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AHHOTAIIUSA

CoBpemeHHas cuctemMa 00pa3oBaHuUs MEPEKUBAET 3HAUUTEIbHbIE U3MEHEHUS 0] BIUSIHUEM
U (POBBIX TEXHOJOTHH. BHIeOUTphI, KOTOPBIE KOTIa-TO PACCMATPHUBAIACH UCKITIOYUTEILHO KaK
pa3BiieuEHUE, CETOAHS 3aHUMAIOT BaXKHOE MECTO B 00pa3zoBaresbHOM cpene. TexHOIorn4ecKui
MPOrpecc U PacTyIIMi MHTEPEC K MHTEPAKTUBHBIM METOJaM OOy4YeHUs MPUBEIH K TOMY, 4TO
BUJICOUTPHl HAUMHAIOT UCTIOJIB30BAThHCS AJIsl MOBBIIICHHUS] MOTUBAIIUN HE TOJIBKO y4YaIUXCsl, HO U
VYUTEJICH C IENIBI0 PA3BUTHS y 00yJarONIMXcsl YIeOHBIX HABBIKOB, OCOOCHHO B Cepe H3ydeHUs
WHOCTPAHHBIX S3BIKOB. BaXXKHO WHTETPUPOBATH BHICOUTPHI B 0OPA30BATEIBHOM IPOIIECCEe TS
M3y4YEHUs MHOCTPAHHBIX SI3bIKOB, YTO SIBISIETCSA aKTyaJlbHOM TEMOHM B CBS3M C U3MEHEHUSMHU B
MOAX0JIaX K 00y4eHHIO M 00pa3oBaTeIbHON MOTUBALIUY KaK YUUTENEH, Tak U 00ydaromuxcsl.
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Beenenue

[eiiMuukanuss TOBBIIIAET MOTHBAIMIO Yepe3 CHUCTEMY IMOOMIPCHHA, KOTOpas IMOMOraet
yyalmMmcs OTCIEXUBaTh CBOM ycrexu. [lepexon oT OgHOro ypoBHS K JIPYTOMY WJIM IOJTYy4YEHHE
Harpa/bl 3a BBITOJIHEHHOE 3a/IaHUE CO3/1AI0T OLYILEHHE IIPOrpecca, YTO MOTUBUPYET UX IIPOIOJIKATh
oOyueHue. B ornuuue oT urp, rae mnopaxxeHue SIBISETCS YacThbIO MpoIlecca U MOKET IMPUBECTU K
HEOOXOJIMMOCTH TIOBTOPHOTO TMPOXOXKJEHUS, TeMMH(pHUKalus HE NpPeaycMaTpUBaeT KOHEUYHOTO
MOPAKEHUSI. DTO MO3BOJSET YUYEHMKAM BO3BPALAThCSA K BBINOJIHEHUIO 337a4, COBEPUICHCTBYS CBOU
HaBbIKM 0e3 cTpaxa mepea Heyaaudeil. Hampumep, B redMupUIMpOBaHHBIX 00pa30BATEIbHBIX
mwiargopmax, Takux kak Duolingo mnu Kahoot, ywammecs Moryr mepecmaTpuBaTh Marepual U
BBITIOJTHSATH 33JaHHsI HECKOJIBKO pa3, 4YTOOBI JIYUIIIE €T0 YCBOUTb.

Opnako Afs YCHEIIHOTO BHEApEeHHs TelMudukanuu HEOOXOIUMO YYHUTHIBATH HECKOJIBKO
KIIF0UeBbIX (QakTopoB. OAHUM U3 HUX SABISAETCS NOCTYMHOCTh MH(POPMAIIMOHHBIX TeXHOJIOTUH. s
TOTO YTOOBI MHTErpanusi reiMuQuKanuy Mpoluia YCIelHo, yJaluecss TOJMKHBl UMETh JOCTYH K
HeoOXoIuMOMY 00OPYIOBaHHUIO U MHTEpHET-pecypcam. Eciu 3Toro Her, To reMMu@uKanis MOXeT
YCWINTh HEPABEHCTBO CpeAu YUYEHHUKOB. [IpuMepoM Takux CIOKHOCTEH SIBIISIETCS MCIIOJIb30BaHUE
WHTEPHET-3aBUCUMBIX HHCTPYMEHTOB ISl BBIMIOJIHEHUS JOMAIIHUX 33JaHUI, YTO HE BCETIa BO3MOXKHO
JUISL BCEX y4allluXxcs.

MeToabl HHTErpanmu BUIACOUIpP B mpouecce oﬁyqennﬂ

BuptryaneHble pa3BiedeHHsS CTAHOBATCS BaXXHBIM 3JIEMEHTOM O0pa3oBaTelIbHBIX IMPOrpamM,
0Cc00EHHO B U3YYEHUHU HHOCTPAHHBIX S3bIKOB. Pa3HOOOpa3nue MexaHUK MO3BOJISIET pa3BUBATH SI3bIKOBbIE
HaBBIKM U MOJIEP>KUBATh UHTEPEC K yueOHOMY Ipoleccy. MHTerpanus BUPTyalbHBIX pa3BlIeuyeHUil B
o0pa3oBaTenbHbIE MPOrpaMMbl TPeOyeT MPOAYMAaHHbBIX METOJMK, aJallTUPOBAHHBIX Ul Pa3IHMYHBIX
BO3PAaCTHBIX I'PYII U YPOBHEH BJIAaJIEHUS A3BIKOM.

OnnuM u3 HauOonee 3((PEKTUBHBIX METOMOB SBISETCS HCIOJIB30BAaHUE KOMIBIOTEPHBIX
NPUIIOKEHUH B KadyeCcTBE CpeAbl JUIsl MPaKTHUECKOW OTpabOTKH SI3BIKOBBIX HABBIKOB. B naHHOM
IIOJIXOJIE UTpa paccMaTpUBAaeTCA Kak IUIOIIAJIKA JUIsl TPEHUPOBKHM pa3rOBOPHOW pedM, ayIUPOBAHMS,
YTEHUS U JJaKe MHChMa.

MeTobl HHTErpaliiy BUJICOUTD B MPpoLiecc 00yUEHHsI BKIFOYAIOT HECKOJIBKO KITFOUEBBIX MOJIX0/0B,
obecrieunBaOmUX I(PPEKTUBHOE MCIOIB30BAaHUE HMIPOBBIX 3JIEMEHTOB JJISI Pa3BUTHS S3BIKOBBIX
HaBbIKOB.

Ta6auna 1 - MeToabl MHTerpanyu BUIEOUTP B Npouecc 00yyeHHs
Meton

Onucanue I[Ipumepbl npUMeHeHUs

Buenpenue B yueOHbII
IU1aH

AnanTanys CymiecTBYIOUINX IPOTpamMm ¢
MHTETpanyel BUACOUTp Kak BCIIOMOTaTENbHbIX
MaTepHAJIOB.

Hcnonb3oBanue Urp st
JIOMAIITHUX 3aJIaHAl 1
00CYKJICHUA.

IIpoexkTHOE 0OyUEHNE

PaboTa Hax mpoekTamu, CBSI3aHHBIMHU C
BUJICOUTPAMHU, [Tl U3YUCHUS A3bIKA B
pEaIbHBIX 3ajauax.

Coznanne raiiIoB U MePEBO.I
I/II‘pOBBIX JNAJIOTOB.

leiimuduxaryst ypokos

BH@):[pCHI/Ie QJICMCHTOB UT'P B TPAAUILIUMOHHBIC
3aHATHA AJIA ITOBBIICHUA MOTHUBAIIUH 1
JUHaMUKHU O6y‘lCHI/I5L

CopeBHOBATEILHEIC 3aJITaHUS
1 TIOJTydeHHEe 0alIoB 3a
AKTUBHOCTb.

MHOrononp30BaTeILCKUE
m1aTGOPMBI

Hcnonp3oBanue oHIARH-UTD IS
B3aMMOJEHCTBHUS yUAIIUXCS C HOCUTEISIMH
SI3bIKA U APYTUMH YICHUKAMH.

[IpakTuka pa3roBopHOH peun
B MHOTOII0JIb30BaTEIbCKUX
Urpax.
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MeTtoa Onucanue Ilpumepbl NnpuMeHeHUs
OO6parHas cBsI3b U Perynsapnas onenka nporpecca ¢ Hcnonr3oBaHre UTPOBBIX
OIIEHKa KCIIOJIb30BAaHUEM UTPOBBIX JIEMEHTOB IS JIOCTHXKEHHUM JJIS1 OLIGHKH

aHaJIN3a yCIIEBAEMOCTH. SI3BIKOBBIX HABBIKOB.

MeTOI[BI HHTErpaliiy BUACOUTP B IIPOLECC 06yquH;1 MOT'YT BKJIFOYAaTh UCIIOJIb30BAHUC HJIaT(bopM
JJI1 A3BIKOBOI'O O6M€Ha, KOTOPBIC MPCAOCTABIAIOT MHTCPAKTHBHBIC BO3MOXHOCTHU JIA ITPAKTHUKU
SA3bIKOBBIX HABBIKOB B pCaJIbHOM BpPpCMCHU.

PeKOMeHI[aHl/IH JJIA yquTeﬂeﬁ U NnMpuMeEp ypoka ¢ HCIMOJIL30BaHUEM
BH/JICOUI'PbI

[Ipexe yem BHEPSITH BUACOUTPHI B YI€OHBIH IPOIIECC, BXKHO TIIATEIBHO 0TOOPATh MPOTrPaMMBbl,
COOTBETCTBYIOIIIE  OOpa30BaTeNbHBIM IEISIM W BO3PACTHBIM  OCOOCHHOCTAM  YYaIIHXCS.
VYBiekarenbHble U CHOCOOCTBYIOLIME M3YYEHHIO $A3bIKA HUIPhl CYLIECTBEHHO IOBBICAT HHTEPEC.
[IpenoxaBaTensM ciieyeT BHIOUPATH MPHUIIOKEHUS C SPKO BBIPAKEHHBIMH SI3IKOBBIMH JJIEMEHTAMHU.
Duolingo u Lingualeo cTpyKTyprpOBaHbI BOKPYT SI3BIKOBBIX YIIPAKHEHHUH U IIPOTPECCHPYIOT BMECTE C
HOJIb30BATEIIEM.

JIro0ast urpa 1oymkHa OBITH BCTPOSHA B y4EOHBIH MPOIECC C OMPEIeICHHBIMU Y4EOHBIMH LIEIISIMH.
Y4auTensaM peKOMEeHIyeTCsl YeTKO OOBSICHATh YUallUMCsl, KaK pa3BieKaTeabHas AeITelbHOCTb CBs3aHa
C M3y4aeMbIMU TeMaMH. BakHO, 9TOOBI KaXKIbIi 3Tan ObLT CBSI3aH ¢ KOHKPETHBIMHU 33aHUSMH HIIH
MIPOEKTaMH, CIIOCOOCTBYIOIIMMHU OCBOCHHIO HOBOro Matepuana. Mcnonabs3zoBanue ponessix urp (RPG)
MIOJIE3HO ISl TPEHUPOBKHU Pa3rOBOPHBIX HABBIKOB M B3aMMOJICHCTBHS HA HHOCTPAHHOM si3bIke. BaxHO
3apaHee OIpeleNnuTh, Ha KaKHe acHeKThl s3blka HYXHO O0OpaTHTh BHUMaHHE BO BpeMs
pa3BIIEKaTEIHHOTO Mpolecca.

Host TTOBBITIICHUS BOBJICYCHHOCTH yUaIuXxCs pEKOMEHAyeTC S UCTIOJIB30BATh
MHOTOIOJIb30BaTEIbCKUE HUIPBHl C 3JIEMEHTAMU COPEBHOBATEIbHOCTH WJIM COBMECTHBIX 3a[aHUH.
3agauun, TpeOyromue Koonepauy Ui BbIMOJHEHHs COBMECTHBIX MUCCHM WM pelIeHMs 3a1ad Ha
WHOCTPAHHOM SI3bIKE, MOTYT 3HAYUTENBHO YIIYUYIIUTE OIBIT O0yICHHUS.

3akJIoueHue

Hcnonp3oBaHre BUACOUTP B 00pa30BaTEIbHOM Ipoliecce ISl U3YUYeHHs] HHOCTPAHHBIX SI3BIKOB
MMEEeT BBICOKUH TMOTEHIHMal Kak AJ(QQPEKTUBHbII HHCTPYMEHT MOBBIIIEHUS MOTHUBALUM U
BOBJICYEHHOCTH Yydamuxcs. Bupeourpsl, OGnarogapss CBOUM HMHTEPAKTUBHBIM U pa3BIeKaTEIbHBIM
9JIEMEHTaM, CHOCOOHBI 3HAYUTEIBHO YIAYYIINUTh S3BIKOBYIO IPAaKTHKY, Mpeularas KOHTEKCTHOE
MOTPYKEHUE U peabHble KOMMYHUKATHBHbBIE cUTyalud. [I[ppuMeHeHre UrpoBbIX MEXAaHUK, TAKUX Kak
BBINIOJTHEHUE 33JaHUM, y4yacTHe B JAMaJorax M B3aUMOJIEHCTBUE C HIPOBBIMU NEPCOHAKAMU,
CIOCOOCTBYET €CTECTBEHHOMY HCIIOJIb30BaHMIO HHOCTPAHHOTO $3bIKA, YTO IOJIOKUTEIBHO
CKa3bIBAa€TCsl HA YCBOCHUM MaTepHaa.

KitoueBbIM pe3ynbTaToM paboThl CTaO0 MOHUMAHUE, YTO BUAECOUTPHl 0COOEHHO 3(pPEeKTHUBHEI B
pPa3BUTHUM TaKUX AaclEKTOB S3bIKOBOM KOMITETEHIIMH, KaK ayAupoBaHHe M roBopeHue. braromaps
MHOr000pa3uio CIEHApHUEB M OOTaTCTBY SI3BIKOBBIX CHTYalMd, UTPOKH IOJTYYalOT BO3MOKHOCTh
YUHUTBCS 4e€pe3 aKTMBHOE B3aUMOJCUCTBUE C OKpYXKAOLIEH cpenoi. BaXXHbIM pe3ysbTaToM CTallo
IIOATBEPKICHUE TOTO, YTO yYalIMECs JIydlle YCBAUBAIOT JICKCHUECKUN U TPaMMaTHYECKUM MaTepHall,
KOTI'JIa OH MPEJICTaBJIEH B UTPOBOM (opMare, a He B BUJIE TPAJAULIMOHHBIX YU€OHbBIX 3aJaHUM.

Vadim S. Vlasov
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Abstract

The modern education system is undergoing significant transformations driven by digital
technologies. Video games, once considered purely a form of entertainment, now play an important
role in the educational environment. Technological progress and growing interest in interactive
learning methods have led to video games being used to enhance motivation not only among students
but also among teachers, fostering the development of learning skills—particularly in foreign
language acquisition. The integration of video games into foreign language education is a relevant
topic, given the ongoing shifts in teaching approaches and educational motivation for both educators
and learners.
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