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STAGES OF WORK USING GAME-BASED MEDIA TECHNOLOGIES IN ENGLISH LANGUAGE LESSONS
Annotation

Games continue to become very important entertainment of lessons and sessions. More teachers are using games than ever before
as they look for ways to socially interact with their audience and fun ways to conduct not only lessons but also seminars, trainings,
conferences, etc.. This article discusses the role of gaming activities during learning English language. Furthermore, in this article
will be considered main advantages and disadvantages of gaming activities in foreign language learning. And a list of the most
popular online gaming activities will also be recorded. The main advantage of the article is that teachers of Osh State University
pass a survey on the topic.

Key words: games, gaming activity, social interaction, online competition game, online quiz

3TAIBI PABOTHI C IPUMEHEHHUEM UI'POBBIX TEXHOJOI'HIT B CMH HA YPOKAX AHTJIMMCKOI'O
SA3BIKA
AHHOTALHSA

HWrpsl mpoomKaloT CTAaHOBUTHCS BAKHBIM Pa3BIIeUeHNEM Ha ypokax. Bee Oomple yunTeneil mMpuMEHSIOT UTPhI 94eM KOTAa-Imuoo,
MOCKOJIBKY OHH HIIIYT CHOCOOBI CONMATbHOTO B3aNMOIEHCTBYS C Ay AUTOPHEH U Becélble CIIOCOOBI TPOBECTU HE TONBKO YPOKHU, HO
W CEMHHApbl, TPEHUHTH, KOH(pEepeHIIMH U 1p. B 3Toli cTaThe paccMaTpuBaeTcsi pojb UTPOBOH NESATEIBHOCTH HA 3aHATHAX UL
U3y4YEeHUs aHITIMICKOTro A3bIKa. By yT paccMaTpuBaThCs OCHOBHBIE ILIFOCHI U MUHYCBI UTPOBOM ESTEIBHOCTH B U3YUCHUU SI3bIKA.
A Ttaxke OyayT 3alMCaHBI CIIHCOK CaMBIX HOMYJISIPHBIX MTP JUIS M3yYEHUs HHOCTPAHHOTO s3bIKa. OCHOBHBIM IIPEHMYIIECTBOM
CTaThU ABIIETCS TO, 4TO Ipenoaasareny Omckoro I'ocyqapcTBEHHOr0 Y HUBEPCUTETA IPOLLIH ONPOC IO TEME.

KuloueBble cjioBa: WIrpbl, UTpoBas JAEATENbHOCTb, COILMAIbHOE B3aUMOJEHCTBUE, OHJIAH HWIpa-COPEeBHOBAHHUE, OHJIAMH-
BUKTOPHHA.

INGLIZ TILI DARSLARIDA O‘YIN ASOSIDAGI MEDIA TEXNOLOGIYALARIDAN FOYDALANISH
BOSQICHLARI
Annotatsiya

O‘yin asosidagi faoliyatlar zamonaviy ta’lim amaliyotining tobora muhim tarkibiy gismiga aylanib bormoqda. Bugungi kunda
o‘qituvchilar dars jarayonida o‘yinlardan ijtimoiy o‘zaro ta’sirni kuchaytirish va nafaqat darslarda, balki seminarlar, treninglar va
konferensiyalarda ham qiziqarli ta’lim muhitini yaratish magsadida keng foydalanmoqdalar. Ushbu maqolada ingliz tilini o‘qitish
jarayonida o‘yin asosidagi faoliyatlarning o‘rni yoritiladi. Shuningdek, chet tilini o‘rganishda o‘yin texnologiyalaridan
foydalanishning asosiy afzalliklari va kamchiliklari tahlil qilinadi. Maqolada, bundan tashqari, eng ommabop onlayn o‘yin
asosidagi ta’lim faoliyatlari sharhi keltiriladi. Tadqiqotning muhim jihati shundaki, unda O‘sh davlat universiteti o‘qituvchilari
o‘rtasida o‘tkazilgan so‘rovnoma natijalari asosida empirik ma’lumotlar taqdim etiladi.

Kalit so‘zlar: oyinlar, o‘yin faoliyati, ijtimoiy o°zaro ta’sir, onlayn musobaqa o‘yini, onlayn viktorina.

BBenenne. B coBpeMeHHOM MHpe OYE€Hb HOIYJISPHO
CTallo Y4uTb M 00y4aTh AHTIMICKOMY SI3BIKY. AHIIMHCKHH
SI3BIK CUUTACTCSI MEX/[YHAPOIHBIM M BO MHOTHX CTpaHaX JIIOAN
TOBOPAT Ha aHIVIMHCKOM SI3BIKE  CBOOOXHO. 3HaHHE
QHTJIMHCKOTO S3BIKa CUUTAETCS OTPOMHBIM IPEHMYIIECTBOM
JUISL TeX, KTO JIOOWT ITyTeIIecTBOBAaTh 10 MUpY. B oOydeHnn
AHTJIMICKOMY  SI3BIKY ~ MHOTHX  CTYAEHTOB  TPYIHO
3aHHTEpecoBaTh, BOBJICYb B MPOLECC, MO3TOMY CaMblit
MHTEPECHBIH TpoLecc JUIi HUX — 3TO Mrpa. A HIpbl Juid
M3y4eHMS aHTJIMICKOTO JUIS JIeTed W B3POCIHbIX SBIAIOTCS
OCHOBHOH (opMOii 00ydeHHs HHOCTpaHHOMY s3bIKy. OHH
CO3/AI0T HEMPUHYXIEHHYIO 00CTaHOBKY, B KOTOpPOH 00ydeHHE
TNPOUCXOANT JIeTde, IO CPABHEHUIO C IPUHYIUTSIHHBIMI
MeTo/laMH TpernojaBanus. Urpa («urpoBas AesTEIbHOCTHY)
— MHCTHHKTUBHBIN crocod TOJTyYEHHS u
pa3BUTHsI HABHIKOB JIOJABMH W JKMBOTHBIMH B MOMEHT
OTCYTCTBHS HEMOCPEICTBEHHON yrpo3sl 1ust xxu3Hu[ Lee Alan
Dugatkin, 2008].

- 164 -

B mporecce urpel y4amuecss He TOJBKO 3allOMHHAIOT
HOBBIC CJIOBA, BBIPAXCHUA WM NIPpaBUjIa, HO TaAKXXE pa3BUBAIOT
BHHMATENILHOCTh, aMsITh, MBIIUICHHE, HAOIIOAATEILHOCTD H,
KOHEYHO JKe, TBOPUECKHE CIOCOOHOCTH. IIpuMEeHeHHe Wrp B
00y4YEeHHH aHITIMICKOMY SI3BIKY CIIOCOOCTBYET IOJJICPIKAHUIO
MHTEepeca K aHIIMICKOMY S3bIKY, a TaKKe [OMOTaeT Jierde
YCBOWTB, 3aKPEIHTh U OCBOMThH MaTepual ypoka. B aToii ctatbe
OyIyT paccMaTpUBAThCS BUBI UTP M UTPOBOW IESTENBHOCTH,
NPUMEHAEMbBIC B U3YUCHUN AHTJIMMCKOTO S3bIKA.

O030p JauTepaTypbl. TeopeTHueckHe  OCHOBBI
UCIHOJIb30BaHUSI Wrp B OOYYCHMH HMHOCTPAHHBIM S3bIKAM
(AnanbeBa M. B. ,2014) B cBoeii paboTe momg4EpKUBAET, 4TO
UTPBI CIIOCOOCTBYIOT CHIDKEHHUIO TICHXOJOTHYECKOro Oapbepa
OpH TOBOPEHHH, Pa3BUTHIO KOMMYHHMKATHBHBIX HAaBBIKOB H
TMOBBIINICHUKO MOTHBAIIMH. BbI)IeJ'lS[I'OTCﬂ TpH 3Tala BKIIFOUYCHUA

Urpbl TPH U3YYCHHS] AHIVIMICKOTO sI3bIKA W KyJIBTYpPBI:
ITOArOTOBUTEIbHBIH, OCHOBHOI u 3aBepUIAIOIINN
(pednexcuBHbIIL).
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IManxuit A. A. u 3aukoB JI. B. paccmarpuBanu urpy
KaK CpEJCTBO AaKTHUBHM3AIMM I103HABATENILHONW AESATENbHOCTH
emé B COBETCKOW menaroruke. VX upeum nernmm B OCHOBY
MOHUMAHUs TUIaKTudeckoi ynkimu urpsl. Hukutuaa H. U.
(2016) omuceIBaeT CTPYKTYPY UTPOBOH JESATENFHOCTH HA yPOKE
QHTJIMHACKOTO Kak:

TIOJITOTOBKA K Urpe (BBEAECHHE JICKCHUKH, TPaMMaTHKH),

HTPOBOE 3aaHne (TIPUMEHEHUE B peul),

aHaNM3 pe3ysbTaTa U 3aKperieHne (peduiekcus).

W3 3apy0OexHOi IuTepaTypsl O TeMe JaHHOW CTaThU
MOXHO yka3ath uto Wright, Betteridge & Buckby (2006) —
«Games for Language Learning». B HayuHO#1 paboTe aBTOPHI
NpE/JIararoT 4eTKOE eJIeHUe Ha pre-game, during-game u post-
game stages, TIAe KaXIbl STall HaLEJeH Ha pPa3BUTHE
OIIPENENIEHHOTO SI3BIKOBOTO aCIHEKTa: JICKCHKH, I'pPaMMAaTHKH,
NPON3HOIICHUSI ~ WJIM  HaBBIKOB  TOBOPEHHSA.  ABTOpPHI
NOMYEPKHUBAIOT POJIb UTPHl KaK HMHCTPYMEHTa ITOBTOPEHHS,
3aKpEeIUICHUS 1 aBTOMATH3alliH S36IKOBOr0 MaTepraina. Taxxke
Hadfield J. (1999) B cBoeii pabote — «Intermediate
Vocabulary Games» pa3genus Mo CIOKHOCTH MU S3BIKOBBIM
HaBblkaM. CTpyKTypa KaxIOH UIpbl BKIIOYAET: IIETH,
MaTepHanbl, 3Talbl NPOBEIACHHS, NpaBUIa U PedIIeKCHIO.
AKIIGHT Ha WHTEPaKTHMBHOCTh M pa3sHOOOpa3ue ITaros,
BKJIIOYAsi TPYNIIOBOE OOCYXKIEHHE W CO3/aHHE COOCTBEHHBIX
urp.

Tlonsxopa C. M. (2015) B crathe O NPUMECHCHUU
UTPOBBIX TEXHOJIOTHM B HAYaJIbHOM WIKOJNE OTMEYacT, 4YTO
KaXIBI 3Tam ypoka (OT MOTHBALUM 1O KOHTPOJS) MOXKET
BKJIIOYATh UTPOBBIE JIEMEHTHI:

I sTam — MoOTHMBanMOHHBIN (Pa30TpEBAIOIINE WIPHI:
warm-up)

1I Srar — o0y4Jaronmn
(Jlekcuueckne/rpaMMaTHYECKUE UTPHI)

III sTam — 3akpemsomuil (UrpHI-KBECTHI, POJICBBIC
CUTYaIlUH)

IV »stam — KOHTpONMpYIOUMHA  (UTPHI-TECTHI,

BUKTOPHHBI)

C.W.HukonaeBa (2020) B cBOEM HCCIEIOBAHUH IO
reiimuukanmn B EFL oTMeuaeT BaKHOCTh uepeAOBaHUS
UTPOBBIX (OPM C TPAIUIHOHHBIMH 3aJaHUSIMH, YTOOBI
COXPaHHUTh OanaHCc MEXAy OOYYaroIMM M pa3BlIeKaTCIbHBIM
KOMIOHEHTaMH. YTOp cAellaH Ha GpopMHupyIoliee OlleHHBaHNE
B mrpax. Taxke C. M. HukonaeBa kimaccuuuupoBaia UTpl
TakuM 00pazom:

Wrpe1 Ha TOATOTOBUTETFHOM JTaIle:

(hoHeTHUECKHE 3apSAAKH, HTPHI HA TOBTOPEHHUE CIIOB

Hrpsl Ha OCHOBHOM 3Tare:

rpaMMaTHYECKUE TpaHchopManu,
oO0rmeHus

Wrpel Ha 3Tane 3aKperuieHUst/KOHTPOJIS:

KPOCCBOP/IbI, BUKTOPHHBI, 1e0aThI, POJIEBBIC HIPBI

Metonet  uccienoBanusa.  OOBEKTOM  H3YYEHHS
SIBIISIFOTCSL MTPOBBIE (OpPMEI B cdepe oOpazoBaHuu. B xoxe
WCCTICIOBaHNST OBUTH HCIIOJIB30BAHBI CIICAYIOIINE METOJIBI:
HaONIO[IcHWe, aHalM3, CHHTE3, CpaBHEHHWE, O0OOUICHHE.
OCHOBOIIOJIATAIONIMM METOJIOM HCCIIEIOBaHHUsI OBUT OIPOC
npenoaasaresei Omickoro I'ocynapcTBeHHOT0 YHUBEpcUTETa
KOTOpbIE TIPENOJAIOT AHIVIMACKUN S3bIK, KOTOPBIA MOMOT
riy0xe 3aryisIHyTh B U3y4aeMylo TeMy.

Hrpa -coumanbHoe B3aumozeiicteue. B xoxe
B3aUMOICHCTBHS HMeeT MECTO CTaHOBJICHHE u
pa3BUTHE JIMYHOCTH, COLMAIBHON CHCTEMBI, U3MEHEHHE HX
B COLIMANTBHOM CTpyKType obmiecTsa u T. 1.[ Bamues U. , 2016
]. MHOTHE Urpbl IPOUCXOAAT HE Paay HIPbI, & UX UCIIONIB3YIOT
KaKk MEXaHHU3M B pa3HbIX HessiX. CMBICT UTp HE POCTO B TOM,
4TOOBI JIydllle BCceX U OBICTpee BCEX ChIrpaTh, @ HHTEPAKTHBHO
pacKphIBaTh CIOXKET, IeJIb KOTOPBIA CTAaHOBUTCSA, TaKUM

cuTryauuu
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06pa3om, He IPOCTO CTATh JIyUYIINM HTPOKOM B OIIPEAeNIEHHOI
Urpe , a CBOEro poja, MyONUIHUCTUYECKOH IEeATETbHOCTBIO,
SIBIISIFOILICICSA B MIpe caMOM TJIaBHOH €€ 0COOEHHOCThIO. A Ha
YpOKaxX HTpy MOXKHO HCIIOIb30BaTh KaK INPU IMPOXOXKICHUU
HOBOT'O MaTepHana, Tak U A1 UTOrOBOH IPOBEPKU 3HAHUH, JUIS
0000IIeHNsT ¥ TIOBTOPEHUS U B TIPOBEICHHH BHEYPOUYHBIX
MEpOINPUATHIL.

PesyabTat ncciegoBanus

B mpomnecce o0ydeHus Wrpa BEITOJHSAET MHOMKECTBO

BakHeHmmMx  ¢yHKkmmu. B cBooo  oyepens,  cBoei
MEeJarornueckoil  JIeATeNbHOCTH  BBIAETAI0  CIEAYIOIINe
¢hyHKUIUH Urp:

1. pasenekatenbHyio (OCHOBHasi (YHKIHS WIPBI -
pasBieydb, IPOOYAUTH SHTY3HA3M U MOTHBAIIHIO);

2. KOMMYHHUKAaTHBHYIO (OCBOGHHE IMAJIEKTHKH H
pa3BHTHE HABBIKOB OOIIEHMS, CONMAIM3alUsi U yMEHHE
paboTaTh B KOMaH/E);

3. TepameBTHUYCCKYIO (IPEOIOJICHNE HEKOTOPHIX
npobieM, BO3HUKAIOMINX B OCTaJIbHBIX BHJAX
JKU3HEESITEIbHOCTH U IIPEOI0TICHIE TOHUMAHHS TEMBI yPOKa);

4. BocnuTaTeNIbHBIE (BOCIUTAHUE CAMOCTOSTENbHOCTH,
YBaXEHHE Pa3HbIX MMO3MIMI: HPABCTBEHHBIX, 3CTETUIECKUX U
MHPOBO33PEHYECKIX YCTaHOBOK; BOCIIHTaHHE
COTPYAHUYECTBA, KOJUIEKTHBU3MA, OOIINTEILHOCTH.

[MpuBeny npuMeps! U3 IPAKTUKH IIPUMEHEHUS HTPOBOH
JeITeIbHOCTH Ha pa3HbIX dTarax yaeOHOro mporecca:

Ilepen TemM kak NpPOWTM HOBBIM MaTepuan, MOXHO
MPOBEPUTh Y4YaIIUXCsA C MOMOMIBIO online- quizziz wim ke
Worldwall mo Teme ypoka. B 3Tom caiire ecTh rotoBble
BOIIPOCHI-UTPBI, KOTOPBIE MOTYT 3aHHTEPECOBATh Ay JUTOPHIO U
MIOMOTYT HayaTh YPOK yBIIEKaTeJIbHO. TaKkiKe MOKHO CO3JaTh U
CBOI1 KBH3, 3aIMCaB U 3apETHCTPUPOBAB BOIPOCHI Ha cailT. B
HacTosIIee BpeMsI OYCHBb MHOTO OecIIIaTHBIX
00pa3oBaTeNIbHEIX OHJIANH-CEPBUCOB, KOTOPHIE MO3BOJSIOT U

NPOBOJUTh BUKTOPHHBI I  TIO3BOJISIIOT  HCIIONIB30BATh
TOTOBbIE BHUKTOPHHBL. C TIOMOHIBIO TakWX TOTOBBIX,
GecITaTHRIX OHJNAfH KBH30B IIOBBICHTH  YPOBEHB

BOBJICUEHHOCTH 00yUaIOmUXCs B y4eOHBIH mporiecc.

2) IIpu 000OMmEeHNH U TIOBTOPEHUH OJIOKa M3yYEHHBIX
TEM MOJKHO IPHMEHSTh OHJIAWH Urpy-copeBHOBaHMe. OHIIaiH
UTpa- COPEBHOBAHMUE - 3TO MPEAMET UCCIIETOBAHMS MTeIarOT KU
OHJIAflH WIPBI, KOTOpas B CBOIO OYEpe[b SIBISIETCS YacThIO
MeQuarnearorTukn  win  MmeaunaoOpaszoBaumsi)[4]. s
MpOBeNeHNsT TOAOOHBIX WIp, 3apaHee MOAOMpPAI0 HIPHI,
TpeOyromue MpoBepKy 3HaHUS CTyAeHTOB, kak Kahoot. Kahoot
- 9TO TOMyJIsipHas oOydaromas rwiaThopma IS MPOBEICHUS
BUKTOPHH, CO3JaHUS TECTOB W 00pa3oBaTeNbHBIX HIpP. OTY
UrpoBy0 TATGOpMy yI0OHEEe MOIb30BATHCS MOOMIBHBIM
NPWIOKEHHEM, TTOITOMY OYEHb MOAXOIUT JUIs CTYAEHTOB, Y
KOTOPBIX €CTh MOOWIbHBIE Tele(OHBI C IOAKIIOYEHHEM B
UHTEpHET.

3) B nro0oif ypoK MOKHO BHECTH 3JEMEHTBHI HIPHIL.
Hanpumep, Ha ypoke pabOThl ¢ HOBBIMH CIIOBAMH YYaI[UXCS
HaJ0 pas3leiuTh Ha HECKOJbKO KOMaHJ W HpPOBECTH
copeBHOBaH#Me. Llenb Urpbl COCTOUT B TOM, YTOOBI KaK MOXXHO
GBICTpee Hanmucatb WJIK yrajatb IPaBUIIBHOE CJIOBO WIIN
¢pasy. Komanza, koropast 60Jbliie Halucaio Ha JOCKEe HOBBIX
CJIOB, KOJIMYECTBO 33/[a4 MOOLIPSIETCS] XOPOLIMMH OTMETKaMH.

4) 3axpenieHue n3y4eHHOT0 MaTepraa MOKHO TaKkKe
HPOBOJUTS C 3JIEMEHTaMK Urpbl. Harpumep, MOKHO NPOBECTH
MHMHHM BHKTOPHHY. BHUKTOpPHHBI - 3TO OOWH M3 Hauboiee
PacrpoOCTPaHEHHBIX HIA0JIOHOB AIEKTPOHHOTO OOy4eHHs Ui
MHOTHX OHJaiH-KypcoB. Ha oGcyxeHre BBICTABISIOTCS BCe
TEeMBI U 3Talbl NpoiieHHOro Marepuana. Hampumep, ecnu y
MEHsI HauMHaIoIast TPYIIa , TO 51 UCMOJB3YI0 3Ty mIarhopMy
IS MIPOBEPKHU 3HAHUN
https://www.gamestolearnenglish.com/reveal/ 3anaua
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yYaImXcst — Kak MOKHO OOJIbIIIe BBIMTOIHUT 3aqannii. Games
to learn English- camas mpocras B wuCmONB30BaHHU U
MHOrO(Q)YHKLMOHAJIbHASL UIPa [Ae BKIIOYEHBI BCe (DYHKLHMH
WIPOBOH [EATENBbHOCTH. 3/eCh €CTh HIPBHl Pa3BHBAIOLIHE
HABBIKM TOBOPEHHs, YIYYUIAIOUME 3HAHUE TIPAMMATUKH
AHTITHHCKOTO A3BIKA, UTPHI [JIS 3aM0THEH S CIIOBAPHOTO 3armaca
Y Pa3BUBAOIIHE JIOTHYECKOE MBIIIICHHE YUaIliXCSL.

Take I8 BBIACHEHHS  PACHPOCTPaHEHHOCTH
pasNMYHBIX OHJaiH WrPOBBIX (OPM, TPUMEHSEMBIX IPH
M3YYCHHUH AHIIMICKOTO A3bIKa, COYETAMOLIEr0 O0yJarolme 1

UTPOBEIE 3JIEMEHTHI, aBTOPAMH ObLIT POBE/ICH HAyIHBIH OIPOC
cpemn 50 mpemopaBatenell aHrIMHACKOro s3bika OIICKOTrO
l'ocynapcTtBeHHOro VYHHMBEpCUTETa C 1LEIbIO  BBIBICHUS
Hanbojee BOCTpeOOBAaHHBIX HMHCTPYMEHTOB. B  xoxe
UCCNeIoBaHNUsl  ObUIM  MPOAHATM3UPOBAHBI  MPEANOYTECHUS
PECIOHJCHTOB, Ha OCHOBE 4Yero OBUTH BBISBIECHB HambOolee
MOMYJISIPHBIE TUIAT(GOPMBI M CeNaHbBl BEIBOJBI O TEHACHIMIX
UX HUCIIOJNB30BaHMS B 00pa3oBaTeNbHOM MojenH. Pe3ymbraTe
HCCIIeI0BaHMs TIPEICTaBIeHbI B BUJe THCTOrpamMmsl Fig. 1

Fig.1 ITomynspHOCTH UTPOBEIX TIIAT(HOPMBI O0YUEHUS Cpel IperofaBaTeNeil aHIIIMICKOTo sS3bIKa

3akai04eHne M peKoMeHIanMH. Pe3ynbraTe ananm3a
oIpoca HperoJaBaTeliei 0 TOM, KaKOH B UTPOBBIX IIaTGOpM
OHH 4allle BCEr0 UCHOJIb3YIOT B 00pa30BaTeNbHOM IIpoLecce,
MOKa3bIBAIOT, YTO Hauboliee MOMyIspHbIe MIaTGOPMBI Cpean
PECIIOH/ICHTOB SIBJISIOTCS:

* Quizziz — 6 penogasareneit

+ Kahoot — 7 nmpenonaBareneit

» Wordwall u I -4 npenonasaTeneii u T.1.

[IpuMeHeHHe WrpoBBIX IIATGOPM M COBPEMEHHBIX
OHJIAWH-BUKTOPHH - 3TO COBEPIICHCTBOBAHHBIC IMPOIECCHI
o0ydueHusi, KOTOpbIe TOMOTYT YIIy4YIIHUThH HaBBIKH W
O0OBEKTHBHO OLICHUBAIOT OOYYAIOUIMXCS , IOMOTYT BBISIBHTH
OLIMOKH M JOCTHKCHHS YUaIerOCs..
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