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TEMMUOPUKANINS KAK THHOBAITMOHHBIA METO/I OB YUEHUSI
AHTJIMMCKOMY S3BIKY

Beroyauena ILI1I.

CTapUIMi MPENOIaBaTeNb

Kadeapsl aHTTTUHCKOTO SI3bIKa

CamapkaHICKOTO TOCYAapCTBEHHOTO MHCTUTYTAa HHOCTPAHHBIX SI3BIKOB
Camapkany, Y30ekucran

AHHoTanusi B cratbe paccmarpuBaercs reiiMudukanis Kak WHHOBALIMOHHBIA METOJ
0Oy4YeHHs] aHTJIMMCKOMY $3bIKYy B YCJIOBHUSIX COBPEMEHHOW 0Opa3oBaTeNbHOW  CpEbl.
AHaJ'II/ISI/IpyIOTCﬂ TCOPETHIYCCKUEC OCHOBBI FeﬁMH(i)HKaHHH, €C CYIIHOCTb W POJib B NOBBIIICHUHA
yueOHOM MoTHuBauu oOydarmuxcs. Ocoboe BHUMaHUE YAEHSETCS BIHUSHHUIO HIPOBBIX
TEXHOJIOTUH Ha Pa3BUTHE KOTHUTHMBHBIX MPOIECCOB, (HOPMUPOBAHKE YCTOMYMBOTO MHTEpECA K
M3Y4YEHUI0O HWHOCTPAHHOTO sI3bIKa W CO3/IaHWE WHTEPAKTHUBHOW 0Opa30BaTEIBHOW CpPEJbI.
[ToguepkuBaeTcsi 3HaueHUWE NUQPPOBBIX TEXHOJOTUH U OHJIAHH-TUIATGOPM B PpaCHIMPEHUU
noreHnuana reiMmudpukanuu. Takum oOpazom, reimudukanus sBisercs 3PEPEeKTHBHOM
MeJarornyeckoil crparerueii, CnocoOCTBYIONIEH MOBBIIMICHUIO KayecTBa 00y4YEeHUs aHTJINHCKOMY
S3BIKY TIPU YCJIOBUU YY€Ta WHIMBUIYATBHBIX OCOOCHHOCTEH OOYJArOHmIMXCS W CIEeIH(pUKA
00pazoBaTeIbHOTO MpoIlecca.

KiroueBbie ciaoBa: reiimudukanus, o0O0ydeHHUE aHTJIMHCKOMY S3BIKY, HTPOBBIC
TEXHOJIOTUH, ydeOHast MOTHBAIHs, 00pa30BaTEIbHBIHN MPoLece, M(PPOBHIEC TEXHOJIOTHH, SI3bIKOBHIE
HAaBBIKHW, MHTCPAKTUBHAA CpEaa.

Abstract The article examines gamification as an innovative method of teaching English
in the context of the modern educational environment. It analyzes the theoretical foundations of
gamification, its essence, and its role in enhancing students’ learning motivation. Particular
attention is paid to the impact of game-based technologies on the development of cognitive
processes, the formation of sustained interest in learning a foreign language, and the creation of an
interactive educational environment. The importance of digital technologies and online platforms
in expanding the potential of gamification is emphasized. Thus, gamification is considered an
effective pedagogical strategy that contributes to improving the quality of English language
teaching, provided that individual learner characteristics and the specifics of the educational
process are taken into account.

Keywords: gamification, English language teaching, game-based technologies, learning
motivation, educational process, digital technologies, language skills, interactive environment.

Hcnonp3oBanue HUI'POBBIX TE€XHOJIOTHH B 06y‘IeHI/II/I aHFHHﬁCKOMy SA3BIKY ABJISICTCS OJHUM
N3 HWHHOBAIIMOHHBIX HaHpaBJ’IeHI/Iﬁ COBpeMeHHOﬁ neaarorukKu. FGP’IMHQ)HKaHHH (OT aHTJI.
gamification) ompeznensieTcss Kak MOpOLECC BHEAPEHHS HIPOBBIX JIIEMEHTOB B HEUTPOBYIO
ACATCIBbHOCTh, B YaCTHOCTH B 06p330BaTeJ'IBHLII71 mnmpomnecc. CoracHo OIpCACIICHUIO K. Karma,
FeﬁMHCI)HKaHHH MMpEACTABJIACT 00011 UCIIOIBL30BaHUE HFpOBOﬁ MCXAaHUKU, 3CTCTUKU U UT'POBOTO
MBIIIJICHUA C LICJIBKO BOBJICUYUCHUA OGy‘-IaIOH_II/IXCH B TIIpoLecC O6yquH}I 1 TMOBBINICHUA HUX
MoTuBanuu [1].

FeﬁMH(bPIKaLIHﬂ BBIXOOAUT 3a paMKH HOpPOCTOr0 MNPHUMCHCHHUSA UIPOBBIX J3JICMCHTOB,
MIOCKOJIbKY HampaBiieHa Ha (OpMHUpOBaHHE YCTOWYMBOM YueOHON MOTHBAllUM, pa3BUTHE
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CaMOCTOSITEIbHOCTH OOYYaroIIUXCs W CO3JaHWE MHTEPAKTUBHON 00pazoBaTenbHOM cperpbl [2].
JlanHbIH M0AX0/] 3PPEKTUBEH HA Pa3IHMYHBIX TallaX 00y4eHHs - OT HAYAIBHOTO J0 MPOJBHHYTOTO
ypoBHs. Ero mmupokoe pacrpoctpaneHre 00yCcIOBICHO €CTECTBEHHOM MOTPEOHOCTHIO YeIOBEKa B
UTPOBOH IEATETFHOCTH, KOTOPAst HApsIy C TPYIOM M YICHHEM SIBISIETCS OHOM U3 6a30BbIX (GopM
aKTUBHOCTH [3].

TeopeTnueckyo OCHOBY TeMU(UKAIIMN COCTABIISIOT TPYAbl OTEYECTBEHHBIX IICUX0JIOTOB
u nieparoroB. Tak, JI.C. Beirorckuii u [I.b. D11bKOHMH MOT4EpKUBAIIN, YTO UTPOBAs EATEITLHOCTh
CMOCOOCTBYET YCBOCHHIO COLMAIBHOTO ONBITA, PAa3BUTHUI0 KOTHUTHUBHBIX IIPOLIECCOB H
(hOopMUPOBAHUIO MOTHUBAIIMOHHO-TIOTPEOHOCTHOM cdeprl nuuHocTu [4; 5]. B coBpeMeHHBIX
YCIOBUAX TeWMHU(UKAIMS paccMaTpUBAeTCs KaKk MEXAUCHUIUIMHAPHBIM TMOJXO0M, HIMPOKO
MPUMEHSIEMbIA B OOYYCHHMM HWHOCTPAHHBIM SI3bIKAM JUIsE  TOBBIMICHUS 3(P(HEKTUBHOCTH
00pa30BaTeNILHOTO Mpoliecca.

Oco0oe 3HaueHue UrpoBbIE€ TEXHOJOTUU MMEIOT B OOyUEHUU JeTel, IJie Urpa BHICTYMAET
BEIYLIUM BHJOM JIeATeNbHOCTH. Vcroib30BaHne UTPOBBIX METOJOB COOTBETCTBYET BO3PACTHBIM
0COOEHHOCTSIM 00YYarOIIUXCsl U CIOCOOCTBYET MEPEXOAY OT UTPOBOM K Yy4eOHOU NeATEeTLHOCTH
[6].

PazButne 1m@poBBIX TEXHOJOTHUH W OHJIAMH-OOPA30BaHMS 3HAYUTEIHHO PACIIUPHIIO

BO3MOXHOCTH MpuMeHeHUs remMudukanun. CoBpeMeHHBIE 00pa3oBareibHbIE IMIATHOPMBI U
MOOWJIbHBIE MPHJIOKEHNS WHTETPUPYIOT WIPOBBIE DJIEMEHTHI, CHOCOOCTBYSI MOBBIIICHUIO
BOBJICUEHHOCTH OOyuaromuxcs. K 4nMcny akTyalbHBIX HAlpaBiICHUN pPa3BUTHS T'eUMHPHUKAIIUU
OTHOCSTCS:
— HCIO0JIb30BAHKE 1M (POBBIX mwiatgopm JUISE U3y4eHUs S3BIKOB;
- BHEJPEHUE TEXHOJIOTHI BUPTYAJIbHOM u JIOTIOJTHEHHO M pEanbHOCTH;
pa3paboTKa  «CEpPhE3HBIX UIP», OPHUEHTUPOBAHHBIX HAa 00pa3oBaTelbHbIC  IIENH;
— TNpUMEHEHUE COLMAIbHON  reiiMu@uKanuu  (COPEeBHOBaHHUS, KOMaHJHAas pabota);
— a/lanTanys UrPOBBIX TEXHOJIOTUHN TSl PA3JIMYHBIX BO3PACTHBIX TPYII.

C nosuiuii Teopun aestenbHoctd A.H. JleoHTheBa MOTHUBaIMs BBICTYNACT KIHOYEBBIM
(dakTopoM  yCHEIIHOCTH Jro0oi  gesrensHOocTH. OnHa mpencrtaBisier coboil  cucremy
B3aMMOCBSI3aHHBIX MOTHBOB, OIPEICNISIONINX HANPaBICHHOCTh M HWHTEHCHUBHOCTb aKTUBHOCTHU
cyobekta [7]. B 2ToM KkoHTekcTe redmudukainus sBiaseTcs 3(PGEKTUBHBIM HHCTPYMEHTOM
MOBBIIIEHUS y4eOHOI MOTHBALIUU.

[IpeumymectBa reiimMupukanum B  OOydeHUM BKIIOYAIOT TIOBBIIICHHUE YPOBHS
BOBJICUEHHOCTH, pPa3HOOOpa3re METOJOB OOydeHHUs, CO3JaHHe MO3UTUBHON 00pa3oBaTelbHOM
cpensl ¥ (OPMUPOBAHKHE YCTOMYUBOTO MHTEPECA K U3YUEHUIO sI3bIKa. VIrpoBBIE 2JIEMEHTHI, TaKKe
KaK 3a/1aHUs, YPOBHU U HArpaJlbl, CTAMYJIHPYIOT MIO3HABATENbHYIO aKTUBHOCTh O0OYUYaAIOLTUXCS.

BaxxupiM  acmekToM  00ydeHHsT  MHOCTPAHHOMY  sI3BIKY  SIBIISIETCS  Pa3BUTHE
WHTETPUPOBAHHBIX S3bIKOBBIX HABBIKOB: UTEHUS, ayIUpOBAaHMs, TOBOPEHHUS M MHUCHMA.
[Ipumenenne relMuPHUKAIIUN CcIOCOOCTBYeT Oosee 3(h(GEeKTHBHOMY YCBOCHHIO YUeOHOTO
MaTepHualia 1 0COOCHHO pe3yJIbTaTUBHO Ha 3Tare 3aKperyieHUsl FpaMMaTHYECKHX HAaBBIKOB [§].

Takum ob6pa3om, reliMuduKanus npeacTaBiseT co0oi A3PPEeKTUBHYIO MeIaroruyecKyro
CTpaTETHIo, CIIOCOOCTBYIONIYIO MOBBIIICHUIO KauecTBa 00yUeHHUs] MHOCTPAHHBIM si3bIkaM. O1HaKo
ee MpUMEHeHHe TpedyeT ydeTa MHAWBUIYabHBIX OCOOCHHOCTEH OOYYarolmIuXCs M CHEIH(PUKH
00pa3oBaTesbHON Cpebl.
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