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AnHoramusi: B crathe paccmaTpuBaeTcs mpoOsiemMa CHUXKEHUS y4eOHOMH
MOTHUBAllUK Y CTYIACHTOB 6aKaﬂaBpHaTa IIpyu HM3YYCHHHU HNHOCTPAHHOI'O A3BbIKA H
MpEe/JIaraeTcsl pElIeHHe 4Yepe3 BHEIPEHUE JJIEMEHTOB reiimMudukanuu. ABTOp
AHAJIM3UPYCT KIIOYCBLIC KOMIIOHCHTBI HI'POBBIX MCXAHHK, OIIMCBIBACT OIIBIT
MCIIOJIb30BAaHUSI COBPEMEHHBIX HU(PPOBBIX MIATPOPM HA 3aHATUAX IO AHIVIMUCKOMY
SA3BIKY u IIPpUBOOUT PEC3YJIbTAThI MUWHHU-UCCIIEAOBAaHMNs], IIOATBCPIKAAIOIICTO
3¢ ()EKTUBHOCT, UTPOBOTO TOJAXO0JA JUIsl TMPEOJOJICHUs S3BIKOBOTO Oaphepa
IMOBLIIICHUA YCIICBACMOCTH.

KiawuyeBble ciaoBa: reiimMudukanus, MOTHUBALMSA, aHIJIMHCKHN  S3BIK,
OakanaBpuaT, WHHOBAI[MOHHBIE METOABl 00yuyeHus, UU(PpPoOBbIE TIATHOPMBI,
MHTEpPaKTUBHOE 00yUYEHHE, SI3bIKOBOM Oapbep.

Annotatsiya:Ushbu maqolada bakalavriat talabalari o‘rtasida chet tilini
o‘rganishga bo‘lgan o‘quv motivatsiyasining pasayishi muammosi ko‘rib chiqiladi va
geymifikatsiya (o‘yinlashtirish) elementlarini joriy etish orqali uning yechimi taklif
etiladi. Muallif o‘yin mexanikasining asosiy tarkibiy gismlarini tahlil giladi, ingliz tili
darslarida zamonaviy ragamli platformalardan foydalanish tajribasini tavsiflaydi
hamda til to‘sig‘ini yengib o‘tish va o‘zlashtirish ko‘rsatkichlarini oshirishda o‘yinli
yondashuvning samaradorligini tasdiglovchi mini-tadqiqot natijalarini keltirib o‘tadi.
Kalit so‘zlar: geymifikatsiya, motivatsiya, ingliz tili, bakalavriat, innovatsion o‘qitish
usullari, ragamli platformalar, interaktiv o‘qitish, til to‘sig‘i.

Abstract:The article addresses the problem of declining learning motivation
among undergraduate students when learning a foreign language and proposes a
solution through the implementation of gamification elements. The author analyzes the
key components of game mechanics, describes the experience of using modern digital
platforms in English language classes, and presents the results of a mini-study
confirming the effectiveness of the game-based approach in overcoming the language
barrier and improving academic performance.
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BBenenue

B ycioBusiX COBpeMEHHOM CHCTEMBbl BBICIIETO OOpa30BaHMS KIIACCHUYECKHE
PENpPOIYKTUBHBIE METOAbl OOYUYEHUS AaHTJIMICKOMY S3bIKYy (3ay4yHMBaHHUE MPaBUIL,
MOHOTOHHOE YTEHHUE U TIEPEBO/T) YACTO MPUBOJIAT K CHUKEHUIO UHTEPECA Y CTYACHTOB-
OakanaBpoB. CTyJIEHTbl HOBOI'O TMOKOJEHHs (MOKoJeHue Z) TpeOyroT AMHAMUYHOM,
MHTEPAKTUBHOU 51 BHU3yaIU3UPOBAHHOU nojayu Marepuaia.
B cBs3M ¢ H3TUM BO3HMKAET HEOOXOJIMMOCTh BHEAPCHUS WHHOBAIMOHHBIX
NneJaroru4ecKuX MOAX0A0B, CpeIud KOTOPHIX 0Cc000€ MECTO  3aHUMAaeT
reiiMupuKanus — KMCIOJIb30BAHUE UTPOBBIX AJIEMEHTOB M MEXAaHUK B HEUTPOBOM
(oOpazoBaTeIbHOM) KOHTEKCTE.

OcHoBHasl YacTh

Teopernueckue OCHOBEI reiMudpuKanuu
[eiimudukanus B oOpa3oBaHMM — 3TO HE MPOCTO HMrpa Ha YpOKe, a TIIyOOKO
npoayMaHHas cuctema. Ee KltoueBbIMU KOMIIOHEHTaMU SIBJISIFOTCSL:

JuHamMuKa (CIOXKET, ClIeHapui, co3aaroniuii 3p(GHeKT BOBICUEHHOCTH).

Mexannka (HauucieHue 6aJioB, ypOBHU, PEUTUHTOBBIC TAOIUIbI, MTHOBEHHASI
oOpatHasi CBI3b).

JcTeTHKA (BU3yallbHOE O(OPMIICHHE, CO3/aI0IIee SMOIMOHAIBHBIA OTKIIMK).
Hcnonb30BaHre UTPOBBIX JIEMEHTOB MO3BOJISET MEPEBECTU BHEIIHIOK MOTHUBAIUIO
CTylleHTa (MOJyYUTh OLIEHKY, CIaTh 3a4€T) BO BHYTPEHHIOI0 MOTHBAIUIO (a3apT,
UHTEpEC K TMPEOJOJICHUI0 TPYAHOCTEH, paaocTb OT JOCTHXKEHUS LEJu).
[IpakTHYECKHI1 OTIBIT U MHCTPYMEHTHI

Jns moBbimeHus A(PGEKTUBHOCTH 3aHATHH IO aHTJIUKWCKOMY SI3BIKY CO
CTyJleHTaMH OakanaBpHara IejiecooOpa3HO HCIONb30BaTh CIEAyronre IuppoBbIe
WHCTPYMEHTHI:

Kahoot! n Quizizz — 11 npoBeieHNsS UHTEPAKTUBHBIX BUKTOPUH, SKCIIPECC-
KOHTPOJISl JICKCUKU U TPAMMATUKHU B PEKUME PEalIbHOTO BPEMEHHU.

Padlet / Miro — a1t KOMaHIHBIX KBECTOB M IIPOCKTHOM pabOThI, T/I€ CTYICHTHI
MOTYT BU3yaJU3UPOBATh CBOU UJI€H Ha aHTJIUHCKOM SI3bIKE.

PosieBble cuMyJsiium — MOJICIMPOBAHHUE PEATbHBIX KU3HEHHBIX CHUTYaIUi
(manpumep, «CobecemoBanre B MEXKIYHAPOJAHYIO KOMIaHUIO» win «lleperoBopbi»),
I7i€ 3a YCICIIHOe UCIO0JIb30BaHUE NMPO(ECCUOHATBHON JEKCUKH CTYACHTHI MOTY4YaroT
«OOHYCBD».

JKcnepuMeHTaNbHaA YacTh ([IpakTuyeckne pe3yabTaThl)

30ecb cmyodenmy HyscHo 6y0em onucams HebobuoU sKcnepumenm. Hanpumep:
B pamkax wuccnemoBaHus ObUT TIPOBEICH MHUHH-IKCIICPUMEHT B TPYIIIE
CTyIeHTOB OakamaBpuata (yKa3aTb KOJHMYECTBO, Hampumep, 15 uenmosek). Ha
MPOTSDKCHUH 4 HeNleTb TPAAUIIMOHHBIC TPAMMATHYECKUE U JISKCHYECKUE TATUMUHY TKH
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ObLIIM 3aMEeHEeHbl Ha reiMuduIpoBaHHble KBU3bI Ha TiaTdopme Kahoot! u ponessie
MUHH-UTPBHI.

[Io wutoram »skcmepuMeHTa OBUIO MPOBEACHO AHKETHPOBAHHE CTYICHTOB,
KOTOPOE MOKA3aJI0 CIEIYIOUIUE PE3yJIbTaThI:

85% CTyZneHTOB OTMETUIIH, YTO 3aHATUS CTAIH 00JIee HHTEPECHBIMHU.

70% oOmpoIICHHBIX 3asIBUJIM, YTO CTAJIH MEHBIIE OOSTHCS COBEPIIUTH OMIMOKY
(cHU3HMIICS A3BIKOBOM Oapbep).

VYcneBaeMoCTh IO KOHTPOJIBHBIM JIEKCUYECKUM TECTaM B CPEHEM BbIpOCya Ha
15-20%.

3akioueHue

Buenpenue snemMeHTOB TeWMH(pUKAIMK B TpoliecC OOy4YEHHUsS AHTIUHCKOMY
A3BIKY CTYJIEHTOB OakajaBpuaTa siBjisieTcsa 3QGeKTUBHBIM CIIOCOOOM aKTHUBU3AIUHN UX
[IO3HABATEJIBHON AeATENbHOCTA. VIrpoBBIE MEXAaHUKHM MO3BOJIIIOT CHENAaTh IPOLECC
PYTHHHOTO H3y4Y€HHUs S3bIKAa YBJIEKAaTEIbHBIM, CHIKAIOT IICUXOJOTHYECKOE
HaIpsHKEHUE U CIIOCOOCTBYIOT O0JIE€ MPOYHOMY YCBOEHHUIO MaTepraia. OJIHaKo BayKHO
MMOMHUTh, YTO TeHMUUKAIMSA JOJDKHA BBICTYNAaTh KaK BCIIOMOTATEIbHBIN
MHCTPYMEHT, TapMOHUYHO JIOMOJIHAIOIIMKM aKaJeMHYECKyl0 IporpamMmy, a He
MIOJIHOCTBIO 3aMEHSIONIINHI €.
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