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AHOamna

Makanala maceneHiH mapuxbiHa KbicKawa worsy xacasnadbl, Kasipei keseHOe eelmMugbukayusiHbIH
ecin kKene xamkaH maHbIManobinbifbiHbIH cebernmepi marskbinaHadbl, COHbIMEH Kamap OHbl KordaHyOblH
Heaisei npuHyunmepi meH oadicmepi Kapacmblpbiniadbl, OKbimy OUbIHOapbIHbIH Mbicandapbl KesimipifnzeH.
Aemoprniap xofapbl 0Ky opbiHOapbiHOa wem mindepiH oKbimy rpoueciHde zelimugbukayusiHbl KorndaHyObiH
Hezi3ai npuHuuUnNmepi MeH npakmukasbliKk macindepiH cunammatobl. byn mexHonoauss cmydeHmmepdiH
MomueauyusiCbiH apmmbIpy MakcambiHOa Ma3MyHObI, OUbIH 35ieMeHmmepiH xoHe rnedazoaukarblK 8dic—
mepdi 6ipikmipedi. byn macin seldmugbukayusHbl apmypni xac monmapbl YwiH, 6inim 6epy npoueciHiH
opmypri Ke3eHOepiHOe oHe opmypni ic—wapanap weHbepiHOe muimOi KondaHyra 6osambiH
UHHOBaUusinbIK nedazo2uKkarsiblK mexHonoaus pemiHoe Kapacmabipyra MyMKiHOIK 6epedi.

TyltiHOi ce3dep:. eelimugpukauusi, OUbIH MpPaKMuKachl, aknapammbslK—KOMMYHUKaUUSIIbIK
mexHorioeusnap, wem mini, okbimy 6ardaprnamanapsi.

AHHOMauyus

B cmambe npedcmaeneH kpamkuli 0b630p ucmopuu eoripoca, obcy»x0aromcs rnpuquHbl pacmyuel
nonynspHocmu eelMugpukayuu Ha COBPEMEHHOM 3marie, a makXe paccMampuearomcsi OCHOBHbIE
MpUHUUMbl U MemoObl €€ rnpUMEHEHUs, rnpueodsIMcs rnpumMepbl obydyarowux uep. Aemopbl onucbigarom
KrroYesble rnpuHUUres! U npakmuyeckue nodxodb! K UCMOb308aHUK0 2eliMuchukauuu 8 rpouecce obydeHus
UHOCMpaHHbIM 5i3blKaM 8 8bICWUX y4ebHbIX 3agedeHusix. Oma mexHoozusi covemaem 8 cebe KOHmMeHm,
ueposble aneMeHmbl U redazoaudeckue MemoduKU C Uesbo rosbiweHUss Momusauyuu cmydeHmos. Takol
rodxo0 rno3eosisiem paccMmampusame 2elMuUbUKayUI0 Kak UHHOBAUUOHHY nedaz202uqdecKyto mexHo10auto,
Komopasi Moxem 3¢hghbeKmuUBHO NMPUMEHSIMbCST Onsl pa3fUYHbIX 803PacmHbIX 2pyrnr, Ha PasHbIX amarnax
obpasosameribHO20 rpouecca U 8 paMKax pas/iuyHbIx eudos8 0esimesibHOCMU.

Knrodeeble crnoea:zelimuchukayusi, uUeposble MpakmuKu, UHGOPMaUUOHHO—KOMMYHUKaUUOHHbIE
mexHos102uU, UHOCMpaHHbIU 53bIK, 0byvarouwue npoepammai.

Abstract

The article presents a brief overview of the history of the issue, discusses the reasons for the
growing popularity of gamification at the present stage, as well as considers the main principles and methods
of its application, provides examples of educational games. The authors describe the key principles and
practical approaches to the use of gamification in the process of teaching foreign languages in higher
education institutions. This technology combines content, game elements and pedagogical techniques in
order to increase student motivation. This approach allows us to consider gamification as an innovative
pedagogical technology that can be effectively applied for different age groups, at different stages of the
educational process and within different types of activities.

Key words:gamification, game practices, information and communication technologies, foreign
language, training programs.

With the growing importance of the English language in a global context, its
teaching has become one of the main tasks of higher education institutions. However,
traditional teaching methods often do not provide adequate motivation and engagement for
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students. Gamification offers an alternative approach by integrating game elements into
the educational process, thereby creating a more supportive and inspiring learning
environment. Modern researchers consider gamification as a mechanism for increasing
business efficiency and a tool for motivating employees [1]. It is also considered as a
means of activating work processes, academic and professional activities, as well as a
method of organizing the educational process and creating a favorable psychological
environment.

Other researchers call gamification an innovative strategy, describing it as a «new
concept in education» [2], while others identify it as a global trend [3, 4] in the development
of education and society as a whole.

In the database of the Scientific Electronic Library (https://elibrary.ru /) in less than
two decades, more than a thousand articles on the topic of gamification have been
registered.

The presented data is very eloquent and clearly demonstrates the exceptional
popularity and high relevance of the chosen topic.

The novelty of this article lies in examining the principles and practical methods of
applying gamification in foreign language instruction at the higher education level. The
authors reveal the reasons for the popularity of gamification, its fundamental principles and
methods of application, give examples of educational games and propose pedagogical
conditions for their effective use in foreign language classes.

The authors analyzed the psychological and pedagogical literature, as well as the
latest domestic and international studies relevant to the research problem. The study is
based on the system approach, which allows a comprehensive review of the research
object through its constituent components and their interrelationships. The methodological
basis of the research is based on general didactic principles, as well as on the main
provisions of communicative, interactive and activity approaches to teaching a foreign
language. Both general scientific and more specific methods, including modelling of the
educational environment and probabilistic forecasting of learning outcomes, were used in
the course of the research.

In our opinion, the growing popularity of the gamified approach at the present stage
is due to a number of factors. Firstly, in the current conditions of digitalization of society, it
is obvious that a significant part of the population and, primarily, young people are
attached to computers, smartphones and other gadgets, which sometimes develops into
addiction. In recent years, we hear more and more often that the modern ‘generation Y’ or
Z, as it is also called, poses new challenges to society. In this regard, it is obvious that
educators are keen to put the young generation's love of computer games at the service of
education

Secondly, we cannot ignore psychological factors, which, quite possibly, may be of
paramount importance. A game is traditionally perceived as a psychologically comfortable
form of learning activity that promotes the development of interest and personal
involvement in the learning process.

In addition, the introduction of gamification in the educational process is designed to
eliminate the contradiction between traditional methods and means of education, on the
one hand, and the new educational paradigm, on the other. Transition to the competence—
based model of education, increase in the volume and importance of independent work
and at the same time rethinking the role and functions of the teacher — the key directions
of reforming the education system — are in perfect harmony with the application of
gamification. After all, educational games presuppose, first of all, the possibility of
independent problem solving. In this case, the role of the teacher changes dramatically:
he/she turns into an instructor, whose main task is to formulate and, if necessary, explain
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the rules of the game, as well as to stimulate the participants, encouraging them to
achieve the goal.

However, we should not forget that gamification is not a game for game's sake, but
a pedagogical technology that serves a specific educational purpose. In other words,
gamification should be used to realize «professional rather than recreational goals» [5,
136].

Let us consider the use of gamification in foreign language learning by analyzing the
most popular programs and applications. Although gamification technology is not
considered a mandatory method for learning English, numerous online resources and
applications based on this approach have been developed in recent years. Below is a list
with brief descriptions of some of these tools. While there are many applications suitable
for gamification, the listed services are particularly well-suited for teaching and learning
foreign languages.

Zondle is a game—based educational platform built on gamification principles. It
allows teachers to create quizzes and significantly expand the amount of learning material.
Students can learn a language while playing games. Many educators use this program as
a tool to motivate students. Zondle is ideal for homework and practice. The platform
includes a progress tracking system, along with features like avatars, leaderboards, and
an in—game currency called Zollars, which increases or decreases depending on the
responses to quizzes and assignments. Students can access Zondle through web
browsers, smartphones, and tablets.

Memrise is an online service and mobile application designed for learning foreign
words. The content on the platform is user—generated. It can be used to learn not only
words but also formulas, terms, country capitals, and more. However, Memrise is primarily
used for studying foreign languages.

Play Brighter is a platform that allows you to create your own online learning
environment tailored to your preferences and needs. Educators can customize the learning
setting for students, design missions, and assign them a specific value in points.

The World Peace Game. This program is also based on the concept of a game. It
immerses players in a political simulation, giving them the opportunity to explore and
establish new connections in a community that is suffering from significant social,
economic, and environmental crises, as well as being on the brink of an inevitable war.
The main objective for the player is to overcome all these challenges through «live—action
role—playing» [6].

The application of gamification, like any other pedagogical technology, should be
based on the implementation of key didactic principles, as well as on the peculiarities of
studying a particular discipline. In the case of foreign language, this technology allows
combining the principles of activity—based and interactive learning within the broad
framework of the competence—based approach (see Table 1).

Table 1.— Principles of gamification application
Competency-based approach

Integrative approach Activity—based approach
General didactic principles
Goal-setting principle | Systemic principle | Accessibility principle
Specific principles
Integrative Modeling Results predicting
interaction reality

It is necessary to specify the following main pedagogical conditions of effective
application of gamification:
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— setting tasks and scenario development taking into account the level of training,
personal and professional interests, age and/or individual characteristics of students;

— proper organization of game—based learning activities of students, in the process
of which there is activation and/or systematization of the studied material;

— flexibility of the model, allowing to integrate this technology within the framework
of different types of classes and forms of training;

— step—-by-step work on the formation of relevant competencies during the
performance of specific tasks;

— sufficiently high level of information and communication competence of both
teachers and students.

Thus, the model of effective application of gamification in teaching foreign
languages can be presented in the form of a general scheme (Table 2). The proposed
scheme illustrates a set of factors contributing to the effectiveness of gamification
application. Practical realization of this model can be carried out in different ways.

Table 2.— Model of effective application of gamification

Goal: formation of
discursive Jcl:ompetence
Practical tasks:
(introduction of new material, activation of the studied material, its consolidation, knowledge
control, etc.)
Approaches: Principles:
— interactive; — systematic;
— activity—oriented — goal—oriented
—professional—-oriented — accessible:
— personality—oriented; — professional orientation;
— communicative — interdisciplinary;
— problem-oriented
| I
T gamification I[
Teaching tools: Forms of teaching:
—ICT; — classroom work;
—electronic educational resources; —team work
— multimedia training program; : — individual work;
— computer game —extracurricular work;
— independent training

Application of gamification technology has a number of advantages, the main of
which, in our opinion, is that one educational game can be used in the course of teaching
different disciplines, at different stages of education and at different levels of education.
This technology is flexible enough and allows to adapt it to specific educational goals and
objectives, to the age peculiarities or professional interests of students.

In conclusion, we would like to note that, like any pedagogical technology or
teaching method, gamification has its own peculiarities, advantages and limitations. To
make its application in the educational process effective, it is necessary, first of all, to
observe the principles of general didactics and methodology of teaching foreign
languages. After all, the use of innovativeapproaches aim not to overthrow the classical
foundations of pedagogy, but, on the contrary, to complement and improve them. A well—
designed and properly organized learning game can become a rather universal tool in the
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hands of an experienced teacher, allowing him to combine traditional approaches and
innovative methods with modern technical means of teaching.
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METOAWUKA PA3BUTUA PEYN YHALLIUXCA YHEPE3 PEYEBDIE YITPAXHEHUA
HA YPOKAX PYCCKOI'O A3bIKA U INTEPATYPbI

AcTtpaxaHueBa EneHa BukropoBHa

negaror—vMccrnegoBarernb, y4uTerb PyCcCKOro sidblka v niutepaTypbl
KI'Y «CpegaHsist obweobpasoBaTenbHas wkona Ne10

oTaena obpasoBaHusa ropoaa Apkanbika»

ynpasrneHusi obpasoBaHuna akmmaTta KoctaHarckon obnactu
r.Apkanslk, KazaxctaH

HypneucoBa OpbiH6acap CaraHabIKOBHa
negaror—vMccrnefoBaTenb y4nTerb pycCKoro si3blka U niutepaTypbl
K'Y «O6weobpasoBaTtenbHas LWKoNa MMeHn OnnxaHa bekenxana
oTaena obpasoBaHusa ropoaa Apkanbika»

ynpasrneHusi obpasoBaHuna akmmaTta KoctaHarckon obnacTtu
c.PoanHa, KasaxctaH

AHOamna
TakblpbinmbIH 63ekmifiai Mekmer OKywbliapbiHbIH cO30iK KOPbIH MOJbIKMbIpY, celneydi KopHEKi
KypandapmeH 6alibimy ywiH OKywbliapObiH celneyiH xemindipy KaxemmifigiMeH XoHe OKyWwblnapoblH
opbIC Mini cabarbiHa Kbi3bIFyWbibiFbIH 0aMblmyObliH MaHbI30bIbIFbIMEH MYyCiHOIpineoi.
TyliHdi ce3dep:coliney xammbirybl, 6aliiaHbicmbipbin celneydi dambimy, ce30ik KopbiH balibimy

AHHOMauus
AkmyanbHocmb meMbi 00ycriosneHa HeobxoduUMOCMbIO COBEPLUEHCMBOB8AHUS peyu yHauwuxcs ons
MOrOMIHEHUsT C/I0BapHO20 3araca WKO/bHUKO8, obozalieHuss peyqu u3obpasumesibHbIMU cpedcmeamu,
3HaYUMOCMbIO Pa3sUMUS y WKOMbHUKO8 UHMepeca K ypoKaM pyCcCcKo20 A3biKa.
Knrodeeble criosa :peyegoe yrpaxHeHue,pa3gumue Ce883HOU peyqu,06020ujeHue cr108apHO20
3anaca
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Ha npenofaBaHue aHrMUIACKOro s3blka B
LIKOMaxX KasaxcraHa

VMcnonb3oBaHWe NpoekTHOW OesATenbHOCTU B
npenogaBaHUKN aHITIMACKOTO A3blka B LLKOMAX
KasaxctaHa

"eomeTpus cabakrapbiHaa kenbip ecentepni
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[lE€BMAHTHOrO NoBeAEHUs B KONneaxe

dopmbl U MeToAbl MPOCUITAKTUKM

3aBUCUMOCTU OT COUMarnbHbIX CETEN Yy
noapocCTKOB

1587

191

196

200

205

210

214

218

221

226

231

235

240

243

248

252



MA3M¥Hb! | COOEPXAHUE

CynTtaHoBa Mapbs MHangapoBHa

Tneyxop AkHueT PaxmeTKanukbI3bl

Tokmyp3oB Annbek Mapan6ekoBuy

TyraeBa dnbBupa XXaHrenbgMHOBHA

TynenoBa [luHapa MapanoBHa

YpaoBuyeHko Buktopusi BuktopoBHa

XanpynnuHa OkcaHa HypynnoBHa

XacaHoBa KaHarat XKacynaHoBHa,
EceHranueBa XXaHap XXanracoBHa

XycanHoBa N'ynbcanpa MapaTtoBHa,
KaneHoBa NynbHap MapaTtoBHa

UbiryneBsa Hatanba MBaHOBHa

Yynposa BapBapa BanepueBHa,
Ay6aknposBa lOnusa lockaHoBHa

WamcytamHoBa AMuHa AbgyxaMuToBHa

LokumoBa CanpaH A3HabGaeBHa,
EpmyxaHoBa MHapa MbpanmoBHa

4 CEKUUA

KnbepOynnuHr n ero B3anMocBsi3b C
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bIHTbIMaKTaCTbIK
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Ponb 6ruonornyeckoro obpasoBaHus B
npocunakTuke AeBUAHTHOrO NOBeAEHMS
yyalmxcs

[eaTenbHOCTb LieHTpa NCMXONOrM4eckon

NOAAEPXKKN B KOHTEKCTE COBPEMEHHOIO
obpasoBaHus
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	Когнитивно–поведенческий подход (А. Бек, 1960–1970–е годы). В совре–менных исследованиях подчеркивается, что когнитивно–поведенческая терапия (КПТ) является одним из наиболее эффективных методов коррекции тревожных состояний у подростков. Применение К...

	Обратимся к истории изучения буллинга. Буллинг, или систематическая травля, впервые был описан в конце 1960–х годов. В наши дни проблема буллинга приобрела новые формы, включая кибербуллинг, который распространяется через социальные сети и мессенджеры...
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	Использование практических задач. Важно включать в учебный процесс реальные примеры из повседневной жизни, которые требуют применения физики для их решения. Например, задачи на расчет температуры в разных условиях, определение силы сопротивления при д...
	Примеры задач для развития функциональной грамотности:
	Задача по механике: «Энергия на утренней пробежке»
	Условие: Представьте, что вы регулярно бегаете на утренние тренировки по маршруту длиной 3 км. Ваш вес – 70 кг, а скорость бега составляет 10 км/ч. Используя формулы для расчета кинетической энергии и работы против силы трения, определите, сколько эне...
	Задача по термодинамике: «Энергоэффективность кондиционера»
	Условие: Предположим, что в вашем доме установлен кондиционер, который потребляет 2 кВт электроэнергии в час. Он охлаждает комнату объемом 50 м³, поддерживая температуру на уровне 22 C. Рассчитайте, сколько энергии он потратит за день, если работает 8...
	Задача по оптике: «Роль солнечных очков в защите глаз»
	Условие: Вы выбрали пару солнечных очков, которые, по заявлению производителя, блокируют 90% ультрафиолетового (УФ) излучения. Оцените, насколько эффективна защита ваших глаз, если солнечное излучение на пляже составляет 1000 мкВт/см². Если вы проводи...
	Задача по электричеству: «Потребление энергии в доме»
	Условие:В вашем доме находятся несколько приборов: холодильник (100 Вт), телевизор (150 Вт), стиральная машина (500 Вт) и компьютер (200 Вт). Каждый из этих приборов работает в среднем по 4 часа в день. Рассчитайте, сколько электроэнергии потребляют э...
	Задача по механике: «Скорость автомобиля в разных условиях»
	Условие: Автомобиль едет по дороге с тремя различными условиями: сухая дорога (коэффициент трения 0,8), мокрая дорога (коэффициент трения 0,6) и обледенелая дорога (коэффициент трения 0,3). Рассчитайте, как изменится максимальная скорость, с которой а...
	Цель задачи:Развить способность анализировать физические процессы в реальных условиях и оценивать их влияние на безопасность и эффективность транспортных средств.
	Задача по гидростатике: «Заполнение бассейна»
	Условие: В вашем доме есть бассейн объемом 50 м³, который необходимо наполнить водой. Водопроводный кран подает воду с расходом 10 литров в минуту. Сколько времени потребуется, чтобы наполнить бассейн? Какое давление создаст столб воды в бассейне на е...
	Эти задачи не только позволяют школьникам практиковать свои знания, но и учат их видеть связь между физическими законами и реальными жизненными ситуа–циями. Такой подход помогает развивать функциональную грамотность, которая необходима для успешного о...
	Функциональная грамотность на уроках физики играет важную роль в подготовке учащихся к жизни в современном технологичном обществе. Развитие у учеников навыков применения теоретических знаний в реальной жизни, работа с информацией, использование соврем...

	Таким образом, обзор современных работ, посвящённых изучению эмоцио–нального выгорания у студентов педагогических специальностей, демонстрирует высокий уровень актуальности данной проблемы и многоаспектность её проявления. С одной стороны, эмоциональн...
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