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Annomayus. B nacmosiwee epems nepeo cghepoii obpaszoeanus cmoum 3a0a4a NOUCKA
ahpexmuenvix cnocobos nogvluleHUs yPOBHs 8081€4eHHOCMU YUAWUXC 8 NO3HABAMElb-
Hblll npoyecc. Llenvro pabomsr — 0630p Cywecmsyrowux cmpameuti HeOpeHusi UHHO8A-
YUOHHO20 Memooa 2etmuurayuu 8 oulatiH-o0yuenue aneauickomy A3viky. Paccmompenul
cooeparcamenbHulll U CMPYKMYPHbLUL HOOX00bl 8 PAMKAX MemoOd, NPUBEOeH aHANU3 PA3IUY-
HbIX pecypcos ecetimMupukayuu 6 Kavecmee CpeoCms HNOBbIUEHUS YPOBHI MOMUBAYUU
VUAUUXCca U Cmumyiayuy ux unmepeca k ooyuenuro. Ilooobnoe uccieoosanue no3eosnsem
coenamsb 6bl800 O CMENeHU peanlu3ayuu NOMeHYyuala memooa 6 Yughposou cpeoe u 803-
MOICHOCIAX OdlbHeliule2o0 pocma 8 OAHHOU 001acmu.

Kniroueevie cnosa: cooepocamenvras cetmupuxkayus, cmpyKmypHas 2eumMugpurayus, mo-
mueayus, yugposas cpeda, ueposvle MexHoI02UU

Gamification as a tool for increasing motivation in digital learning:
content and structural approaches
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Abstract. Currently, the field of education faces a task of finding effective ways to increase
the level of student motivation. The purpose of the article is to review strategies for imple-
menting the gamification method in online English language learning. The content and
structural approaches of the method are considered. The authors provide an analysis of
gamification resources as a means of increasing student motivation and stimulating their
interest in learning. Such a study allows us to draw a conclusion about the degree of reali-
zation of the method's potential within the digital environment and the possibilities for fur-
ther in this area development.
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Brenenue. [{udpoBuzaius kauecTBeHHO n3MeHmIa chepy odpaszoBanus. CyOnek-
TaMH Y4eOHOTO Tpoliecca CTau MoKoJieHus Z u Ajb(a, BBIPOCIINE B 310Xy HO-
BbIX MH(POPMAIIMOHHBIX TEXHOJOTMH. KOHTEKCT pa3BUTHS OOYCIOBMJI MX Xapak-
TEPHBIC YEPTHI, BKIIOYAs KIMUIIOBOEC MBIIICHUE W, KaK CJICICTBHE, PACCESTHHOCTh
BHUMAaHUsI, HETAaTUBHO BIIHSIIONIYIO HA YPOBEHb MOTHBAIMU. OHUM U3 METOJIOB €€
MOBBIIIICHUS SIBIJIACH TEHMH(UKAIMS, JEMOHCTPUPYIOIIAsl BBICOKYIO THHAMUKY
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pocTa TMOMYyJISIPHOCTA W BOCTPEOOBAaHHOCTH B KOHTEKCTE HU(POBOro obOpa3oBa-
TEJILHOTO MPOCTPAaHCTBA. Bce 3TO MO3BOJISIET paccMaTpPUBATh €€ KaK aKTyaIbHYIO
TEXHOJIOTHIO B 00YYEHHH aHTIIMHCKOMY si3bIKY [1].

Metoabl u maTepuajbl,. COBpeMEHHBIC MCCIEIOBATENH OIMPEACISIIOT METO
KaK MHTETPAIMIO 3JIEMEHTOB HWTPHI, UTPOBBIX TEXHOJIOTMH W WTPOBOTO H3aiiHa
B IIpoliecc 00yUYeHHs], KOTopasi ClIOCOOCTBYET KaueCTBEHHOMY M3MEHEHHUIO CIloco0a
OpraHu3aly y4eOHoro npolecca U IpUBOAUT K MOBBIIIEHUIO YPOBHSI MOTHUBAIUH,
BOBJICYEHHOCTH OOY4YarONIMXCsl, AKTUBU3AIMU WX BHUMAHUS U KOHIEHTpAIUU MPU
pemeann yueOnsix 3amad (Turosa C.B., Yukpusosa K.B. I'elimudukamnus B 00y-
YEHUU WHOCTPAHHBIM SI3BIKAM: TCUXOJIOTO-IUIAKTUYECKUNA M METOJAMYECKUMN TO-
teruuai, 2019).

BriiengoT CTpyKTYpHYIO M COAEp)KaTelbHYI0 KOHueniuu Mmerona. Ileppas
IpeanoaracT MPUMEHEHUE UTPOBBIX MEXaHUK 0e3 M3MEHEHHUsT 00pa30BaTeIIHbHOTO
coaepxaHus. B paMkax BTOpOro BapuaHTa cojJep)KaHUE Kypca npeodpasyercs Ta-
KM 00pa3oMm, 4ToObl 0OOyYEHHE MOXOAWIO Ha UTPY, HO COXPaHsI0 oOpa3oBaTesb-
uyro ueib [2]. Ilo muennro C.B. Turosoit u K.B. Unpku3oBoii, moctaHoBka o0pa-
30BaTENIbHBIX 3a7]a4 HapsIy C WIPOBBIMHU SIBISIETCA YCJIOBHEM YCIEUIHOTO
uCIoyib30Banus Metoaa. C 3TOW TOYKH 3pEHUsI COJIePKATEIbHBIN MOAXO0 ] XapaKTe-
pU3YETCSl MEHBIIIEH CTENEHbI0 HEOJHO3HAYHOCTU MO CPABHEHUIO CO CTPYKTYPHBIM
[3]. Cpean nmpreMoOB CTPYKTYPHOrO BHIA BBIAEISAIOT OAIUIbI, YPOBHH, JOCKHU MOYE-
Ta, Menanu («OedmKku») U «06occoB». B paMKax colepKaTeabHOTO THIIA MOKHO
OTMETHUTH CIOKET, IEPCOHAKEN, HHTEPAKTUBHOCTh OOpATHOU CBSA3U U 3P (DEKT mpu-
cyrcrBus [4].

Pe3yabTaThl. B KOHTEKCTE HACTOAIIErO aHajiM3a BaXKHO AaTh 0030p Cyle-
CTBYIOILIUX CTpaTeruii BHEAPEHUs] METO/Ia B 0OydeHue. [lepBblil BapuaHT mpeano-
JaraerT BO3MOXXHOCTb «TeMMU(UIIMPOBATHY OTJAEIbHBIC JJIEMEHTHhl ypoka. Tak,
Quizlet mosBosster co3maBarh MOLYIH IS OOYYEHUS MHOS3BIYHOM sekcuke. Co-
JepKaTebHas TeMMuUKaIUs TpeICTaBlIeHa MPEUMYIIECTBEHHO HHTEPAKTHUBHO-
CTBIO OOpaTHOM CBS3M, 0OecmeynBarolel OBICTPYIO PEaKIUIO Ha IEUCTBUS yUEHU-
KOB B XOJi¢ OOy4Y€HHUS] U BO3MOXKHOCTh OTCJIEXKHUBaTh mporpecc. CTpPYKTypHBII
MOAXO0J PeaTn30BaH C MOMOIBIO 0aI0B, TAOIUIIBI JUAEPOB U 3HAYKOB, BBHICTYIA-
IOIMX B POJIU ITUKJIOB BOBJICUEHUS U 0OCCIICIMBAIOIINX COPEBHOBATEIHLHOCTD.

Bropoe HampaBiieHHE CBSI3aHO C NMPUMEHEHHEM TaKOTro TOTOBOIO MPOAYKTa
CO BCTPOCHHOW 00pa3oBaTelbHOM mporpammoii, kak Duolingo, xoropsiii mpeo-
CTaBJISIET JOCTYIl K TOTOBBIM YPOKaM MO pa3iIuyHbIM TemMaM. OH HMIMPOKO UCIIOJIb-
3yeT pecypchl 000MX MOAXOOB, OT/aBas MPEUMYIIECTBO CTPYKTYPHOMY B BHUIE
YPOBHEBOM OpraHu3aliy Kypca U «60ccoB» (yIpakHEHHI ¢ MOMETKOM «CIOMKHOE
3aganue»). IIpUCYTCTBYIOT Tak)Ke 3HAYKH IOCTIKCHHM, B BHIE KOTOPHIX COXpa-
HSIOTCS 3aBEPILICHHBIC Pa3J/iesibl, U €OUKHU OMbITa». DJIEMEHThI COJEPKATEIHHOTO
TUIA TAKXKe MPEACTaBIEHbl U BKIIOYAIOT UHTEPAKTUBHYIO OOpPATHYIO CBSI3b U IO-
CTOSIHHBIX T€pOEB, KOTOPBIE MO3BOJISIIOT YCTAaHABIMBATH 3MOILIMOHAIBHYIO CBS3b
C YUYCHHKaMH, BO3JCHCTBOBATh Ha UX IOBEJIECHKE U MOBHIIIATH MOTHBALHIO [D].

OO0cyxaenne MOJy4YeHHBIX pe3yJbTaToB. HecMOTpss Ha HEOJHO3HAYHOCTh
CTPYKTYPHOT'O TIOJIX0/a KaK HHCTPYMEHTA TOBBIIICHHS BOBJICUEHHOCTH, pa3padoT-
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YUKHU OHJIAWH-TUIATGOPM OTIAIOT €My MPEINOYTCHUE, aKTUBHO BKJIIOYAs COOTBET-
CTBYIOIIIME UTPOBBIC MeXaHUKHU. CopepKaTeIbHBINA TUIT TIPEACTABICH CPABHUTEb-
HO HE ITUPOKO U HE SABISETCSA BEAYIIUM B U(PPOBOM 00pa3oBaTEIHHOM MPOCTPaH-
CTBE.

3akaodenue. Mtak, mogoOHas cTpaTerusi npuMeHeHus: reiMudukanum B oH-

JalH-pecypcax Mo oOyYEeHHIO aHTJIMMCKOMY SI3bIKY CBHJETEIbCTBYET O HEMOJHON
peanu3anyyu NOTEHUIHAIa METOAA. DTO 3aKIIOUYECHHUE IO3BOJSET TOBOPUTH O BO3-
MOJKHBIX MTEPCIEKTUBAX JAIBHENUIIETO pa3BUTH KOHLENIUHU B IU(PPOBOM Cpelie.
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