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Abstract. The article analyses the experience of implementing virtual reality (VR) in foreign
language teaching, particularly teaching the Russian language in Chinese universities. Basing on
different approaches and the results of applying VR in practical classes at the Russian Language
Faculty of Sichuan University, the research on the effectiveness of VR technologies has been
done in terms of stimulating Russian language learners’ motivation, enhancing their knowledge,
strengthening their language capability, developing basic oral Russian, as well as improving
the quality of teaching Russian in a non-native environment. The research subject is determined by
the transformation of the educational process among students with a relatively good language ca-
pability. The novelty and actuality of the topic are due to the following factors. Firstly, it is modelling
situations with real-world samples when the organizer of educational process makes it immersive
by using computer and recordings. Secondly, auto-reading module can be used. Thirdly, the system
can check the consistency between the original text and the one recognized by voice recognition mo-
dule. The author reviews indicators of the experiment, aimed at assessing teaching results and sum-
marizing the changes in knowledge acquiring with using VR technologies at the Russian Language
Faculty of Sichuan University. According to the results of the survey, the author studies the pros and
cons of the changes brought by VR and concludes the opinions of the tested students and teachers
participating in the experiment. The results of the experiment illustrate changing roles of teachers
and students. To be specific, the teacher is no longer a simple organizer, but a supervisor, assistant
and consultant, playing a supporting role. Students gradually master the functions of training systems.
It stimulates them to work independently under VR. This has been proved by the students’ results
in the semester exam and the state accreditation test of translators. Besides, the statistical data are
presented on the differences between the traditional model of language teaching and the one under VR.
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Introduction

Mankind has entered the information age, which has caused and is causing
countless changes in the world, including educational sphere. One of the specific
‘labels’ of modernization of contemporary education is its IT technologies. Crea-

© Qiu Xin, 2020
This work is licensed under a Creative Commons Attribution 4.0 International License

https://creativecommons.org/licenses/by/4.0/

328 METHODS OF TEACHING RUSSIAN AS A NATIVE AND FOREIGN LANGUAGE



Iro Cunb. Pycucmuxa. 2020. T. 18. Ne 3. C. 328-341

tion of Internet portals such as Second Life (USA), VILL@GE (EU), World Vi-
sion (RF), is the most important means of introducing new educational technolo-
gies for implementing the modern educational paradigm.

In China, within the framework of the ‘Ten-Year Development Plan on ICT
in Education (2011-2020)’, a project for establishing a number of educational la-
boratory-type centers with the use of virtual reality technologies (hereinafter re-
ferred to as VR) was launched. Initially, the laboratories serving mainly the natu-
ral sciences were established. According to the Ministry of Education of China,
only 1.7% of the total number of such laboratories occur at faculties of foreign
languages including the faculty of the Russian language.

It should be noted that earlier the majority of the faculties of foreign lan-
guages already had their prototypes such as language training centers with the use
of various modern audio and video equipment. Such conditions have met the ‘needs’
of practical training for a relatively long period of time, despite multiple disad-
vantages. For example, the center of simultaneous interpretation is often criticized
for the monotony of the educational process. Therefore, with the introduction of
VR technologies, such centers will undergo significant transformations.

Virtual reality is understood as ‘a medium composed of interactive computer
simulations that sense the participant’s position and actions providing synthetic feed-
back to one or more senses, and giving the feeling of being immersed or being
present in the simulation’ (Sherman, Craig, 2018: 18).

By means of input/output devices bidirectional informational communication
between the user and VR is carried out. Immersion, interaction and imagination
are the three most distinctive features of VR (Burdea, Coiffet, 2003: 663—664).

VR simulates a ‘live situation” which is lacking particularly in Russian as
a foreign language classes. Visualization tools by means of VR technologies are
developed to provide attractive and intuitive environments for studying visual-spatial
complex topics (Hoffman, 1997: 1076-1081).

For the Russian language teaching, VR technologies, being an innovative product
of informatization, have distinct advantages:

1) VR technologies remove spatio-temporal limits for traditional methods of
the Russian language teaching. On the one hand, the real audience is replaced by
a virtual situation, which significantly increases students’ interest to the course con-
tent; on the other hand, being participants of the simulated situation allows stu-
dents to connect at any time and any place, which significantly increases the level
of individualized learning;

2) the stages of a class can be repeated multiple times, hence the organizers
of the educational process are both teachers and students. After the necessary pre-
parations, students can carry out different speech training independently, which
makes the speech practice more flexible;

3) VR technologies give students the chance to be in situations where ordi-
nary people find it difficult or sometimes even impossible to get into. For exam-
ple, few people can participate in the UN General Assembly, but any student can
become a participant and not just an outside observer in VR training sessions.
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Objective

This article is aimed to represent the system of the organization of the foreign
language educational process with the use of VR technologies to intensify Chinese
Russian learners’ motivation for self-studying in the conditions of the extra-linguistic
environment. The purpose of the article is defined by revealing all advantages and
disadvantages, when using VR technologies during the Russian language classes
at the Russian Language Faculty of the Institute of Foreign Languages of Sichuan
University.

Materials and methods

This article is based on the results of application of VR technologies within
the framework of the Russian language seminars at the Russian Language Faculty
of Sichuan University. To study the effectiveness of the developed training system
with the introduction of VR technologies on the basis of the Russian language
subjects, a number of quasi-experimental studies to assess the results of the training
and taking into account the changes in the quality of knowledge have also been
carried out.

To ensure the objectivity of research indicators, the following methods are
applied in this article:

— the questionnaire survey of students and teachers participated in the exper-
iment is aimed at revealing all advantages and disadvantages of VR technologies;

— the conclusions of qualitative and quantitative analysis of the question-
naire survey and statistics on traditional and virtual classroom attendance;

— the interview with the participants of the experiment using a detailed list of
questions in order to identify the real attitude of the participants to VR technologies;

— a comparative method of senior students’ results of different years to deter-
mine the degree of VR technologies efficiency in the Russian language teaching.

Results

VR technologies allow students to activate independent activity in the Russian
language classes. The combination of speech recognition units, automatic text voicing,
and pre-graduation mechanisms play an important role in our system. On the one hand,
it saves time within lesson limits, and on the other hand, it overcomes the difficulty
of self-preparation. Using modern information technologies, a teacher easily adapts
to the new model and turns from an organizer of the educational process when he
is listening to the students’ statements one by one, to a guide supervisor and a timely
consultant. Based on preliminary assessments determined by a pre-arranged pro-
gram the teacher can quickly learn about students’ problems and provide timely
individual assistance. All modeled situations can be frames used for a relatively
long period of time. In addition, a set of parameters can be specifically set up for
each category of students, and even for each student by which relevant situations
are simulated, thus strengthening the individuality of the educational process.

The problem is that creating such laboratories and complete programs requires
a huge investment. Types of simulated situations are still limited to some closed
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space such as meetings, conferences, seminars, lectures, room talks, etc. Also, a VR
helmet sometimes makes students feel dizzy. Despite all the disadvantages, it is safe
to assume that VR technologies models will be widely used.

Discussion

According to the data, VR technologies have hardly been practiced among
Russian learners in Chinese universities before. The use of VR technologies is based
on different methodological theories. According to E. Mazur, the stage of know-
ledge interiorization deserves attention (Mazur, 1997: 13—16), i.e. the educational
process should be organized so that student could absorb the knowledge indepen-
dently and to the maximum.

Situation is treated as an important factor and part of studying. Theorists have
long been discussing the importance of situation in foreign languages teaching:
‘Foreign languages cannot be learned by means of logical reasoning... Suggestions
made by grammatical rules are used only after the context has been resolved’
(Wang, 2006: 81). One cannot talk about situation without referring to B. Mali-
nowsky concept, who regards the context of situation as the ‘core’ of his theory.
According to B. Malinowsky the context takes into account ‘linguistic and extra-
linguistic factors in the living speech and speech behavior realization’ (Zarayskii,
1998: 97). Speech is closely related to the context of situation, which is essential
for language understanding. It is not enough to rely only on intra-linguistic com-
ponents for describing and analyzing speech meanings. Adequate speech under-
standing is possible in the context of real situation. The meaning of speech is al-
ways determined by the context of situation (Hu, 1994: 184).

The founder of the ‘London School’, John Rupert Firth developed the idea
of B. Malinowsky and put forward the theory of context of situation. He expanded
the definition of the context of situation to include the cultural background of speech
and personal history of the speech act participants (Gavrilov, 2009: 26-28). M. Halli-
day, a J.R. Firth’s student, following his teacher, justified that in reality the con-
text always precedes the text because situation is always primary in relation to
the discourse (Halliday, 1989). At the same time, Halliday showed how to com-
bine all of the participants’ speech acts with the corresponding elements to create
real context of situation (Halliday, 1964). P. Davis and E. Pearse also noted that
situation must be real because only in real situation a person can understand
the language correctly (Davies, Pearse, 2000).

Traditional methods of the Russian language teaching are limited to speech
training on different speech patterns such as speech models. In such classes dif-
ferent situations are recreated due to the ability of teacher-student interaction and
their ‘drama skills’. However, nowadays VR technologies have significantly changed
the existing picture. Using VR technologies in classes spatial restrictions are re-
moved, and the situation unfolding in front of students is a simulated ‘live’ situa-
tion where all necessary cultural and situational elements are shown or hidden,
as in reality. As a result, speech materials and communication participants, i.e. stu-
dents, are brought as close as possible.

VR technologies also meet the requirements of constructivists. ‘In construc-
tivism, cognition is not knowledge translation from objective reality into the cog-
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nizant consciousness, but the structuring of experience within the framework of
the constructing function of the subject. Knowledge is a hypothetical construction
that is created by an observer, not an independent existing integrity’ (Sergeev, 2008:
290). With the help of VR technologies, different communication situations are
created in virtual classrooms, and repeated at students’ request. According to E. Ma-
zur students, in a role of observers and participants, structure knowledge and pro-
mote the process of its interiorization themselves through repeated training.

The triad model of A. Bandura’s reciprocal determinism also serves as a sup-
port for the introduction of VR technologies in the Russian language classes. Ac-
cording to A. Bandura, human functioning is seen as a product of interaction be-
tween behavior, personal factors, and environmental influences (Bao, 2006: 78).
In the information age students have numerous channels for receiving information.
The range of interest has expanded, and there is more freedom in choosing educa-
tional materials which does not always have a positive impact on students’ desire
to learn the language. VR technologies are changing the system and organization
of traditional classes through their latest technical capabilities, hence self-efficacy
is also improved to provide people with new opportunities for testing and proving
their abilities.

The embodied cognition theory, representing a paradigm shift in cognitive
theory in the context of continuous integration of technologies with life and high
interaction between life and a learning environment, necessitates the use of VR
technologies. Embodied cognition emphasizes the role of body and the impact of
its interaction with the environment on cognition, which gives a person an oppor-
tunity to realize once again and determine cognitive performance. The use of
the embodied cognition theory in a learning process is both embodied and situa-
tional. Included experience requires technical support for the learning environ-
ment to provide the keys to generalization and memorization. It is also reinforced
and consolidated through the development learning activities (Wang, 2018: 21).

The following conditions are necessary for VR technologies to be truly ope-
rational:

1. Availability of adequate technical tools. Technical tools include VIVE
WAVE, Daydream, Unity3d, Virtools, Cult3D, Visual Studio, etc., database
(HBASE, Mysql, SQL Server, Oracle, etc.), and input/output devices. Obviously,
we need huge upfront investments. The golden mean between capital investment
and product efficiency is seen as starting point of the process.

2. Availability of carefully designed training materials. In contrast to traditional
methods when using VR technologies training materials will undergo a rather strong
modification. From texts, tables, pictures and schemes in training manuals they
are transformed into different ready-made information blocks in the virtual world
in the form of characters, and etc., with which participants should learn to estab-
lish interactive communication themselves. In most cases, teachers are not able to
cope with these tasks. In our practice, we have engaged digital company experts
which are co-funded by Sichuan Department of Education and Sichuan University.

3. Availability of a targeted training plan. Learning using VR technologies
takes place not only in a virtual world, but also in reality. Depending on the types
of classes, the level of the Russian language among students, the time allocated for
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classes with the use of VR technologies varies in the range of 10-60%. The training
plan should clearly indicate the distribution of class hours and certain methods by
which the skills of students are tested.

4. Teachers’ ability to manage all available resources. Technical staff is mainly
involved in the preparatory phase. Teachers are responsible for the operation of
the developed system and must be trained to provide smooth learning process.

5. Students’ high motivation to study. Students should master modern in-
formation technology tools and learn to use devices, smartphone applications and
computer programs offered to overcome all technical barriers.

Quasi-experimental research was conducted at Sichuan University at the Rus-
sian Language Faculty during 2017-2019 on the basis of the ‘Oral Communication’
course. The choice is based on the fact that this subject is an essential link in
the Russian language module. VR technologies have a significant audiovisual
character, so they ‘allow to quickly transfer and assimilate new knowledge at
the media level, to participate in group lecture creating in real time’ (Tugova, 2019:
565). Moreover, the Russian language classes need frames-situations without time
and space limits, which is the advantage of VR technologies.

According to the curriculum of Sichuan University the ‘Speech Practice’
discipline studied in the 4™ year is 64 hours each semester. A virtual portal of in-
teractive type has been created on the basis of a speech training laboratory of
the Institute of Foreign Languages. Twenty students can simultaneously connect
to the virtual world according to the curriculum. Each participant is provided with
a set of devices, including a VR helmet with soundproofed headphones, a somato-
sensory remote controller, and a separate workplace. The laboratory is open every
working day from 9 a.m. to 5 p.m. All students have free access to all new facili-
ties in the lab when classes are not held here.

Respondents of the research were a fourth year students. In 2017, VR tech-
nologies were not used in the learning process. They were implemented in the next
two years. All the students participating in the experiment took a preliminary test,
where they were asked to translate three audio recordings (each recording lasted
one minute) after a single listening session.

According to the test results, the participants were divided into three A, B, C
categories. Category A included students who correctly translated more than 90%
of information, category B included students showed the results from 75 to 90%,
and category C included students with the results from 60 to 75%. The partici-
pants’ quantitative categorization is presented in Table 1.

Table 1
The amount of tested people (total & yearly)
Category Total amount 2017 2018 2019
A 11 3 4 4
B 21 8 7 6
C 20 6 7 7
Total 52
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The table shows that the quantitative categorization is relatively stable. It should
also be noted that in three years the teaching staff and the curriculum have re-
mained the same, and this factor hasn’t caused any significant obstacles.

The methodology using VR technologies is focused on providing the educa-
tional process with blocks of computer programs and implies division of the edu-
cational process into 5 stages:

1. The information base formation for Russian learners. It should be noted
that VR technologies do not occupy the whole educational process for ‘Oral Commu-
nication’ course where different methods including ‘flipped class’ are used. Stu-
dents are given various paper materials and video courses before classes for studying
new words, constructions and background knowledge in advance. The first 5 minutes
of each class are usually dedicated to micro tests. In other words, the teacher
should determine in a short time whether the students have good information base
or not. If the result is positive, it is possible to move on to the next stage; other-
wise the main information should be explained.

2. Practice: practical exercise in the learning virtual world. The teacher must
ensure that students’ attentiveness is maintained so that they have a full immer-
sion at this stage.

3. Control: the program quickly displays students’ results and assessments
of various exercises they perform after which ‘practice — control’ cycles are formed.
The teacher interferes when a student is making the same mistake.

4. Correction: corrections, additional consultation and the information base
updating. After all ‘practice — control’ cycles are covered, the teacher analyzes
along with students common mistakes, providing references and consultation.
In our practice, the last 10 minutes are focused on students’ interviewing in order
to solve recent problems.

5. Archive: results accumulation and processing.

The Russian language oral communication, having a complex character, in-
cludes speaking, listening, reading, writing, and translation. Therefore, we mode-
led 5 blocks to introduce VR technologies. Let’s have a look at the translation
block. The precise oral communication class is shown in Figure.

Fluent keyword Translation
Theory test °y Entrance to VR
reading process
Providi .
roviaing Automatic Student’s speech
. a student . . .
Revision translation recognition and its

with his/her

checking written recording
assessment

Students’
Teacher’s interviewing

random check in order to solve
recent problems

Figure. Oral communication class
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The novelty of the presented system using VR technologies is as follows:

1. Only 4 types of situations such as conference (including UN General As-
sembly), round table, briefing, and TED lecture based on real-world samples have
been simulated. All situations are very realistic and determine ‘interpreter’s’ location,
place of objects, lighting effects, and the number of participants. When using a VR
helmet a student is taking part in a simulated situation by clicking virtual buttons
located on the edge of the visual field. In fact, with a VR helmet there is no need
for other aids. In accordance with the process of translation in the real world all
the necessary parameters are installed in advance, but students can adjust the for-
mat of the virtual situation (i.e., the parameters such as the pace of speech, male or
female voice, playback time, etc.) which with the teacher’s permission can be set
at the entrance. This help students to get more experience of interpreting in diffe-
rent situations to avoid fear and stress in the future practice of the interpreter.

2. The main feature of VR is its ability to elicit a sense of ‘presence’ in
the world created by the computer (Giuseppe, 2007: 45-56). The system we have
developed allows the organizer of the learning process to enter various sound re-
cordings depending on practical needs and to decide where to make a pause. Digi-
tal characters independently adjust their facial expressions and gestures, giving
a sense of immersion. A target set of parameters can be implemented for a specific
category of students or a specific student, which will be stored in a database and
used in training.

3. The system has an automatic text voice acting unit. The fact is, that in prac-
tice there are often no suitable sound recordings. In this case you can simply enter
written texts with pauses and enough gaps to be translated. Next, the voice is at-
tached to the specified characters, and the training can be started.

4. With the help of the speech recognition unit the system quickly records
students’ interpretation in written form. Students’ text is automatically compared
to the text entered by the teacher before class. Preliminary assessments are made
on the accuracy, fluency and completeness of the translation. If the number of mis-
takes or gaps exceeds the set limit, the system automatically stops the learning pro-
cess and requires repeating the translation from the very beginning. Students can
restart the process or apply for reading a fragment of a text recorded from the origi-
nal. Based on the preliminary assessments, the teacher can selectively check the tasks
and give final assessments.

The following methods were used in the quasi-experimental study:

1. Questionnaire. The questionnaire contains 30 questions on assessments of
skills, knowledge, learning process, and the level of stress during classes to deter-
mine the motivation for learning. The results of the questionnaire survey made in
2018-2019 are summarized on the Likert scale. The results are presented in Table 2.
Based on these results, the following conclusions can be drawn: a) VR technolo-
gies are more involved in improving skills than theoretical knowledge about Rus-
sian; b) after regular training, almost all students have become accustomed to VR
technologies in the Russian language classes; c¢) students with a higher level of
knowledge are less stressed in classes; d) students with a higher level of training
are more interested in the Russian language using VR technologies.
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Table 2

Questionnaire survey on VR in classes of Russian language

Categories Year Knowledge Skills Addictive Greater More interest in
improved improved to VR learning  Russian language
stress
2017 66,7% 33,3% - 0% 33,3%
CategoryA 2018 100% 100% 100% 50% 100%
2019 100% 100% 100% 50% 100%
2017 37,5% 50% - 50% 12,5%
Category B 2018 71,4% 71,4% 85,7% 42,9% 71,4%
2019 50% 83,3% 100% 50% 66,7%
2017 50% 33,3% - 83,3% 33,3%
CategoryC 2018 57,1% 71,4% 100% 85,7% 42,9%
2019 42,9% 71,4% 85,7% 85,7% 42,9%

2. Interview. During the interview with students and teachers (4 teachers
with different profile knowledge teach annually) in 2018-2019 the attention was
mainly drawn to their assessments of the educational process and their proposals.
All teachers consider the introduction of VR technologies to be ‘effective and use-
ful’. Three of them expressed the opinion that it is more possible to identify problem
points in the knowledge system among students. Before the experiment all 4 teachers
were concerned about the possibility of using the automatic text voicing unit. Three
of them have changed their point of view radically, once they used it, and believe
that it is an integral part of their classes. However, one of the teachers still prefers
traditional methods of educating as he ‘has not yet fully mastered the techniques’.

Table 3

The traditional model of teaching Russian language (model 1) and the model under VR (model 2)

Model 1 Model 2
Educational process organizer Teacher Teacher and students
Learning processor participants Students Teacher and students

Teacher with students,

Types of communication in the classroom
students among themselves

Students
with the virtual world

Study place Lecture hall

Laboratory

Texts, audio,

Learning tools video, pictures

Complex situations
in the virtual world

Interactivity High

Average

The reproducibility of the educational process High

Relatively low

Almost all the students approved VR technologies and pointed out that thanks

to VR technologies more interest in learning Russian occurred.

But some students,

especially those in Category C, pointed out that sometimes the translation process
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stoped automatically due to slips of the tongue, loss of information and long re-
flection. This caused them anxiety and tension. Half of the students also expressed
the hope that in the future they would be able to participate in essential training on
their own at home, although the real conditions do not allow them to realize this
intention at the moment.

Another important fact is that in 2018-2019 each test subject studied Rus-
sian for 3 hours and 12 minutes a week in the laboratory. In 2017, almost no one
studied Russian out of classes. Some students complained that a VR helmet caused
them dizziness and increased intraocular pressure. Three students noticed that
the automatic voicing was monotonous, the features of a real person speaking were
not fully simulated.

Analysis of the interview results allowed making a supposed comparison of
models with/without using VR technologies (Table 3).

3. Test. Written exam at the end of each semester and CATTI (China Ac-
creditation Test for Translators and Interpreters) has become our tool to evaluate
the effectiveness of new changes in the learning process. The exam consists of four
tasks: oral essay based on a microtext listening, a dialogue with 5 keywords, briefing
translation from Russian into Chinese, and an international conference speech
translation from Chinese into Russian. Each task was rated on a scale of 1 to 25.
The average student scores in 2018-2019 have increased by 6.3 points in compari-
son with ones in 2017. There is a tendency: the better students’ knowledge base,
the faster the situation with speaking and translation improves. For example, 6 A-ca-
tegory students scored over 90 points in 2018-2019. In 2017 only 1 person in the same
category received 90 points. In 2018-2019 C-category students’ scores increased
by 3.43 points in comparison with ones in 2017.

The use of VR technologies encourages students to participate in CATTI.
Thus, there were two students in 2017, 6 students in 2018, and 7 students in 2019,
who took part in CATTI. In 2018-2019 six students passed the third level test and
1 student passed the second level test, which is much complicated than the third
one, in comparison with 2017 when only 1 student passed the third level test. Test
results show that VR technologies have a beneficial impact on improving students’
ability to speak Russian.

Conclusion

The use of VR technologies in Russian teaching in China has not yet a full-
scale spread. Most of the attempts are still under discussion and point operation
stage. After studying the possibilities of VR technologies in Russian oral compre-
hension and oral communication classes, Shao Nanxi noticed that VR is more
suitable for oral comprehension classes (Shao, 2016: 85-89). Our experiment con-
firms her opinion. Indeed, the model using VR technology is more effective in
improving communication skills. It should be emphasized that the use of MOOC
(Massive Open Online Courses) and other home-made online courses oriented on
theoretical knowledge explanation outside the classroom has allowed to conduct
micro tests in VR simulated situation, resulting in students’ much interest, pa-
tience, and motivation to prepare for the tests. Undoubtedly, students’ interest to-
wards Russian has increased thanks to VR technologies. The results of the experi-
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ment have shown that students started to attend the laboratory several times per
week. The number of hours of self-training increased significantly. All these fac-
tors show a positive impact on students’ success in various tests.

The automatic text voice acting, students’ interpretation in written form re-
cording, and corresponding preliminary assessments seem to form the ‘axis’ of
the classes. Various situations make the learning process more attractive and im-
mersive, give students real experience of using the Russian language in the prac-
tice as a real interpreter, develop their skills, and provide them with a deeper
knowledge about interpreter’s code and different types of interpreting. In addition,
sets of parameters for a particular group of students are stored in the system and
can be used over the years, which is very convenient in terms of continuity of
the didactic materials accumulation for classes.

Shortcomings are definitely happening. Firstly, the main issue for teachers
is to find ‘cost effective modes for studying’ in the digital age (Guri-Rosenblit,
2009: 114). To create an entire system, a lot of money needs to be invested. Not every
institution of higher education is able and willing to spend this amount of money.
Sichuan University Management has financially supported the use of VR technolo-
gies at the Russian Language Faculty. Our system is now successfully used at other
faculties in the Institute of Foreign Languages, but there is clearly not enough one
more laboratory to meet all needs.

Secondly, the effectiveness of VR technologies in improving skills has al-
ready been proven, but further discussion and development of methods is still re-
quired for knowledge transfer that is why theoretical explanations in ‘Oral Com-
munication’ classes were provided outside classes as a part of our experiment.
In other words, the classes destroy the balance between theory and practice. Thirdly,
only a few types of situations were simulated in the laboratory due to technical
limits. This slowed down the attempts of spreading the model using VR to other
types of courses. The automatic text voice acting unit is criticized for its monoto-
ny. Fourthly, a VR helmet is expensive and heavy. In addition, long use of a VR
helmet can lead to dizziness and increased intraocular pressure, which requires
careful design of every detail of the learning process to protect students’ health.
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AHHoTaums. B cTaTtbe mpeacTaBieH aHAIU3 ONbITa BHEAPEHUS TEXHOJOTUI BUPTYasb-
Hoii peanpHOCTH (BP) B mpakTuky 00yueHHs pycCKOMY f3bIKY B KUTaWCKUX By3ax. Ha ocHOBe
Pa3HBIX TEOPETUUECKUX IMOAXOJO0B U PE3yJbTATOB MPUMEHEHMs TexHoyoruii BP B pamkax
MIPAaKTUYECKUX 3aHATHH Ha (aKyIbTeTe PycCKOro s3bika ChIMyaHBCKOTO YHHBEPCHTETA MIPE-
MPUHSATA MOIBITKA BCECTOPOHHETO M3ydeHus dhdexTruBHOCTH TexHomornii BP B mmane cru-
MYJISILIMA TIOBBIIIEHUS MOTMBALIMY, aKTUBU3ALIMU OCBOCHHUS 3HAHUMU, YKPEIUICHHS S3BIKOBOM
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0a3bl, BEIPaOOTKH HEOOXOAMMBIX PEUEBBIX YMEHHUIT U HABBIKOB Y CTYACHTOB-PYCHUCTOB, & TAKKe
MOBBIIICHHST KAYECTBA MPENOAaBaHUsI PYCCKOTO SI3bIKA B YCIOBHSX BHES3BIKOBOM cpeabl. [Ipo-
Onema mMcclieIoBaHUs ONpezelieHa npeodpa3oBaHuEeM y4eOHOTO Mmpolecca s 00yJaronux-
Csl, IMEIOLINX OTHOCHTENIHLHO XOPOILIYIO S3bIKOBYIO MOArOTOBKY. OOOCHOBaHA HOBU3HA M aK-
TYaJIbHOCTh TPECTaBISIEMON CHCTEMBbI HCIIOJIb30BaHus TexHonoruii BP B 00y4yeHun pyccko-
My SI3BIKY: MOJCIUPOBAHKE CHTYAIUiA 10 00pa3iaM peabHOro MUpa, MPUMEHEHHUE OpraHu3aTo-
poM y4eOHOro mporiecca MHOrOOOpa3HbIX 3ByKO3aIUCe [UIsl JOCTHIKEHHS] 1yBCTBA HMMEPCHUBHO-
CTH TIOCPEICTBOM KOMIIBIOTEPA, UCIIOIb30BaHKHE OJIOKOB aBTOMATHYECKON O3BYYKH TEKCTa, Pac-
MO3HABAHUSI PEUM M MEXaHU3Ma aBTOMATHUYECKO IPOBEPKHU aICKBATHOCTH PACIIO3HAHHOIO TEKCTA
¢ opuruHasioM. B crartbe 1aH 0030p mokasartesneil poBeICHHOr0 KBa3UAKCIIEPUMEHTAIIBHOTO HC-
CIIEIOBaHMsI, HAIPABICHHOTO HA OIIEHKY PE3YJIbTATOB OOYYCHHS U ydueTa W3MEHEHHH KayecTBa
3HAHUW B MPOIIECCE UCIIONB30BaHKs TexHomoruii BP Ha dakynbrere pycckoro sizpika ChlayaHb-
CKOTO YHHUBEPCHTETA; [0 UTOTaM aHKETHPOBAHHOTO OMPOCa PACCMOTPEHBI IUTFOCHI M MUHYCHI W3-
MEHEHH#1, TPUHECEHHBIX TEXHOJIOTUSIMU BUPTYaIbHOH PeabHOCTH; 0000IICHBI MHEHHUS OIPO-
IICHHBIX UCTIBITYEMBIX CTYACHTOB U MPEMo/IaBaTelieii — Y4aCTHUKOB 3KCIepruMenTa. C MOMOIIBIO
PEe3yJIbTaTOB SKCHEPUMEHTa 0XapaKTepU30BaHO N3MEHEHHUE POJiel IperojaBaTeliell U CTyICHTOB.
Ipenonasaresib HiepecTa ObITh POCTHIM OPraHMU3aTOPOM — CTaJl KOHTPOJIEPOM, TIOMOIIHUKOM H
KOHCYJIbTAaHTOM, (DYHKIIHOHHPYIOIIMM B OOIBIICH CTENeHH Kak MojepskuBatoiee Juio. [Tocre-
MIEHHOE OCBOCHHE CTYJCHTAMHU-PYyCHCTaMH (PYHKIMI Pa3HBIX MapaMeTPOB B TPSHUPOBOUHOM CH-
CTeMe CTaJI0 OCHOBHBIM (PAKTOPOM, CTUMYJIHPYIOIINM HX K CAMOCTOSITESIbHON paboTe B cucTeMe
BP, 4T0 /0Ka3aHO UTOTOBBIMH PE3yJbTaTaMH CTYJCHTOB B CEMECTPOBOM JK3aMEHE U rocyap-
CTBCHHOM aKKPEAUTAIIMOHHOM TECTe TEPEBOMYMKOB. [IpenCcTaBIeHBI CTATUCTHYECKUC NAHHEBIC
Pa3IMYHST MKy TPAAUIIMOHHON MOJIEIbIO 00YUICHHUST PYCCKOMY SI3BIKY M MOJIEIBIO C UCIIONB30-
BaHHEM TEXHOJIOTH BUPTYAIIbHOMH PeaTbHOCTH.
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