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AHHoOTauus. [locmanosxka npobremvl. AKTUBHOE pa3BUTHE AMCTAHIMOHHBIX TEXHOJIO-
THiA 0Ka3aJi0 CePhe3HOE BIUSHUE Ha chepy 00pa3oBaHMs U MPUBEIO K (YOPMHUPOBAHHIO HOBOIA
uQpoBoil 00pa3zoBaTeNbHOI Cpeabl B BhIcHICH mKoiie. OcoOeHHOCTH (OPMHUPOBAHUS HHO-
SI3bIYHOM KOMITETEHIIMH C MOMOIIBIO OHJIAWH-UTP CTalH [IPEAMETOM U3ydeHus. []eavio uccre-
006anusi SIBISIETCS anpo0anys MeToJa MPOAYKTHBHOTO HCIIOJIB30BAaHHS OOYYarOLIIUMHCST
BBICIIMX y4eOHBIX 3aBeleHHi cepBuca LearningApps B mporecce 00ydeHUs WHOCTPAHHBIM
si3bIkaM. Memooonozusi. OCHOBHBIMH METOJIAaMU BBIOPAHO aHKETHPOBAHUE M COLMOJIOTHYe-
CKHIi ONpOC, CBSI3aHHBIC C BHEIPEHHEM LU(PPOBBIX MHCTPYMEHTOB B BY3€, MO3BOISIOLIME
OILICHUTH OTHOILICHHUE BCEX YYACTHUKOB K BHEIPEHHUIO OHJIAHH-UTP B MPOLECC H3YUCHHUS UHO-
CTPaHHBIX SI3BIKOB. Pezynomamel. VI3yduenue mporecca nuppoBoi KOMMYHUKAIIAN TTO3BOJIILIIO
OLICHUTH POJIb reMuduKanuu 00y4YeHHs C UCIOIb30BAaHUEM OHJIAMH-UIP C OMOIIBIO U}-
POBBIX IUAAKTUYECKUX IwiardopMm. UrpoBbie TeXHONOTUH B HU(POBOH 00pa3oBaTEIbHOI
cpefie MoKa3aiu CBOXO A(P(PEKTHBHOCTh B MOATOTOBKE CTYIEHTOB — OYIYIINX CIICIHATIHCTOB
B pa3iuyHbIX obnactsx. [IpuMeHeHne 31eMEeHTOB reiMu(UKaluy aKTHBU3UPYET MO3HABa-
TENBHYIO NIESITENBHOCTh O0YYAIONIMXCS U IMOJICPIKUBACT UX MHTEPEC K M3y4aeMOMY IpeaMe-
Ty. 3axmouenue. VIHTepaKTUBHBIC HTPOBBIC TPEHAKEPHI CITYKAT JUISL Pa3BUTHS arOPHUTMUYC-
CKOT'O MBIILUJICHHUs 00y4aloIIMXCsl HA YPOKax MHOCTPAHHOTO si3bIKa. ['eliMuukanus mpouecca
00ydeHus WHOCTPaHHBIM SI3bIKaM C HCIOJb30BaHHEM IU(GPOBOTO cepBuca LearningApps
MOKa3aja, 9To MPOAYKTHBHOE MPUMEHEHUE TAaHHOTO pecypca IMO3BOJSET HE TOJBKO YCKOPHUTh
IpoLecC aBTOMATU3AIMH IPAMMATUYECKHX HABBIKOB, HO M Pa3BUTh TBOPYECKHH MOTEHIIHAI
00y4aroIMXCs B XO/Ie CAMOCTOSATENILHOIO CO3/IaHHsl UMHU OHJIAMH-HIP, a TaKKe 00ecreynTh
ABTOHOMHOCTh Y HHAWBUAYAIH3AINI0 YIeOHOT0 Mmpolecca.

KnawueBblie cioBa: Beiciiee oOpa3oBaHue, IudpoBas oOpa3oBaTenbHas cpeia, reii-
MUpUKaIs, 00yJarolIie OHIaiH-UTPbl, THTEPHET-CEPBUC
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Abstract. Problem statement. The active development of distance technologies has had
a serious impact on the field of education and led to the formation of a new digital educational
environment in higher education. Features of the formation of foreign language competence
with the help of online games have become the subject of study. The purpose of the study is
to test the method of productive use by students of higher educational institutions of the
LearningApps service in the process of teaching foreign languages. Methodology. The main
methods chosen were questionnaires and sociological surveys related to the introduction of
digital tools at the university, allowing to assess the attitude of all participants towards the
introduction of online games in the process of learning foreign languages. Results. The study
of the process of digital communication made it possible to evaluate the role of gamification
of learning using online games using digital didactic platforms. Gaming technologies in the
digital educational environment have shown their effectiveness in training students — future
specialists in various fields. The use of gamification elements activates the cognitive activity
of students and maintains their interest in the subject being studied. Conclusion. Interactive
game simulators serve to develop algorithmic thinking of students in foreign language les-
sons. Gamification of the process of teaching foreign languages using the digital service
LearningApps has shown that the productive use of this resource allows not only to speed up
the process of automating grammatical skills, but also to develop the creative potential of stu-
dents in the course of their independent creation of online games, as well as to ensure auton-
omy and individualization of learning process.
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ITocranoBka nmpodJemMbl. BHenpeHre HHHOBAIIMOHHBIX HH(GOPMAIIMOHHBIX
TEXHOJIOTHI B CUCTEMY 00pa3oBaHUs HAET ObICTphIMU TeMmaMu. OHY U3 Hanbo-
Jee aKTyalbHbIX TEHICHUUH Pa3BUTHs B 3TOW 0OJIACTH MPEICTaBIsET COOOH reii-
mudukanus [1]. I[Tox reimudukarmeil MTOHUMaIOT TPUMEHEHUE UTPOBBIX JJIEMEH-
TOB B Pa3IMYHBIX COLMAIBHBIX MPAKTHKAX, MPECIEAYIOIIUX HEUTPOBBIEC LIETU
[2-4]. B pamkax AaHHON CTaTbU Mbl OTPAHUYUMCSI PACCMOTPEHUEM HUIPOBBIX
3JIEMEHTOB, peajlu3yeMblx B cdepe 00pa3oBaHMsS MPU MOMOIIM NPUMEHEHUS
KOMIIBIOTEPHBIX TEXHOJOTUH.

BHenpenue UrpoBBIX 3JIEMEHTOB B 00Pa30BaTENbHBIA MPOLIECC UMEET Pl
pPEeUMYIIEeCTB. B 4acTHOCTH, UX HCIIOJIb30BAHKUE TIO3BOJIAET aKTUBU3UPOBAThH I10-
3HABATEJIbHYIO JIEATENBHOCTh OOYYAIOIIMXCS M IMOJAJIEPKUBATH MOCTOSHHBIA WH-
Tepec K u3ydaemomy mnpeamery. Lludpobie pecypcsl obecreunBaioT BO3MOX-
HOCTb B KOPOTKHE CPOKHM CO3[aBaTh OOydarollue UIPOBbIE€ HWHTEPHET-UHCTPY-
MEHTBI C MPUBJIEKATEIbHBIM AU3aHHOM, a TaKkKe ObICTpO 00pabaThIBaTh JTaHHBIE
00yyYaromuxcs, OTCIEKUBATH UX MPOrpecc M T'€HEPUPOBATH MOAPOOHBIE OTYETHI
00 ux ycmneBaeMocTH [5]. Kpome Toro, uccienoBaHus MOKa3bIBAIOT, YTO OCHOB-
HBIM MPUHLUIOM TeMMHU(UKAIMKN SBISETCS «oOecreueHue MoJIy4eHUus MOCTOSH-
HOW M3MEepUMON OOpaTHOM CBS3M OT IOJIB30BATENs], 0OECIIEUNBAIOIIEH BO3MOXK-
HOCTb AMHAMUYHOW KOPPEKTUPOBKH IOJIH30BATEIBCKOTO MOBEACHUS U, KaK Clel-
CTBHE, OBICTPOE OCBOCHHE BCEX (DYHKIIMOHAIBHBIX BO3MOXKHOCTEH» [6, c. 251].
[Ipumenenne oOyvaroUMX OHJIAWH-UTP CIIOCOOCTBYET aBTOHOMHOCTH M MHIUBH-
yanu3aluu y4eOHOTo IMpoliecca, MOCKOJIbKY, Urpasi B HUX, 00yJarouifecs: MOTyT
3aKpeIUIATh M3YYEHHBI Ha ayJUTOPHBIX 3aHATUAX MaTepuan 0e3 MOAIEP>KKH
NPEnoJIaBaTessl U BBINOJIHATH 3aJJaHHsI HEOTpaHUUEHHOE, HEO0X0AUMOe ISl KaX-
JIOTO CTYAEHTAa WHJMBUIYaJbHOE KOJIUYECTBO pa3 1O IMOJHOTO YCBOCHUS TEMBbI
B y100HOE BpeMs.

OpnHako reiimudukanus oOpa3oBaHMs 3a CUET MPUMEHEHHsI HH(POPMAILIUOH-
HBIX TEXHOJOTHUI MMEEeT, Ha Hall B3IJISA, U DS CYIIECTBEHHBIX HEIOCTATKOB.
K MM oTHOCSTCS 60MbIlINe 3aTpaThl BpEMEHU CO CTOPOHBI IPEIoAaBaTess Ha Co-
3/laHMe MTPOBBIX 00pa30BaTEeNbHBIX pecypcoB. Kpome Toro, ucrnonb3yst oHIaAiH-
UTpbl, 00yYarouecs, Kak MpaBuiio, BHIMOIHSIOT 3aJaHus PENPOyKTUBHOTO THIIA
U HE UMEIOT BO3MOXKHOCTH Pa3BUBATh CBOM TBOPYECKHUI MOTEHIMA, YTO MPOTH-
BOPEYUT OJTHOW M3 KIIIOYEBBIX 3a/1a4 BBICIIETO 0Opa30BaHUs, HANPaBJIEHHOTO Ha
BOCIUTAHHUE TBOPUYECKOI INYHOCTH, CIIOCOOHOM BOIJIOTUTH UMEIOIINECS 3HAHUS U
HAaBBIKU B CO3/IaHUM MHHOBALIMOHHBIX MPOIYKTOB.

[IpumeHeHnIo0 UTPOBBIX AJIEMEHTOB B Y4EOHOM IIpoliecce B MOCIEeIHEe BpeMs
OBLIO TIOCBAIIEHO OOJIBIIIOE KOJMYECTBO HAYUHBIX Pa0oT [7—9] oqHaKO MPOBEICHHOE
HaMH HUCCIIEJIOBAHHUE MOKa3bIBAET, YTO OHO JO CUX MOp HE CTAJ0 HEOTHEMJIEMOM
4acThi0 Ipolecca o0y4YeHHsI B HEKOTOPHIX poccuiickux By3ax. Lleab mccieno-
BaHUsl — anpoOamus MeToAa MPOAYKTUBHOTO HCIIOJIb30BAHUS O0YyYarolIUMUCS
BBICIIMX y4eOHBIX 3aBeIcHUI cepBuca LearningApps B mporecce 00ydeHuss HHO-
CTpaHHBIM si3bIKaM. [IpeArnocbuIKOi MPOBOIUMOrO UCCIICAOBAHUS SIBUJIACH MBICTH
0 TOM, 4TO (hOpMHUPOBAHKE TPAMMATHUYECKOTO HaBbIKAa TPeOyeT OOJIBIIIOTO KOJINIECTBA
MOBTOPEHHM, HAa YTO, BO-TIEPBBIX, HE XBAaTaeT BPEMEHHU BO BpeMs ayAMTOPHBIX
3aHITHIA, a, BO-BTOPBIX, BBINOJHEHHE OOJBIIOrO KOJUYECTBA YIPAKHEHUN Ha
aBTOMATH3AIMI0 TPAMMaTUYECKOr0 MaTepHualia YTOMHUTENBHO U YacTO IEMOTHBUPYET
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cTyaeHToB. MrpoBas ¢opma TpeHUPOBKH I'paMMaTHKX MOTJIa Obl PEIIUTh JaHHYIO
npobsieMy. JlJist 3TOro CymecTBYIOT MPOCTHIE B UCIMOJIIB30BAHUU U JOCTYIIHbIE UH-
CTPYMEHTHI, HallpuMep, Takue OHIalH-TaTgopmbl, kKak LearningApps, Quislet,
Wordwall u ap. B n1anHOM Hccae10BaHUU OTPaHUYUMCS UCTIOb30BaHUEM TOJIHKO
maTdopmbl Learnings Apps, MOCKOJIBKY OHA MPEACTaBISET cO00M OecIiaTHBIN H
MPOCTON B UCIIOJIB30BAHUM CEPBUC, a TAKKE MPEJOCTABISIET BO3MOKHOCTh CO3/1a-
BaTh UT'PBI Pa3HBIX TUIIOB.

Teoperndeckoit 6a30i Mccieq0BaHUs MOCTYXIWIKM HayuHbie Tpyabl O.}O. 3a-
cnasckoil, B.B. I'punmikyna, U. Konocosckoii, [I. Crenanosoii, U.B. Illanbiru-
Hoii, I'.JI. lllamaronoBoit u N.d. Anberopoii mo oo1ei Teopuu nHOOpMATH3AIUH
CHUCTEMBI 00pa30BaHUs B IIEJIOM M, B YaCTHOCTH, BBICIICH mKoJbI [10—14]; a Tak-
xe pabotsl K.B. Cadonosa, E.A. Umykosoii, B.B. 3onorapesa, A.JI. Hazapenko,
B.A. Koneno, E.B. ®unarosoii, A.M. beccmeptnoro, 1.B. I"aeukoBo#, mOCBs-
IICHHBIC BHEJAPESHUIO UTPOBBIX TEXHUK B Mporiecc oopa3zoBanus [15—-18].

MetoaoJiorusi. B 0CHOBE TaHHOTO MCCIEAOBAHUS JIEKUT NEAArOTHUYECKUN
9KCIIEPUMEHT, COMPOBOXKIAEMbIN MpeaBapUTEIbHBIM aHKETUPOBAHUEM, MPOBOIU-
MBIM C LIEJIBIO OMPEJCNICHUs CTENEeHU HHTepeca OoOydaroluXxcs K MPUMEHEHUIO
UTPOBBIX OHJIAWH-WHCTPYMEHTOB B 00pa3oBaTeIbHOM IPOIIECCE M CTENEHU pac-
MPOCTPAHEHHOCTH MX UCMOJIb30BaHUS, a TAK)KE€ UTOTOBBIM aHKETUPOBAHHUEM, IO-
3BOJISIOUIMM BBISIBUTH CYOBEKTHBHYIO OIEHKY OOYyYarolIMMHCS IMpoliecca caMo-
CTOSITEJIBHOTO CO3/IaHMsI OHJIAWH-UTP.

B skcrniepuMenTe yyacTBOBalIM CMELIaHHBIC TPYIIEI 00y4aromuxcs u3 Poc-
cun, Kaszaxcrana m bemopyccun 1-3 kypcoB OakamaBpuara BpIciieil mkoJisl
MeXIyHapoaHbIX oTHOmEHUH CaHkT-IlerepOyprckoro MmoMMTEXHUYECKOrO YHU-
Bepcutera [lerpa Benukoro, nzydaronue HEMELKUAN SA3bIK KAK BTOPOM MHOCTPAH-
HbIM. YYaCTHUKHU SKCIIEPUMEHTA BIAJCIOT HEMEIIKUM SI3bIKOM Ha ypoBHE A1-B2.

B xone BX0THOTO aHKETHPOBAHUS YUYACTHHKAM IKCTICPUMEHTA ObUTH 3a/1aHbI
CJIETyIOIINE BOIIPOCHL:

1. JlroOuTe 11 BbI UTpaTh B OHJIAHH-UTPBI?

2. TlpumeHstoTCS M B BalleM By3€ B XOJA€ Y4e€OHOTO Tpollecca OHJIaiH-
UTrphI?

3. Xotenu ObI BBl M3y4aTh IPAMMATUKY MHOCTPAHHOTO SI3bIKA C MOMOIIBIO
OHJIaWH-UTp?

4. CoznaBany 1 Bl KOTAa-HUOYAb CAaMH KOMIIBIOTEPHBIE UTPbI?

5. Beuto OBl BaM WHTEPECHO CAMOCTOATEIBLHO CO37aTh OHJIAWH-WTPY TIO
MHOCTPaHHOMY SI3BIKY?

Jlanee ¢ ydyacTHUKaMU TMPOEKTa ObLT MPOBEACH MEIaroTHYECKHil dKCIepH-
MEHT, B X0/Ie KOTOPOTO CTyJeHTaM ObLIO CHauana MpeasioKeHO MOUTPaTh B yKe
TOTOBBIE UTPHI MO paHee MPONJECHHBIM rpaMMaTHYECKUM TE€MaM, CO3JaHHbIE Ha
miatdopme LearningsApps, YTO MO3BOIIIIO IMO3HAKOMUTH OOYYAIOIIMXCS C BO3-
MO>KHOCTSIMH JTaHHOW TIaT(OPMBI U Pa3HBIMH TUIIAMU UTP, IPEICTABICHHBIMHI HA
Heil. [locie 3TOro yuyacTHHKaM MpoekTa ObUTO MOKa3aHO, KaK CaMHM CO37aTb
UTrpbl pas3audyHoro tuma Ha tuiargopme LearningsApps. 3atem oOydaromumcs
OBLIIO MPEUIOKEHO CO3JaTh OHJIAWH-UTPY JIF0O0Tr0 TUa MUHUMYM 3 10 3amanmii
[0 OJTHOM U3 MPONACHHBIX TPAMMAaTUYECKUX TEM U IPUCTATh €€ MPEroJaBaTelio.
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IIpu sTom oOydwaromuecs MOITH BHIOpAaTh CaMH, BBIIOJIHATH MM 3Ty paboTy
WHAUBUAYAIbHO WIH B Mapax.

B 3akirouenue ObUT MPOBEACH aHAIN3 TOJTYYEHHBIX UTP, IIPH KOTOPOM yUH-
TBIBAJIMCh TaKU€ KPUTEPHH, KaK 0O0Iee KOJIMYECTBO MOJYUYEHHBIX B XOJ€ IKCIIe-
pUMEHTa UTP; KOJIWYECTBO WIpP, MPHUTOTHBIX IS JATbHEUIIET0 HCIOJIb30BAHUS
B Y4eOHOM Ipoliecce; BEIOpaHHBIH 00yYarOIMMUCS THIT UTPBI; KOJHMYECTBO 3a/1a-
HUI B UTPE; KOJIMYECTBO M XapaKTep JOMYIICHHBIX B UTPAaX OIIMOOK; KOJIUYECTBO
BpPEMEHHM IIperoaaBares, yie/iiee Ha 00bsICHEHUE U UCIIpaBJIeHHEe OUINOO0K, J10-
MYyLIEHHBIX 00y4aeMbIMHU B CO3/IaHHBIX UMH UTpax. [IpoBeneHHbIN aHaIN3 O3BO-
JWII clieNaTh BBIBOJ O 1€J1€CO00Pa3sHOCTH JalbHEHIIEro HUCIOJIb30BaHUS METOAa
CaMOCTOSITENILHOTO COCTABJICHUSI OHJIAWH-UTP MO TpaMMaTHKe B y4eOHOM IpoIiec-
ce. Kpome toro, cryaenram Oblja mpeaocTaBieHa BO3MOXHOCTh anmpoOUpOBaTh
CO3/JIaHHbIE MX OJHOTPYNIHHUKAMHU WIPbI, OTOOpaHHBIE W HpPHU HEOOXOAUMOCTH
IIPEIBAPUTEIBHO HCIIPABICHHBIE PEN01aBATEIIEM.

Ilo utoram skcrepuMeHTa ObUIO NMPOBEIEHO AHKETUPOBAHHE Ha BBIXOJE,
BKJIIOUAIOIIEE CIIEAYIOLINE BOIPOCHI:

1. BbL10 T BaM UHTEPECHO CO37aBaTh OHJIAWMH-UTPY?

2. Yanoch 14 BO BpeMs CO3/1aHUSI OHJIAWH-UTPHI Jy4llle TIOHATh W/HUJIH 3a-
OMHUTB MPABHUIIO, KOTOPOE C €€ MOMOIIBI0 0TPadaThIBAIOCH?

3. Kakue ci10XKHOCTH BO3HUKIIA B IIPOLIECCE COCTABIICHUS UTPHI?

4. Xotenu Obl Bbl B OyIylIeM Ha ypOKE HHOCTPAHHOIO S3bIKa WIpaTh
B OHJIAWH-UTPHI?

5. Xotenu ObI BBl B OYIyIIEM CaMOCTOSITEIPHO CO371aBaTh OHJIAWH-UTPHI 110
WHOCTPAHHOMY SI3bIKY?

Pe3yabTaThl U 00cyxneHHe. Pe3ynbTaThl BXOAHOTO aHKETUPOBAHUS TTOKA3bI-
BAIOT, YTO MOJABJISIONIEe OOJIBIIMHCTBO YYACTHUKOB MPOEKTA MPOSBISIIOT HMHTEPEC
K OHJIAWH-UTPaM U XOTeNH Obl M3y4yaTh TPAMMAaTHKy MHOCTPAHHOTO f3bIKA C UX
nomouibto. [Ipu aTom TompKO 15 % pEecnoHIEHTOB CUMTAIOT, YTO OHJIAWH-UIPHI
JIOCTAaTOYHO 4YacTO NMPHUMEHSIOTCS B XoJe yueOHoro mporecca B Byse. OnHako
b 51,4 % oNpoIIeHHBIX XOTENU Obl CAMOCTOSITENIBHO CO3/1aTh OHJIAWH-UTPY 10
MHOCTPAHHOMY SI3bIKY M TOJBKO 15 % paHee yxe co3aaBanu OHJIaiH-UTpsI (puc. 1).

AHanu3 aHHBIX, MMOJIYYEHHBIX B PE3yJIbTaTe MPOBEACHUS Me1aroru4ecKoro
JKCIIEPUMEHTA, TIOKa3bIBaeT, uTo U3 43 o0yyaromuxcs, y4acTBOBAaBIIUX BO BXO/I-
HOM aHKeTUpoBaHuH, Jullb 58 % cozmanu onnaitH-urpy. CosnaBaTh Urpbl 00y-
yaromuecs Npenowin B mapax, Tojabko 36 % olyuaroumxcs BbIOpaaIn caMoCTos-
TeIbHYI0 pabOTy HaJl MPOEKTOM, U3 YEro MOXKHO 3aKIIIOUUTh, YTO CTYJEHTHI UyB-
CTBOBAJIM OMNPEJIECIICHHYI0O HEYBEPEHHOCTh IPH BBINOJIHEHUU JTAaHHOW JeATelb-
HOCTH U HYXKJAJHCh B MOJJIEPKKE M KOHCYJbTallMU. B 001el ciiokHOCTH B X0J1e
JKCIIepUMeHTa 00yuarommmMucs 0bu10 co3nano 19 urp, 84 % u3 HUX pu HE0OXO-
JUMOM TOpaboTKe OKa3aaMCh MPUTOAHBIMH JUIS UCIOIB30BaHUS B Y4eOHOM IpO-
1iecce, 4To SIBJISETCS OJHUM M3 CBHIETENBCTB 3(PPEKTUBHOCTH JAHHOTO METOJA.
B 74 % nomyueHHBIX UTp OBLIO, KaK U MpeAsaraioch npemnoaasarenem, 10 3ama-
Hull, B 21 % wurp — menbme 10 3amanuit, B 5 % — 6onbiie 10. 3ToT dakt mo3Bo-
JSIET clieaTh BBIBOJ O TOM, UTO CAMOCTOSITEIILHO CO3/1aTh OHJIAWH-UTPY OBLIO TS
00ydJaronumxcss JOCTaTOYHO CJIOXKHBIM 3ajanueM. OOyuaromuecss BbIOpanu pas-
HBI€ THUIIBI UTP MO O(QOPMIIEHHUIO, OAHAKO CIEAYEeT 3aMETUTh, YTO MPEBAIUPYIOT,
[0 CYTH, TECTOBBIE 3aJaHMsI, TPEANOJATraollre BbIOOp MPaBUIBLHOTO U3 HECKOJIb-
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KHX TPEATIOKEHHBIX OTBETOB. MBI CUMTAEM, YTO TECTOBBIN THII 3aJJaHUS SBISIETCS,
C OJJHOH CTOPOHBI, HanOoJiee MPUBBIYHBIM B aKaJIeMUYECKOM KOHTEKCTE, a, C JIpy-
roil CTOpOHBI, HauboJyiee MPOCTHIM, BBHUJY YEero oOydaromuecs OTAAIH IMpero-
YTEHUE B €ro TOJb3y. Takke Ha BBIOOP THIA 3aJaHUs OOYYAIOUIMMHUCS, CKOpee
BCETO0, MOBJIHSJIA TPUBJICKATEIBHOCT U3aliHa M pa3HOO0Opasue Wrp TECTOBOTO
tuna (puc. 2, 3). Tonpko 20 % U3 MOTYYEHHBIX UTP HE MPUILIOCH 1OpabaThIBaTh,
YTO SIBIISICTCS OJTHO3HAYHBIM ITOKAa3aTesIeM HEOOXOJAUMOCTH COTIPOBOXKICHUS Tpe-
MoJIaBaTeIeM MPOoIecca CaMOCTOSTEIBPHOTO CO3/IaHuUs OHJIAHH-UTP 00YJatOIMH-
csl, KaKk MUHIMYM, Ha Ha4aJabHOM dTare. OHAaKO KOJUYECTBO JOMYIIEHHBIX B OH-
JaifH-Urpax OMMOOK OBIJIO B CPEIHEM HEBEIHKO: 3—5 OMMOOK Ha UTPY.

100%
90%
80%
70%
60%
50%
40% B HU3KHH
30% B cpeaHuii
20% B BBICOKHI
10%
0% T T T

WnTepec k onnaiftH- Yacrota JKenanue usyyarb Kenanue
Hurpam WCTIOJIB30BAHUS rpaMMaTHKY CaMOCTOSITEJIEHO
OHJIAH-UTD C MOMOILBIO U c03/1aBaTh
Ha ypoKax OHJIAH-UTPBI

Puc. 1. Pe3ynbTatbl BXOAHOrO aHKETMPOBAHUS YHACTHUKOB 3KCNEepMMeHTa
«OHNarH-nrpbl B NpoLLECCe U3Y4eHNst MTHOCTPAHHOIO A3bIka»

HcroyHunk: cospaHo H.A. KatankuHoi, H.B. BorgaHoBoi.

100%
90%
80%
70%
60%
50%
40% = low
30% B mid
20% ® high
10%
0% T T T )

Interest in online Frequency of using  Desire to learn Desire to create
games online games grammar through online games
during lessons games

Figure 1. Results of an entry survey of participants in the experiment
“Online games in the process of learning a foreign language”

Source: created by Natalija A. Katalkina, Nadezhda V. Bogdanova.
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Puc. 2. CkpuHWOT oHnanH-urpsbl «Dativ-Akkusativ»> cepsuca LearningsApps
Figure 2. Screenshot of the online game “Dativ-Akkusativ”’ from the LearningsApps service

UctoyHmk: co3paHo H.A. KatankuHown, H.B. BoraaHoBo.
Source: created by Natalija A. Katalkina, Nadezhda V. Bogdanova.

Kpome Toro, B mosp3y npuMeHEHHs JAHHOTO METOJa CBUAETEIBCTBYET TOT
¢akT, yTo 7OpPabOTKa UrPhI, BKIIOYAIONIAsi IPOCMOTP UCXOAHOTO BapHaHTa Mpero-
JaBaTeJIeM, YCTHOE OOBSICHEHUE JTOMYIIEHHBIX ONTMOOK, UCTIPAaBICHUE UX 00yYaro-
IIMMUCS ¥ TIEpENpOBEPKY MpernoiaBaTesieM, 3aHUMaeT 5—7 MUHYT, a CO3/JaHHe aHa-
JIOTUYHOM UTPHI Mperno/iaBareieM 3anumMaeT B cpeaaeM 15-30 munyt. Takum oOpa-
30M, CO3JJaHHE€ OHJIAH-UTP OOYYAIOUIMMHCS TO3BOJIIET PEUINTh, KaK MUHHMYM,
TpU 3a/1a4M: B KpaiHEe CXKaTble CPOKH OCYIECTBUTH KOHTPOJIb CTETIEHU yCBOEHUS
00yYaromuMHUCs U3y4aeMOil IpaMMaTU4ecKOW TeMbl, OOBSICHUTh UM HETIOHSTHIE
MOMEHTBI, & TAK)KE MOIYYUTh JOMOJHUTEIHHBIE METOIUICCKHAE MAaTePHATIBI.

B co3naHHBIX B X0JI¢ 9KCIIEPUMEHTa OHJAMH-UTpax He ObUIO JOMYLICHO HU
OJTHOW OIIMOKHM Ha IEJIEBYI0 T'paMMAaTHYeCKyIo TeMy. [laHHBbIA (akT CBUAETENb-
cTByeT 00 3(h(peKTUBHOCTH JTAaHHOTO METO/Ia IPH OCBOCHHUH IPAMMATUYECKOTO Ma-
Tepuana. B 3ajaHusX CTyIEHTaMH JOMYCKAJIUCh, MPEXKAE BCEro, MyHKTyallMOH-
HbIE U JIEKCHYECKHE OIIMOKH, a TaKkKe OMMOKM Ha HeoTpabaThIBaeMble B TaHHON
urpe IejieHanpaBIeHHO TpaMMaTHuecKue TeMmbl. Takke Obuld 3apuKCHpOBaHBI
METOJMYECKHE OIMMOKH (HAalpuMep, B TECTOBOM 3a/IaHMH OBLIO TIPEIIOKEHO 00-
jee OJHOIO MPAaBHJIBHOTO BapHaHTa, TOT/a Kak, COTJIaCHO 3aJlaHUI0, BHIOpATh
HY>KHO OBLIIO TOJILKO OJIMH).

[To uToram negarornyeckoro dKCrepuMeHTa ObLIO MPOBEACHO aHKETUPOBa-
HUE Ha BBIXOJIe, KOTOPOE MOKa3ano, 4To 69,2 % onpoleHHbIX NPOsSBUINA BBICOKAN
MHTEPEC K MPOLIECCY CAMOCTOSATENBHOTO CO3aHUsl OHJIAWH-UTPBL, TOraa Kak 7,7 %
PECIIOHAEHTOB 3TO 3aJJaHUE COBEPIIECHHO HE 3auHTepecoBalio (puc. 4). Ilpu stom
84,6 % yuyaCTHHKOB SKCHEpUMEHTa yJNAlOCh JIydlle IMOHATH OTpabaThiBaeMoe
B OHJIAMH-UTpe rpamMmaruyeckoe mnpasuio. [logasisiomniee GOIBIIMHCTBO 00yya-
IOIIMXCS yKa3aJlo, 4TO B MPOLIECCE CO3JIaHUs OHJIAMH-UTPBI Y HUX HE BO3ZHHUKIIO
HUKAKHX CIOXHOCTEH. B enMHUYHBIX ciydasx ObUIM Ha3BaHBI TaKue TPYAHOCTH,
KaK HeXBaTKa BPEMEHH, YTOUHEHHE KOHTEKCTa MPeJI0KEHUs, CO3/IaHIe TUCTPaK-
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TOPOB B TECTOBBIX 33/IaHUSAX U OTCYTCTBUE MHTEpeca. HecMOTpst Ha TO YTO TONBKO
68 % peCrnoHACHTOB TOTOBBI B OYAYyIIEM CaMOCTOSITEIIFHO CO3/1aBaTh OHJIAMH-UIPBI
[0 MHOCTPAHHOMY $3BIKY, 96,2 % OmnpoIeHHBIX XOTean Obl U Jajiee MCIOIb30-
BaTh OHJIAWH-UTPHI B y4eOHOM IpoIecce.
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FELEIENO . Der Frihling beginnt im [E 2. der Sommer beginnt im SILIN, der Herbst im
e Sl und der Winter im [ gl Das Jahr hat EXTTAMMNN Monate. Die

sind Juni, Juli, August. Die sind Marz, April, Mai. Die
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[# Coapars nogofiHoe ynpamtesme  ~ FinuHOe yNpakHaHWe CnyGNMKOBAHHOE YNPAHEHKE # [opafiorats ynpanserse

Puc. 3. CKpuHLLIOT OHnanH-urp «KTo xo4eT cTate MUAIMOHEPOM>» N «BCTaBb MPOMycKn»
cepsuca LearningsApps
Figure 3. Screenshot of the online games “Who Wants to Be a Millionaire”
and “Fill in the Blanks” from the LearningsApps service

UctoyHumk: co3paHo H.A. KatankuHown, H.B. BoraaHoBo.
Source: created by Natalija A. Katalkina, Nadezhda V. Bogdanova.
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Puc. 4. Pe3ynbTaTtbl UITOFOBOro aHKETMPOBAHUS yHaCTHUKOB 3KCNeEpUMeHTa
«OHnarH-nrpbl B NpoLLeCce U3y4eHNsi MTHOCTPAHHOIO A3bIka»

Hcroynunk: cospaHo H.A. KatankuHoii, H.B. BorgaHoBoi.
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Figure 4. Results of the exit survey of participants in the experiment
“Online games in the process of learning a foreign language”

Source: created by Natalija A. Katalkina, Nadezhda V. Bogdanova.

3akmouenue. [IpoBeneHHOE MCCIEIOBaHUE TIOKA3aJl0, YTO IOABIISIONICE
OOJIBIITMHCTBO 00YYAIONIUXCSl TPUBETCTBYIOT reiMU(UKAINIO yIeOHOTO TTpoiiecca
B By3€ M XOTeJH OBl Yalle UrpaTh B OHJIAWH-UTPHI HA YPOKAX WHOCTPAHHOTO SI3bI-
Ka. YYaCTHUKH MPOEKTa TAKXKe MPOSIBIIIN JJOCTATOYHO BBICOKUI MHTEpEC K caMo-
CTOSITEILHOMY CO3/aHUI0 OHJIAWH-HUTP IO MPOWICHHBIM TPaMMAaTHIECKHM TeMaM.
OpHaKo Mmpolecc CO3AaHusl OHJIAWH-UTP MPH MPOCTOTE B TEXHUYECKOM HCIIOTHE-
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HuU Ha Tiatopme LearningsApps TpeOyeT oT 00yJarommMxcsi pa3BUTOM S3BIKO-
BOI KOMIIETEHTHOCTH, & TAKXKe ONMPEACIECHHBIX METOJUIECKIUX HABBIKOB, YTO CBH-
JETENLCTBYET 0 HEOOXOAMMOCTH COMPOBOXKICHHUS JAHHOTO MPOIlecca Ha Havallb-
HOM JTare CO CTOPOHBI OMBITHOTO MpenojaBaTenss. CaMOCTOSTENIbHOE CO3aHue
OHJIAH-UTP MO3BOJHIIO OOYYArOIIMMCS JTy4Ille TIOHSTh U 3aKPElUTh H3y4yaeMoe
rpaMMaTHYeCKOe TIPABHIIO, a MPEIMOIaBaTEI0 — COKPATUTh BpeMs Ha pa3paboTKy
JOTIOTHUTEILHBIX METOANYECKUX MAaTEPUATIOB.

[IpoBeneHHBIN KCTIEPUMEHT CBUICTEIBCTBYET O MPEAMOYTHTEILHOCTH CO-
3/1aBaTh OHJIAWH-UTPHI B Tapax, 4TO MO3BOJSET OOydYaIOIUMCS HE TOJIBKO oOMe-
HUBATHCS 3HAHUSIMU U OIBITOM, HO M YKPEIIATh COLMaIbHbIC CBSI3U B KOJIJICKTH-
Be. Tor ¢akt, uTo 52 % yYaCTHMKOB IKCIEPUMEHTA HE CO3JAJIM OHJIAWH-UTPY,
a 16 % oOyuaromuxcs, y4yaCTBOBABIIUX B JKCIIEPUMEHTE, HE CMOTJM CO3/aTh
MPUTOIHYIO JUIS UCTIONB30BAHUSI B yU€OHOM IpOLiecce OHJIAaWH-UTPY, TOKA3bIBaET,
YTO JaHHBIM MeTOJ paboThl MOAXOAUT HE Ul BCeX 00yUaIOIIUXCsl, HO MO3BOJISET
obecrieunth AuddepeHnuanuo B y9eOHOM MPOIECCe, MPU KOTOPOM CKIIOHHBIC
K CaMOCTOSATEIbHONW TBOPUECKOM AESITENTbHOCTH U O0JIaJaloIIe T0CTaTOYHO BbI-
COKOHM SI3BIKOBOM KOMITETEHTHOCTBIO OOYYaloImMecs COCTAaBJISIOT OHJIANH-UTPHI,
a He CKJIOHHBIE K MPOIYKTUBHOW AESITEIbHOCTU CTYACHTHI B HUX UrpaioT. Kpome
TOT0, MBI CUUTAEM, YTO B JJIOOOM cliyyae BceM 0OydaromuMcs ObLIO MOJIE3HO TO0-
3HAKOMUTHCA C TPOAYKTHBHBIM HCIIONIb30BaHHEM IiaTdopMbl LearningsApps,
KOTOpasi MOXKET IMOCIYXUTh UHCTPYMEHTOM [UIsl caMOOOy4YeHHsI HE TOJIbKO HMHO-
CTpaHHBIM si3bIkaM. OOy4YeHHe WHOCTPAaHHBIM SI3bIKaM KaK YCTOWYHMBBIN mpoiiecc
MOKET OBITh 00€CIIeUeHO MyTEeM OBJIAJICHUS CTYICHTaMH Y4eOHO-TT03HABATEIIHHOM
komneTeHuen. [Ipencrapnennas Moaenb 00yUeHUsI KOPPEIUPYET ¢ MOCTyIaTaMU
bunocopur 00pa3oBaHUS OTHOCHTEIBHO CYIIHOCTH W COJICP)KaHHUsS OOydeHUS
B COBpeMeHHOM HH(popmarmoHHoM oO1iecTBe [19]. CamocTosaTenbHOe CO3/IaHue
00y4JaroIUMUCS OHJIAWH-UTP MO0 TpaMMaTHKE MHOCTPAHHOTO S3bIKAa C HCIOJb30-
BaHMEM cepBuca LearningsApps crmocoOCTBYET Pa3BUTHIO SI3BIKOBOM, MEAUITHOM,
METOJMYECKON ¥ COIMMOKYJIbTYPHONU KOMIIETCHITHH, a TAaK)Ke MOKET 00eCIedrnBaTh
nuddepeHIMpoBaHHOEe 00yUYeHHEe B TETEPOTCHHBIX TPyNIax M CIYXKUTh Cpe-
CTBOM MOTHBALIUM K HU3YUYCHHIO MHOCTPAHHOTO SI3bIKa M Pa3BUTHSI TBOPUYECKUX
CIOCOOHOCTEHN 00yJaronuXcsl.
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