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TEUMUOUKALIAA B METOJIUKE IPENIOJJABAHUSA PYCCKOI'O
A3BIKA: OT CO3JAHUSA KBECTA 10 YYEBHOTI' O ITPOIECCA

IIpenooasamenv Yuusepcumema PAHY
Hcmaunos Mypoooex Mancyposuu

AHHOTaHI/Iﬂ: B cratne pacCcMaTpuBarOTCA TCOPCTUKO-MCTOINYCCKHUC OCHOBEIL
reiMupuKal B TNPENOJaBaHUU PYCCKOTO S3bIKA. AHAIM3UPYIOTCA KIIOUEBBIC
AJIIEMEHTHI TeiMUupUKAIK, €€ OTIUYNE OT UTPOBBIX TEXHOJIOTHI M TeAarormieckou
HI'PBI. Oco0oe BHHUMaHHE YACIACTCA pa3pa60TI<e 06p3,30BaTeJIBHOFO KBECTAa KakK
dbopmbl peanuzanmuy TeHMUGUIIMPOBAHHOTO Tonaxona. lIpemcraBieH anroputM
CO3/aHMsl y4eOHOr0 KBECTA, PACKPBITHI ATAllbl €r0 BHEAPEHHUS B 00pa3oBaTEIbHBIN
npolecc W meaarormueckue yciaoBus d¢dektuBHOCTH. [lemaercss BBIBOJL O
3HAYUTCIIBHOM IIOTCHOHUAJIC FeﬁMI/I(l)HKaHHH JJIs1 ITOBBIIIICHUA MOTHUBallUn
06yqa}0m1/1xc;1 " Ka4CCTBA YCBOCHHA A3BIKOBOT'O MAaTCpHaJIa.

KuoueBble cjioBa: reiimudukays, METOANKA TPETOJaBaHus PYCCKOTO S3bIKa,
oOpa3oBaTelbHBIM  KBECT, WIrpoBasg  TEXHOJOTWS, MOTUBalMs, LudpoBas
oOpasoBaTenbHas cpefa.

Abstract: The article examines the theoretical and methodological foundations
of gamification in teaching the Russian language. The key elements of gamification
and its differences from educational games and game-based learning are analyzed.
Special attention is paid to the development of an educational quest as a form of
implementing a gamified approach. An algorithm for creating an educational quest is
presented, as well as the stages of its integration into the learning process and the
pedagogical conditions for its effectiveness. The study concludes that gamification
significantly enhances students’ motivation and improves the quality of language
acquisition.

Keywords: gamification, Russian language teaching methodology, educational
quest, game-based learning, motivation, digital learning environment.

Annotatsiya: Maqolada rus tilini o‘qitishda geymifikatsiyaning nazariy va
metodik asoslari tahlil gilinadi. Geymifikatsiyaning asosiy elementlari hamda uning
o‘yin texnologiyalaridan farqi vyoritiladi. Ta’limiy kvest geymifikatsiyalangan
yondashuvni amalga oshirish shakli sifatida ko‘rib chiqiladi. O‘quv kvestini yaratish
algoritmi, uni ta’lim jarayoniga joriy etish bosqichlari va samaradorlikning pedagogik
shartlari ochib beriladi. Geymifikatsiya o‘quvchilarning motivatsiyasini oshirish va til
materialini o‘zlashtirish sifatini yaxshilashga xizmat qilishi asoslanadi.

Kalit so‘zlar: geymifikatsiya, rus tilini o‘qitish metodikasi, ta’limiy kvest, o‘yin
texnologiyasi, motivatsiya, raqamli ta’lim muhiti.
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CoBpeMeHHOEe 00pa30BaHWE OPHEHTHUPOBAHO HA AKTHBHU3ALIMIO TTO3HABATEIbHOM
JEATENBHOCTA OOYYaIONIMXCSl W TOBBINIEHHME WX MOTHUBAIMU. B ycioBusx
nudpoBuzanu ¥ UHMOPMAIIMOHHOW HACBIIMIEHHOCTH TPAJAUIIMOHHBIE (HOPMBI
MpernojaBanss HE Bcerga 00eCeunBarOT BBICOKMN YPOBEHb BOBJICYCHHOCTHU
ydamuxcsi. B 9TON CBSI3M aKTyaqu3MpyeTcs HCMOJIb30BaHHE TeMUdUKAIUU Kak
MeJarornuyecKol TEXHOJIOTUH, HAMNpPABJICHHON Ha TMOBBIINICHUE MOTHUBAIMU Yepe3
BHEJIPEHUE UTPOBBIX JIIEMEHTOB B HEUTPOBOM 00pa3oBaTeNnbHbIN mpoiiecc [1].

Tepmun «reimudukanus» (gamification) o603HavYaeT UCTIOIB30BAHUE UTPOBBIX
MEXaHUK U 3JIEMEHTOB B HEUTPOBOM KOHTEKCTE [2]. B oTiamume oT megaroruyeckoi
UTpbl WJIA WrPOBOM TEXHOJOTHM, TredMudUKanmus He Mpearnosaraet IMoJTHON
TpaHChOpMANK ypOKa B WTPYy, a WHTETPUPYET OTIEIHHBIC WUTPOBHIE MEXAHU3MBI:
OaJITbl, YpOBHU, MUCCUH, TOCTUKEHUS, PEUTUHTH.

I[To muenuto K. Jlerepaunra, reiiMudukaiuss OCHOBaHa Ha HCIOJb30BAHUU
AJIIEMEHTOB HWIPOBOr0 JAM3ailHa B HEUTpoBBIX cuctemax [3]. B obOpazoBarenbHOM
KOHTEKCTE OHA HarpaBieHa Ha (OpMHUPOBAHUE YCTOMUYMBOW BHYTPEHHEH MOTUBALIUU
00 yJarOIITNXCS.

B Mmeroauke nmpenoiaBaHusi pycCKOro si3bIKa TeMMHU(PUKAIINSI CIIOCOOCTBYET:

e AKTHUBU3AIIMU PEUCBOU ESATEIHHOCTH;

e« pasBuTHIO OphorpaduUecKoil U MyHKTYaITMOHHOW TPAaMOTHOCTH;

o (OpMHUPOBAHUIO KOMMYHUKATUBHBIX HABBIKOB;

e TOBBIIICHUIO MO3HABATEILHOIO UHTEPECA.

UrpoBast ~ TexHonorusi  MpeArojaraer  OpraHu3alyi0  TOJHOIEHHOM
TUIAKTUYECKON Urphl. I'eliMuuKaIus e UCIoIb3yeT OT/IeIbHbIC UTPOBBIE AJIEMEHTHI

B paMKaX TPaJUIIMOHHOTO ypoKa [4].
OCHOBHBIE pa3IN4HUs:
HrpoBasi TexHoi0rus I'eiimupurkanus
IlosHOLIEHHAA Urpa BcerpanBaHue UTpOBBIX 3JIEMEHTOB
CrokeTHast CTpyKTypa o0s3aTenbHa CroxeT BO3MOXXEH, HO HE 00s3aTeeH
Bech ypok — urpa HrpoBbie MEXaHUKHU JOMOIHAIOT YPOK

Takum  oOpa3zom, reimMudukanus  sSBAseTcs T'MOKMM  HMHCTPYMEHTOM
MOJIEpHH3AINH TPAAULIMOHHOTO Y4eOHOI0 Mpolecca.

Onnoit w3 Haumbonee »HhPexkTuBHBIX (GopM redMubUKaIUA  SBISETCA
oOpa3oBaTenbHbIN KBecT. KBecT mpecrapisieT co00i Mocae0BaTeIbHOCTD 3a/1aHUi,
00BeAMHEHHBIX OOIIEH IENBI0 U CIOKETOM".

1. OnpenesieHne TUAAKTHYECKON LeIH

Hampuwmep: 3akpernenue temsl «IIpuaactue» uinu nosropenue opdorpammsl «H

u HH».
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2. Pa3zpaboTKka cro:keTta

[Tpumep: «JIluarBUCTHYECKAs SKCTIEAUIINA», «CIIACTH PYKOIUCH KIACCHKa.

3. KoncrpyupoBanue 3ajaHu i

3amaHus TOKHBI BKITIOYATh:

« MOP(OJIOTUYECKHI aHATIN3;

« opdorpaduueckue yrnpaxHeHus;

* pabOTYy C TEKCTOM;

¢ TBOPYECKHUE DJIEMEHTHI.

4. CucTteMa OleHUBAHUSA

Hcnonb3ytores 6amibl, ypoBHH, CepTU(HUKATHI JOCTHKEHUN.

5. UuTerpauus B ypok

KBecT moer ObITh peain30BaH:

¢ KaK 9acTh YpoOKa,

¢« KAK UTOTOBOE 3aHSTHE,

 KAK BHEYPOUHBIN MTPOEKT.

4. Ileparoruveckue ycaosusi 3¢pGeKTHBHOCTH reMiMuPuKaANNH

OddexTuBHOCTH reiiMudUKanum 00eCIeunBaeTCs CISAYIOINIMMHI YCIOBUSIMU:

1. Yérkas CBSI3b UTPOBBIX DJIIEMEHTOB ¢ 00pa30BaTEIbLHBIMU IEIISIMHU.

2. YMEpEHHOCTh B UCTIOJIb30BAHIH UTPOBBIX MEXaHNU3MOB.

3. [legarornyeckoe cOMpOBOXKICHUE.

4. Pednekcus pe3ynbTaToB J€ATEIbHOCTH.

5. Ucnonb3oBanue 1M (POBHIX HHCTPYMEHTOB (oHnaiH-IaThOpPM,
WHTEPAKTHUBHBIX CEPBHCOB).

5. Bansinue reiiMupukanuu Ha MOTUBAIUIO 00Y4aI0IIUXCS

HccnenoBannsi MOKa3bIBAIOT, YTO BHEIPECHHE HWIPOBBIX MEXAHUK IIOBBIIIAET
y4eOHYI0  MOTHMBAIIMIO, CIIOCOOCTBYET  Pa3BUTHI0  CaMOCTOSITEILHOCTH U
OTBETCTBEHHOCTH®.

B mpenomaBaHMM pPYyCcCKOro si3blka TeMMHU(HKAIMS ITO3BOJIIET IPEBPATUTH
CJI0’KHBIE TPAMMATHYECKUE TEMbI B UHTEPECHBIN MHTEIUIEKTYalbHbIN BBI3OB.

leiimudukanus  mpeAcTaBiaseT  coO0OW  TMEPCTIEKTUBHOE  HANPABIICHHE
MOJICpPHM3AIIMM  METOJAWMKK TIpENojaBaHus PyCCKoro s3bika. Mcmonb3oBaHue
0o0pa3oBaTelbHBIX KBECTOB CHOCOOCTBYET TOBBIIMICHUIO MOTHUBAIMHM, Pa3BUTHUIO
MMO3HABATEILHON aKTUBHOCTH U (POPMHUPOBAHUIO YCTONYMBBIX SI3BIKOBBIX HABBIKOB.

WNurerpauus reiiMudukanuy B y4eOHBIM mpouecc TpedyeT MeTOAUYECKOM
MOJIrOTOBKH U ITPOAYMAHHOW CUCTEMBI 3aJJaHUH, OJTHAKO €€ MOTCHIMAJI AETAET JaHHbIN
110aX0/1 3 ()EKTUBHBIM HHCTPYMEHTOM COBPEMEHHOI'0 O0Opa30OBaHUsI.
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