

Herusru ce3aep: cyiienlyy, aHIVIMC TWIMHJE YaK, KAPMUK TUJIIU OKYTYYHYH METOAY,AaHAMs,
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KOMIIETEHTHOCTH B OBYYEHUH PASTOBOPHOMY AHI'JIMMICKOMY S3BIKY
B3POCJIBIX C TIOMOIIBIO UT'PAJIBHBIX KAPT: KOHTPAKT C IU®POBOU
CHUCTEMOM OBPA30OBAHUSA

AHHOTanms. Pa3sroBopHOMY aHIVIMHCKOMY $I3bIKY HE OOYyYajaM C IOMOIIBIO UIPalbHbIX KapT
B3pOCJBIX CTYJICHTOB B YHUBEPCUTETaX, OCOOCHHO MHOCTPAHHBIX CTyJAeHTOB B yHuBepcurete Lllapaa.
[Ipeanucannpie y4eOHUKH COCTABJICHBI TaKUM 00pa3oM, YTO B HUX HE MPEAYCMOTPEHO HM3YyYCHHE
A3bIKa C IOMOIIBIO POCTHIX Urp Ha focyre. B bxysanemBape (2014 r.) 6611 chopMyarpoBaH CBOM
noaxoJ K 00y4deHuto kapMukckomy si3biky (KLTA) s oOydenus: nereil «uetbpeM npuHImnam: |-
BIii — MIpUpOJA JAeTell (XapakTep WM cBabXa:BaMm); 2-oi — oOyueHHe uepe3 YPOKH M HaIpsKEHHOE
YTeHHE KakK TpyA (TSIrocTh); 3-uil — Urphl KaK pa3BiiedeHUE (YAOBOJIBCTBHE); U 4-bIil — MIPEBpAIlICHUE
urp B obOydaroiue marepuainsl. a B 2018 Obula nmpuMeHeHa Ta )K€ KOHUEMHIHsI, U UPAKCKUe JETH C
OOJIBIIIM YCIIEXOM IPENoaBain JeKCUKy Tenyry (96% pesynbrato). B bxysanemBape (2018) Obu1
UHUIIMUPOBaH MpoeKT «S3bik uepe3 urpb» (KLT), Ha KoTOpoM B3pocibie 00y4aanch HMPOCTOMY
pasroBopy Ha canckpute B YHuBepcurere [llapna. Ha cemuHapax ObUIM MpeICTaBIICHBI POJIEBBIC
UTPBI, TaHIUSI U KapThl, YTOOBI HAy4YUTh CaHCKpUTY. Pesynbrarel urpsl B Dandia, odurnmansHo He
3apEerUCTPUPOBAHHbBIE, BBIMJISIAT BECbMa BHeuaTisirolle. B 3Toil crarbe ObUT IpeUIOKEH IJIaH
00y4YeHHsI aHTJIIMICKOMY SI3bIKY B3POCIIBIX HHOCTPAHIIEB, IJIOXO BIAACIONIIUX aHTIIMUCKUM SI3BIKOM, C
MIOMOILIBI0 KapTOYeK. DTOT JOKYMEHT pa3/iejieH Ha JBe 4acTu. B 3Toil craTtbe, KOoTOpas sBiseTCS
nepBOi 4acThio, OOCYXJAlOTcsd Teopus W mporenypa. Bo BTopoil vactu Oynyr otobpanbsl 20
cryneHToB (okosno 20-30 ner) s oOy4deHHs pa3roBopHOi peun. OHM OyAyT pas3ziefieHbl Ha JIBE
TpyNIbl: KOHTpOJdbHYIO rpymmy (10 uenoBek) u sxcmepuMeHTanbHyro Tpymmy (10 uemoBek). U
KOHTPOJIbHAsI, U SKCIEpUMEHTaJbHAs TpyHmbl OyayT oOydaThCsl MPOCTHIM (opMaM BOIIPOCOB B
IPOCTOM HACTOSILEM/TIPOLIE/IIEM BpeMeHH U OyaylieM BpeMeHH ¢/0e3 Urp B OHO U TO K€ BpEeMsl.
byner mpoBegeH TecT s NpPOBEpPKM UX KBaIU(UKALMK, W pe3yapTaTbl OYyAyT CpaBHEHBI.
OKkcnepuMeHTaIbHas rpymmna OyaeT o0y4yaTbesi pa3roBopy € MOMOIIBI0 KapTodyek. Kpome Toro, mx
y4acTHe U CUMIATHU OYAYT U3MEPSTHCS C IIOMOIIbIO AHKETBI.
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COMPETENCY OF TEACHING ENGLISH CONVERSATION TO ADULTS THROUGH
PLAYING CARDS: A CONTRAST TO DIGITAL EDUCATION SYSTEM

Abstract. English Conversation has not been taught through playing cards to adult students in
universities, especially, foreign students in Sharda University. The textbooks prescribed are designed
in such a way that there is no provision for learning a language through playing simple games at their
leisure. In Bhuvaneswar (2014), formulated his Ka:rmik Language Teaching Approach (KLTA) for
teaching children on “the four principles of 1. nature of the children (disposition or svabha:vam); 2.
learning through lessons and strenuous reading as labour (a burden); 3. playing games as entertain-
ment (pleasure); and 4. overturning games into teaching- learning-materials” and in Bhuvaneswar
(2018) the same concept has been applied and Telugu vocabulary has been taught to Iraqgi children
with great success (96% results). Bhuvaneswar (2018) initiated a Language through Games Project
(KLT) and taught Simple Samskrit Conversation to adults at Sharda University. In his workshop, he
introduced role play, Dandia and Cards to teach Samskrtam. The results from playing the Dandia
game — but not officially recorded — are seen to be highly impressive. In this paper, an outline has
been suggested to teach English to foreign adults who do not know English well by using cards.

This paper is divided into two parts. In this paper, which is the first part, the theory and procedure
are discussed. In the second part, 20 students (around 20-30 years old) will be selected for teaching
conversation. They will be divided into two groups: Control group (10 members) and Experimental
Group (10 members). Both the control and experimental groups will be taught simple question forms
in the simple present/past tense and future time with / without playing games in the same time. A test
will be conducted to check their proficiency and the results will be compared. The experimental group
will be taught conversation through cards. In addition, their involvement and liking will be measured
though a questionnaire.

Keywords: Conversation, tense in English, Ka:rmik Language Teaching Approach, dandia, role
play, cards, foreign language learning

I. Introduction

According to Mackey (1965), language games are useful in teaching and learning languages. Ac-
cording to Bhuvaneswar (1999 as 2014) and Shaima and Bhuvaneswar (2018), learning (English)
grammar by playing local folk games, based on his Ka:rmik Language Teaching Approach, is highly
effective. It produced very high levels (96%) of learning in the case of primary school students in
Libya and Irag. Abdybekova (2016) used Kyrgyz sports and games content to teach English to medi-
cal and sports students in Bishkek. In another paper (2019 a), Bhuvaneswar and also work in progress,
Pramod , Aizada and Abdybekova are making an attempt to introduce teaching languages through
playing sports and games in Kyrgyzstan with local cultural content. In this paper, Language through
Games Project (KLT) has been extended to playing cards — previously games such as language tok-
kudu biLLa (hop-scotch to teach vocabulary), language dandia (to teach syntax and conversation),
chakra keLi (circular games for teaching phonetics), Vontika:la:ta (One- leg hopping to make sen-
tences from a human circle), Bha:sha Bacchalu or Language Treasure Hunting (Hunting from a
Heap by shooting a disc), Bha:sha Donga:Ta (Stealing a word), etc. have been explored in Kri-
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da:maNi by Bhuvaneswar (2004) — to find out how incorporating sports and games into the teaching-
learning situation of adults affects the learning of English.

1.1. Aims and Objectives

The aim of the present paper is to give a theoretical outline of teaching English conversation to
students through cultural games and the objective is to teach adults English conversation containing
yes-no questions in simple sentences and their answers by Playing Language Cards.

1.2. Materials and Methods

The materials are interrogative simple sentences with their standard answers taken from grammar
books and the method is the Ka:rmik Language Teaching Approach of using games. In KLTA articles
on teaching a language through games (see Bhuvaneswar 2004, 2009, 2014, 2018, 20194, b), the theo-
retical discussion is the same; however, the same discussion is adapted to suit the concerned game
(e.g., tukki (hop-scotch), language dandia, language circle games, language-cards, language treasure
hunting, etc.), content (e.g., cultural, scientific, folklore, etc.), and teaching topics (pronunciation, vo-
cabulary, syntax, meaning, discourse) or its sub-topics. Hence, the same procedure is followed here.

1.3. Hypothesis

It is hypothesized that students learn English conversation more quickly, easily, efficiently, and
happily when they are taught language through play such as playing language cards.

1.4. Scope and Limitation

The scope is adults and is limited to simple sentences in conversation.

1.5. Significance of the Study

It is significant because adults are not taught English conversation through cultural games and so
it can have implications for syllabus design and teaching in India as well as other countries.

Il. Literature Review

According to Bhuvaneswar (2014: 209), “Since a long time, games have been considered an im-
portant tool in the teaching of languages but they are not seriously taken into consideration owing to
so many reasons such as lack of their proper integration into the syllabus, lack of time, lack of cultur-
alization of the games, and lack of facilities. Textbooks are rarely accompanied by tested games to
teach the content in the syllabus through PLAY in a systematically interconnected-interrelated-
interdependent (I-1-1) network of form-function-meaning”. However, many games have been invent-
ed, developed, and used to teach the students. Mackey (1965: 439-452) makes a methodical selection
and presentation of various language games to teach the four skills of

language. In his "Appendix B: Language Games”, he presents them under four headings: 1. Lis-
tening Games (Perception; and Comprehension); 2. Speaking Games (Observation; Guessing; Oral
Composition); 3. Reading Games (Recognition; and Comprehension); 4. Writing Games (Spelling;
Composition). These games are Eurocentric and not region specific. Bhuvaneswar (2004, 2018) is
another attempt to develop some games to suit the Indian, Libyan and Iragi context.

Playing Cards for fun and spending the leisure time is very often noticed among the adults. In
clubs, it is a big business also. However, it has not been properly exploited by language teachers to
teach languages. For the first time, playing cards have been used to teach Samskrtam nouns and verbs
by Bhuvaneswar (2018). The same can be equally applied to the learning and practice of conversa-
tion. So far, it is not used to teach English on the one hand and not integrated into a syllabus to teach
the syllabus contents on the other hand. In this paper, an attempt has been made to do so as described
in the next section.

I11. Teaching English Conversation to Adult Students by Playing Language Cards:
A Ka:rmik Language Teaching Approach
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3.1. Introduction

According to Bhuvaneswar (2018), “all action is generated, specified, directed, and materialized
by dispositionally impelled desires. The Principle of Desire for Pleasure (sukhe:chcha in Samskrit) is
the most fundamental desire in all human beings — any activity that brings in pleasure is welcome and
any other activity that begets pain is unwelcome. Thus, pleasure is a great motivator for pursuing ac-
tion and pleasure-seeking is the most fundamental trait in the disposition of human beings.”

In the case of ka:rmik language teaching approach to adult students in Sharda University, this
Principle of Desire for Pleasure is taken into primary consideration owing to the following reasons as
postulated by Bhuvaneswar (2018):

1. Students by nature (disposition or svabha:vam) are inclined to have fun and play for pleasure.
They also like competition and winning.

2. Learning a language is by implication a burden on the students when it involves boring les-
sons, strenuous reading, and rigorous time-schedules. It is difficult to engage their fleeting attention,
sustain involvement, and improve the learning situation. In such a case, the only alternative is to make
learning a language fun so that students enjoy the learning process.

3. Introduction of games into the syllabus in an atomic-holistic and network-within- networks is
offered as a solution to one such problem of motivating the students to learn a language via the lure
for games and sports.

4. When language is introduced into games, these games will become purposeful teaching aids
which will reduce the learning burden, mask the teaching process, increase the motivation, and turn it
into a pleasant and attractive pastime but at the same effectively contribute to the realization of learn-
ing objectives.

When a syllabus is prepared, it should be learner-friendly and amenable to play — Let’s Teach
English should become Let’s Play English; Let’s Learn English should be Let’s Enjoy English. There-
fore, what is selected, graded, and presented in a lesson with immediate objectives and in a syllabus
with overall objectives should facilitate playing selectively in a graded manner as it is presented for
playing” (see Bhuvaneswar, Chilukuri et al (2014) and Shaima Abdul Hameed et al (2018)). In addi-
tion, according to Bhuvaneswar, what is played should be culturally appealing, intellectually stimulat-
ing, and physically entertaining. The game activities should harmoniously blend into the teaching-
learning-administration network and act as a catalyst to the learning process in an atomic-holistic
functional network.

In the ka:rmik linguistic theory, learning activity is superimposed on playing activity and it is ap-
parently transformed into a lingual playing activity (for learning) — language game:

(1) Lingual Activity = Learning Activity {J Playing =2 Activity Language Game

[ becomes the object of ; {1 superimposed on; == apparently transforms into]

However, for the adult student it becomes the other way round — the playing activity is superim-
posed on the learning activity and the learning activity becomes the playing activity and hence he is
enticed to play the learning activity as a novel and interesting game. The adults by nature cannot hold
on for long in the classroom teaching-learning situation with attention and focus and in addition, some
are lazy to play games. For such people, Playing Cards can be a good enticement to learn a language
through games.

(2)Lingual Activity = Playing Activity [1 Learning Activity — Language Game

The teaching materials chosen will become the playing materials. For example, the conversation
taught in a class from the lesson are the teaching materials. When they are used in playing cards, they
become the playing materials. As they are sequenced in the hand and played to win other cards to
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make a sentence, they become the learning materials and finally as they play and construct sentences
in a conversation, they learn the conversation and learning takes place unconsciously. By a few repe-
titions, the sentences will get into their long term memory. In other words, teaching is done via ful-
filling their desire to play.

(3) Teaching Materials =1 Playing Materials 2 Learning Materials [ Learning
3. 2. Learning English Conversation by Playing Cards
3.2.1.Site

English Teaching Classroom and Hostel or Play Ground, Sharda University, Greater Noida is the
site in which the game will be played.

3. 2. 1. Participants
The participants will be the foreign students of Sharda University. They can be of any age group
and sex.

3. 3. Research Questions

The present game will be conducted to find answers for the following research questions by play-
ing cards and evaluating the examination conducted after playing the results by a statistical analysis of
percentages:

1. Do the students learn conversation using simple sentences in English efficiently by

playing cards?

2. Do the foreign students learn the conversation in a majority and in a very successful manner?

3. Will cards be useful to enhance the learning of languages in Sharda University?

3. 4. Procedure
The procedure consists of three stages: 1. Presentation of Information; 2. Learning Conversation
by playing cards; 3. Testing and Evaluation of English conversation by the participants.

The principles of 1. visual and auditory senses are made use of in learning the English conver-
sation. This is done by putting the pictures of the conversation samples by cartoons and video clips
and saying them aloud in the classroom. In addition, 2. Experiential Repetition (ka:rma;dha:rita
punara:vrutti) is also employed. 3. Textual techniques of saying aloud the conversational exchang-
es, contemplating and revising the practiced exchanges is employed. The graphic mnemonic of us-
ing a table is further exploited. All these features are harmoniously integrated-interconnected-
interrelated (I-1-1) in the presentation process to bring in the information of conversation exchanges.
Then practice is given for internalizing the information through the game playing cards (for conversa-
tion) and establishing long-term memory by its experience as knowledge. This practice has to be judi-
ciously adjusted within the time frame of teaching the conversational points to save time and make the
game challenging. If the learners got the gist quickly, then the game should be immediately started to
activate analysis, memory and habituation. Different packs of cards have to be prepared for different
types of conversation teaching.

3. 4. 1. Presentation of Information

All the students should be gathered in their classroom during the classroom period for teaching-
learning the language topic concerned, which is English conversation.

1. Each student is given a heet that contains a table with the pictures of the English conversation
exchanges along with their meaning in the mother tongue of the learners. This is very impractical
since the learners will be from different language groups. However, if there are common languages, it
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is advisable to use them; if not, they should be taught by gradual evolution technique of presenting
nouns and verbs by demonstration of realia and physical activity in a phased manner by starting from
the simple and going to the complex items.

2. The teacher has also a collection of the individual pictures of the conversational exchanges.
He draws the attention of the students by reading the English conversation exchange in each picture
written in English in a serial order from the heet and explains them one by one by giving their equiva-
lents (whenever they are available and with explanation when they are not). After reading the ex-
change in a picture, he will show the individual Flash Card containing the concerned picture and asks
them to say the exchange once in role play. If video presentation is possible, it is much better.

3. He will complete reading and explaining all the exchanges with their equivalents in the mother
tongue of the learner; (sometimes, encouraging the learner to guess the equivalents in the mother
tongue may be useful, depending on time constraints).

4. After the reading is over, he will just recapitulate all the exchanges in a sequence and asks
them to say them one by one along with her.

5. He checks with the students whether they have heard the utterances well or not. Then he takes
them to play the game of playing cards at a chosen place in the university premises — they can play
this game in their leisure time anywhere else also.

3. 4. 2. Learning the Selected English Conversational Exchanges by Playing the Game

of Playing Cards (about Language)

Teaching Sentences

[The seven types of simple sentence (SV; SV (O, C, A); SVO (O, C, A) are taught with a pack of
hundred cards prior to teaching the conversation type. It is not discussed here (See Bhuvaneswar
2018 for details).]

Session 1: Simple Sentence Conversation (SV/SVO) — Affirmation/Negation

1. All the students will be assembled in the field. They will be divided into groups of
twof/three/four depending on the strength of the learners. If there are 20 students in a class, it is ideal
to have 5 groups; if there are more packs of cards available, it can be even 10 or 7 (6x3 + 1x2 = 7).

2. Each group will play the game for 15 to 20 minutes. After they get practice, there will be a
competition among the groups.

After the students master the simple sentence patterns SV, SV (O, C, A), and SVO (O, C, A) in
the previous teaching lessons, they will be introduced to the question words:

do, does, don’t, doesn’t and they will be shown on flash cards/video.

Next, they will be added to the simple sentence patterns they already practiced:

1. DO + | play/you play

2. DOES + he play/he play/it play

3. He playS DOES + he/he/it =2 playS ? )5 Does he play? —

[This teaching can be done in the classroom or outside depending on the convenience.]

After teaching the use of do/does/don’t/doesn’t, they will be trained by playing language cards in
a similar way. There will be single word cards as well as sentence cards as follows:

Single words: do, does, don’t, doesn’t, pronouns, verbs, yes, no, nouns

Sentences:

Type 1: Do | play ? Type 1: Do | play football?

Type 2: Yes, you do. Type 2: Yes, you do. Type 3: No, you don’t Type 3: No, you don’t
Type 4: I play/sing/eat/drink/speak/read/write, etc., you do, you don’t
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3. 5. The Results
The results of the test will be displayed.

IV. Conclusion

It will be checked whether the students are very enthusiastic about playing the game and liked to
play the game. The high level of efficiency in learning the conversation will be tested and compared
with other students. If the scores are very high — more than 90% — using the same game will be rec-
ommended and continued; if not the game will be changed or another technique will be used. Using
the Ka:rmik Language Teaching Approach has the added advantage of I-1-ling the teaching-learning-
materials-administration network and so it will be recommended - based on the overall achievement
of the students — for teaching in the Academy and elsewhere.

The same game can be used further at intermediate and advanced levels of teaching English con-
versation with 5 other types of simple sentences such as SVC, SVA, SVO (O, C, A) and increase the
complexity and reduce monotony. If the students are fast in learning, ask them to do the rounds quick-
ly but systematically. At an advanced level, all the seven types can be played in a single round by
changing the patterns on by one.
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