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AnHotanus. Ctuau o0ydeHHs], TOJXOSIIIE UTS TIOKOJIEHHUS Z, BKIIOYAI0T 00ydeHHne Ha
MPaKTHKE ¥ 00y4YeHHE IPH MTOMOIIH PA3INYHBIX TapkeToB. Kak MOKa3bIBalOT HEKOTOPHIE
HCcIe0BaHMs, 00ydeHHe B WIpe NMPHHOCHUT TOJIb3y. [103TOMYy AMst M3ydeHHs WHOCTpaH-
HBIX SI3BIKOB pa3pabOTaHO MHOXKECTBO MOOMJIBHBIX NPHJIOKCHUH U KOMIBIOTEPHBIX HID,
Hanpumep «Funland» u «Monkey Puzzles World Tour». K coxanenuto, 31 urpst He Obl-
a1 pa3paboTaHbl C ydeToM MNOTpeOHOCTell yuamuxcst koi. HrpoBoe mHpuiiokeHue
«PowPow» OBIIIO CO371aHO AJIS MOJAEPIKKH CTYIEHTOB P M3YUESHNUH aHTIIMHACKOM JIeKCH-
Ku. B 3T0OH urpe ectb Tpu TeMaTUUYECKUX pa3leia: I0M, peCTOpaH U KocMoc. B kaxnom
paszene ydammecs J0JDKHBI OTBETHTh Ha OAMH Bompoc 3a 30 cekyHI, 4TOOB! 3aBEpIIUThH
urpy. B paMkax mpoBeneHHOTO HCCIEAOBaHWS B 3Ty WUIPY HIPaIN ydallHecs cpeaHei
mKoutsl B Bozpacte 13 ser. [locie urpsl BBIICHHIOCH, YTO BCE yUaIIHecst ObUTH COTJIACHBI C
TEM, YTO OHa MOTHUBHPYET MX K H3YYCHHIO aHTJIMHCKOTO SI3BIKA.

KnaioueBble cioBa: o0ydyeHHE MHOCTPAHHOMY SI3bIKY, WHHOBAIIMOHHBIE TEXHOJIOTHH B
CpeHei mKoie, urpsl B o0pazoBanun, PowPow.

Jist uuTHpOBaHUS

Hemo6un I1. I'. K Bonpocy 00 HCIOJIb30BaHMM KOMIBIOTEPHBIX UIP B OOYYEHHH HHO-
CTpaHHOMY SI3BIKY B cpejHei 1mkoiie / BectHuk BypsiTckoro rocysapcTBeHHOTO YHHBEp-
cureta. O6pazosanue. Jlnmanocts. Ob6mectBo. 2021. Ne 3. C. 75-77.

B nocnennue rozapl uccneaoBanus 3p(HEKTUBHOCTH O00YUYEHHS Ha OCHOBE LH(pPO-
BbIX urp (DGBL) 3HauuTensHo yBenumumwinck. OOpa3oBaTenbHbIE UTPBI OPUEHTHPOBA-
HBI HA CTPYKTYPHUPOBAaHHOE U Pa3BleKaTeIbHOE HIPOBOE IPOrPaMMHPOBAHHIE, KOTOPOE
HOJJICP>)KUBAET UTPOKOB B Ipoliecce 00ydeHus O TeX Mop, OKa He OyAeT TOCTHIHYTa
yKa3aHHas Lenb 00yueHus. B 3ToM KOHTeKcTe ucciaeoBaTeNu U3y4yaroT, Kak MHTepakK-
TUBHAsI MIPa MOMOTAET YYaIUMCS CPENHEH IIKOJBl W3ydyaTh JIEKCHKY aHTIHICKOTO
s3b1Ka. boitee TOro, yuammmcs HyXKHBI 0oJiee «HHTEPECHBIEY» CPEeJICTBA O0YUYCHUS MPH
W3yYEHHH HHOCTPAHHOTO SI3bIKa, YTOOBI N30ekKaTh CKYKH, KOTOPYIO OHH HCIIBITHIBAIOT
npyu 00y4YeHUH C MCIIOJIb30BaHUEM CTaHAAPTHBIX METOOB. MccienoBanue, npoBeaeH-
HOE Cpeld ydJaluxcs 7-X KJIaccOB, MOKa3aJlo, YTO Ha KOMIIETEHTHOCTh YYalUXCs B
W3yYCHHHU CJIIOBAPHOTO 3ariaca BIHSIFOT BHYTPEHHHUE W BHEIIHUE (aKTOPHI, B TOM YHCIIC
MOTHBAIHS YYAIIUXCsI, YPOBEHb KOHIICHTPAIIMH, YPOBEHB CIOKHOCTH OOYUEHHS CIIOB,
KOJIMYECTBO y4allMXcs B Kijacce M HCIOJb30BaHUE CPEICTB 00ydeHHs. Pesynprarhl
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MHOTHX HCCIIEIOBAaHUN JOKAa3aJId, 4TO MHTEPEC YYaIlUXCs BO3PACTAET MO MEpPEe TOTO
KaK OHH JIOTaJbIBAIOTCA, UTO UTPa yBIIEKATENIbHA.

D¢ dexTHBHOCTD 00yUEHHsI HA OCHOBE KOMIIBIOTEPHBIX UTP TAaKKe U3MEpPSAETCS Imy-
TEM TECTUPOBAHUS WIPbl ydamumucs. IIpu cpaBHEHWHM TECTOB BBISBICHO, YTO HIPA,
UCTIONb3yeMas B KadecTBE MHCTPYMEHTa 0OyUeHHs, MOXET MOBBICUTh UHTEPEC M MO-
THUBALUIO yYaIlIIXCsl.

Hpyroe uccnenoBaHue MOKa3bIBAET, YTO UTPOBOW MOAXOJ] MOTHBUPYET yUalluXcs
YUHTBCS, YeM TIPH HEUrpoBOM moaxoae. Kpome Toro, MOTHBAIus U pe3yiabTaThl J10-
CTHXXEHHUSI UTPOBOTO MpOIIecca MEXly MalbUlKaM1 U JIeBOYKaMH paBHbI. Takum oOpa-
30M, HHTEPEC K UTPOBOMY IPOLIECCY MOSIBIIAETCS HE TOIBKO Y MAJIbYMKOB.

Hcxons u3 BhIllleyKa3aHHBIX 00CTOSITENBCTB, PEJIaracTcs albTePHATHBHBIN MOJI-
X0 K 00y4YEeHHIO C UCIIOIb30BAHHNEM KOMITBIOTEPHON HIPHI.

HccnenoBanne npoBOIMIOCE B HECKOJIBKO 3TAIlOB € YYaCTHEM YYalllUXCsl pa3HOTO
Bo3pacTa. OfHAaKO B HACTOsILEH cTaTbe MPUBEAEHBl ydalluecs IBYX 7-X KJIAcCOB
cpenHel Kok, ucnomib3ytomue «PowPow» B 00y4eHHH, KOTOPBIM COCTOUT U3 Tpex
TEMaTU4YEeCKUX TPYII U A€BATH HaO0OpoB MUHU-UTp. Kaxknas urpa HauMHaeTcs ¢ O3Ha-
KOMJIGHHA oOTpefeieHHON TeMbl. llonbp3oBaTensiM naeTcsi HEKOTOPOE BpeMsi, 4TOOBI
M3YYUTh TEMY, MPEXJIE YeM OHM NMPUMEHST 3HAHUS B Urpe. DTOT CIIOCOO MO3BOJSET
MOJIB30BATENIAM yCBauBaTh HOBBIE 3HAHMS JUISl JOCTHIKEHMS L€ UTPBI U MOITyYEHUS
«3Be3nouek». OHM MOTYT BBIOpaTh TEMY M MIpaTh B MIPy B T€UEHHE OTPAaHUYEHHOI'O
BpeMeHH. Urpoku MOTyT OBTOPHUTH UTPY, YTOOBI y3HATh, €CTh JIM MPOTPECC B 3aBep-
LIEHUH UT'PbI, OTMEYas BpeMsl, HE0OX0IUMOEe AJIsl KKIOH Urpbl. DTO HYKHO JJIsI TOTO,
YTOOBI yUaIrecs: MOTIIN BECTH celst OoJiee YBEPEHHO.

B pesynbpraTte yyamuecs 7-X KJIaccoB MOKa3alH BHICOKHI YpOBEHb MOTHUBALIUU MIPU
W3yYCHHHU MOCTABICHHON TEMBI M B CPEJHEM HPOSIBUIHN OOJBIIYIO aKTHBHOCTh U 3aWH-
TEPECOBAHHOCTh MPEAMETOM, HEXEIH OO0BbIYHO. MBI HE CTalM MOKAa3bIBaTh UTOTU HC-
CJIeZIOBAHUsI B pa3zpese rpymni (Ki1accoB) B AU GEpeHIIIPOBAaHHOM BHE, T. K. pe3yJIbTa-
ThbI IPAKTUYECKH UICHTUYHBI.

Takum 00pa3zoM, TpagULIMOHHBIE MTOAXOAB! K O0YYEHUIO HE COOTBETCTBYIOT Pa3BH-
THIO0 TEXHOJIOTHH, 0COOCHHO ISl yYalIuXcs COBpeMeHHOU mikoibl. Mrpe «PowPow»
yJlaJIOCh TPHUBIIEYb MHTEPEC YYALIMXCSI K aHTJIMHCKOMY SI3bIKY M MOOYIUTH MX K €To
n3ydeHuto. KpoMme Toro, sTo urpa MOXeT yBEJIHYUTH CIOBAPHBIA 3amac ydaluxcs.
OnHako HEOOXOAUMO YIYYIIUTh WUIPY, T. €. YBEJIWYHUTH AOIYCTHMOE BpeMs, 4TOOBI
ydaiuecs 00blIe BHUMAaHUS YACISIIN IPAKTUKE.
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Learning styles that are suitable for generation Z are learning by doing and learning
through gadgets and computer games. Learning through a game is more fun and beneficial,
as proven by some studies. In foreign language learning there are many applications such
as «Funland» and «Monkey Puzzles World Tour». Unfortunately, the application has not
been developed based on the needs of school students. A game application, called «Pow-
Pow» has been developed to meet those needs in supporting students learn English vocabu-
lary. This game has three different themes: house, restaurant and outer space. In each
theme, students are motivated to play each prompt question in 30 seconds to complete the
game. This application was played by secondary students aged 13 in the frames of the
study. After playing the game, it is found out all students agree that this game motivates
them to learn English.

Keywords: foreign language teaching, innovative technologies in secondary school, games
in education, PowPow.
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