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Annomayus: B moboit ipodeccun HeoOXoauMo ymMeHue 3GpPpeKTHBHO obOmiaThes. JlaHHas CcTaThs MOCBAIICHA OIKCaA-
HUIO METOAUKH COBCPIICHCTBOBAHUA AUATOTHUYCCKUX yMeHI/Iﬁ CTYJACHTOB Ha OCHOBE€ KOMIIBIOTCPHBIX UI'P B IPAKTUYCCKOM
Kypce MHOCTPAHHOTO sI3bIKa B HESI3IKOBOM BY3€. AKTYaJbHOCTh BBIOPAHHOTO JJIsI JAHHOW pa0OTHI BOIIPOCA HAIMPSIMYIO
CBsI3aHA C MPOTEKAIIMME pedopMamMu B 00JIaCTH BhICIIEro 00pa3oBaHus, a IMEHHO — uH(popMaTH3anue. Mcrnonp3oBa-
HHE TOJIbKO TPAJUIIMOHHBIX (POPM M METOJOB OOyUEHHSI HE CIIOCOOHO PENINTh 33a7a4y MOArOTOBKH CIEI[HAIUCTOB, OTBE-
YaoNKX TpeOOBaHUAM BpeMeHH. [IpakThka MpernojaBaHusl HHOCTPAHHOTO sI3bIKa B HESI3BIKOBOM BY3€ TMOKA3bIBAET, YTO
OpraHu3alysl 3aHsATUI He MPEANoaraeT akTHBHOTO B3aUMOJCHCTBUSL YYACTHUKOB YI€OHOTO TPOIEcca, BCIEACTBHUE Yero
y CTY/IEHTOB HE BO3HHMKAET MOTHBA U HaBbika OOmIeHHUs. CyIIECTBYeT HEOOXOAMMOCTh B CO3JaHUM KOMMYHHKATHBHBIX
CUTYaIUii, MAKCUMAJILHO MTPUOIIMKSHHBIX K PealbHbIM. B cTaThe OTMEYEHO, YTO OCOOCHHOCTH UTPHI MO3BOJISIOT OpPraHu-
30BaTh 3G (GeKTuBHOE 00yUYEeHUE YCTHOW WHOS3BIYHOW PEYd CTYIEHTOB HES3BIKOBOI'O By3a TAKOTO THIA: B UTPE MOMKHO
00HapYXUTh CUTYaTHMBHOE HCIIOJIb30BaHHE IUAJOTMYECKUX EJAWHCTB, NPUCYTCTBYET BO3MOXXHOCTh UX MHOTOKPATHOTO
MOBTOPEHUSI, MYJIbTUMEANHHOCTh M BBICOKAs! CTENIEHb HHTEPAKTUBHOCTU. JTH OCOOCHHOCTH MTPBI MO3BOJISIOT MOBBICUTD
YpOBeHb MOTHBaLUK oOydatomuxcs. Ocoboe BHUMaHKE y/IeNseTcss Hepa3phIBHOM CBSI3M Mpoliecca 0OyUeHUsT B HESI3BIKO-
BOM By3¢ C (JOPMHpPOBaHHEM U pa3BUTHEM MPOQPECCHOHATIBHBIX YMeHUI Oynymumx crenuanuctoB. [To MHeHHIO aBTOpA,
B YCJIOBHSX BHEAPEHUS MH(POPMAIIMOHHBIX TEXHOJIOTHI B Y4eOHBIH MpollecC IPUMEHEHHUE UIPOBBIX METO/IOB HA OCHOBE
HH()OPMAIMOHHBIX ¥ KOMMYHHKAIHOHHBIX TEXHOJIOTHI OTKPHIBAET OOJNBIINE BO3MOKHOCTH JUUIS PA3BUTHS KYJIBTYPhI 00-
[IEHHsI CTYAEHTOB MOCPEICTBOM MOTPYXKEHHS B YCIOBHBIE CUTYAIlMH, B KOTOPBIX MPOUCXOIUT (hOPMUPOBAHHUE UX Mpodec-

CUOHAJILHOH JIMYHOCTH.

I'oBopeHme — «4upe3BBYafHO MHOTOACIIEKTHOE M CJIOXK-
Hoe siBireHUe» [1, ¢. 6]. OHO BBHIIOTHSET (PYHKIHIO CPEACT-
Ba OOILEHUS, B3aUMOCHCTBHUS C IPYTHMH JIFOABMH, 9TO BUJT
YEJIOBEYECKON AEATENbHOCTH. B KOHTEKCTE MpenojaBaHus
WHOCTPaHHBIX SI3bIKOB TOBOPEHHE pPacCMaTpHBAETCS Kak
YMEHHE MepBOCTEeNEeHHOro 3HaueHus. CBs3aHo 3TO, B Iep-
BYIO Ouepe/ib, C COLMAJIbHBIM 3aKa30M M OTPOMHBIM O0be-
MOM MEXIYHAapOAHBIX KOHTAakToB. Ocoboe MecTo 31ech
3aHMMaeT yMEHHE BECTH JHaJIOr.

Juanorudeckasi pedb — oJHa U3 GopM pedeBoro ooIe-
Hus. O4eBUIHO, 00YYHUTH TOBOPEHHIO HA HHOCTPAHHOM SI3bI-
Ke B YCJIOBHSX By3a O€3 CO3IaHMs CIICHMAJbHBIX YCIOBHH
obmenus Henb3s. OOmeHHMe B pamMKax y4eOHOTO 3aHSTHS
OTJIMYaeTCs OT PEAbHOrO OOLICHHUS, IOITOMY BO3HHKACT
HEOOXOIMMOCTh B CO3aHUM KOMMYHHKATHUBHBIX CHTYallHi,
MaKCHMAJIbHO TIPUONVDKEHHBIX K PEalbHBIM, YTO OCOOCHHO
BOXHO B OOYyYEHUH NPOPECCHOHAIBHO OPUEHTHPOBAHHOMY
OOIIIEHUIO CTYZICHTOB HES3BIKOBBIX CIIEIUATLHOCTEH.

B ycnoBusix BHepeHHs HHPOPMAIIMOHHBIX TEXHOJIOTHIA
B y4eOHBI IpollecC NMPUMEHEHHE HWIPOBBIX METOJOB Ha
OCHOBE MH(OPMAIIMOHHBIX U KOMMYHHKAIIHOHHBIX TEXHO-
JIOTMH OTKpBIBaeT OOJbIIME BO3MOXHOCTH IUISi Pa3sBHTHS
KyJIBTYpPbI OOILIEHUS CTYAECHTOB MOCPEACTBOM HX ITOTPYIKe-
HUSI B YCJIOBHBIE CUTYAIIHH.

WHbopMalMOHHBIE TEXHOIOTHU OKa3bIBAIOT OTPOMHOE
BIHSIHAE Ha cepy oO0pa3oBaHUs, B TOM YHCIE S3BIKOBOTO.
brictpoe pasButue MHTEpHETa OTKPHIBACT OOYYAOLIMMCS
JOCTYIl K OHJIaHH-pecypcaM, pa3In4HOIro poja MporpamM-
HOMY 00ecIIeYeHHIO 1 CPeICTBAM KOMMYHUKAIUU, KOTOPbIE
MOTYT OBITH HCIIOJNB30BaHBI B OOYYarOIIMX LEJAX Kak
B ayJUTOPHOE, TaK U BHEAYIUTOPHOE BPEMSL.

Jis mpakTukd OOyYeHHUs si3bIkaM HH(OpMAIMOHHEBIC
W KOMMYHHMKAIIMOHHBIE TEXHOJIOTHH MPEICTaBIAIOT CJe-
JYIOIIE BO3MOKHOCTH: 1) KOMMYHHKAITHIO «O0YJaromHii-
Csl — TPEeroaBaTeNby MOCPEICTBOM AMCTAHIIMOHHOTO 00-
Ppa3oBaHusd WM CMCITAHHOI'O THUIIA o6yquI/m C HOCUTCIISIMHU
SI3bIKA, HAXO/AIIMMHUCS B JIF0O0OW TOYKE 3€MHOIO Iapa, Ha
HUX POAHOM A3BIKEC B CHMHXPOHHOM HWJIM ACMHXPOHHOM pe€-
JKUMeE (depe3 AIIEKTPOHHYIO TOUTY, OJIOTH, ()OPYMBI, 4aThl,
Tele- W BUACOKOH(DEPCHIUH); KOPPECIOHICHTOM MOTYT
BBICTYNAaTh WHAMBHYYMBI, TPYIIIBI, KIACCHI, JaXe B paM-
KaX MEKIyHApOJHOH KOH(EpEeHIHH; 2) UCIOJIb30BAHUE
TI00ATBHOTO CBSI3aHHOTO THUIIEPTEKCTa, IPEICTABICHHOTO B
WHTEepHETE, C MOMOIIBI0 KOTOPOTO CTYACHTHI MOTYT BECTH
MONCK HYXHOH WH(pOpPMAIHH: «...MPOCMAaTPUBas MHUILIHNO-
HBl (aflIoB, U B TEUYEHHE HECKOJIBKUX MHUHYT IIOJIyYaTh
JIOCTYTI K ayTeHTUYHBIM MaTepuaiaM (Ta3eram, KypHajam,
KHUTaM | T. JI.) U3 Jr000# Touku 3emum» [2, ¢. 5].

Cpenu MOCTOSIHHO OOHOBJISIOIIMXCS TEXHOJIOTHH 0CO-
60e MecTO 3aHMMAIOT KOMIBIOTEPHBIE WUTPHI, KOTOPHIC SIB-
JISTIOTCST O0BEKTOM M3YYEHUS MHOTHX HAYYHBIX HaIpaBic-
HUI: TICUXOJIOTYH, JIMHTBUCTUKH, KYJIbTYPOJIOTHH, TEIaro-
TUKY ¥ JIp. 32 COPOK JIT Pa3BUTHS HHAYCTPUS KOMITBIOTEP-
HBIX UTP CTaja IIeTBIM CEKTOPOM B 3KOHOMHUKE, OHM3HeEce
u obmrecTBeHHOH xm3HU. COMNIaCHO NaHHBIM, MPEICTAB-
nenHsiM Ha Kougepenmwmu Intel Developer Forum 2015,
1,8 Mummapaa 4eoBeK MOXKHO CUHTATh «reiimepammy [3].
N3 Hux 711 MAWIIMOHOB YEIOBEK SBJISIOTCS aKTHBHBIMH HT-
pokamu. [To maHHbIM KoMmanuu NEWz00, 3aHMMaromIencs
aHAJTM30M PBIHKA BUJECOUTP B Pa3HBIX cTpaHax, Ha 2015 rof
B Poccum mpoxxuBano 59,5 MUIIMOHOB YeNOBEK, KOTOPHIE
PETYJIIPHO UTPAIOT B BHICOMIPHI JIFOOOTO JKaHpa U Ha JIFOOBIX
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mwiatdpopmax [4]. B aynuTopun, MONMHOCTEIO COCTOSIIECH U3
«un(pOBBIX a0OPUTEHOBY [5], yMecTeH BOIPOC O BKIIOUE-
HHUH KOMIIBIOTEPHBIX UTP B IPOLECC O0yUESHHUSI.

HrpoBble mporpaMmbl COYETAIOT B ce0e XapaKTepUCTH-
KU l/II'pOBOﬁ ACATCIBHOCTH U BO3MOKHOCTU KOMITBIOTECPHBIX
TEXHOJIOTUH, HPUBBIYHBIX [JII COBPEMEHHOTO MOJIOJOTO
MOKOJICHHs. B HacTosiiee BpeMs B OTEUECTBEHHON JIMTEepa-
Type MOSBWIIOCH YK€ OOJbIIOE KOJIMYECTBO HAay4YHBIX HC-
CJICZIOBAaHUH, TIOATBEP)KAAIONINX TUIAKTHIECKAH MOTEHIN-
I KOMIBIOTEpHBIX Hrp. JlaHHOH mpobiiemMe MOCBSIIaIH
ceou Tpyxasel JI.B. Kamycruna [6, c¢. 1-6], M.A. Hcaiikuna
[7], O.A. busuxosa [8], A.A. ABerucosa, A.E. Boiicyn-
ckuit [9] u ap. B mocnenane roabl MOSBUINCH HCCIEIOBA-
uus H.H. 3uns6epman [10], A.W. Jlesenmsan [11, c. 441—
446], C.K. KapaybuibaeBa [12] u apyrue, ONUCHIBAIOIIHE
UCIIONIb30BaHHE KOMIIBIOTEPHBIX MIP KaK CPEICTBAa pa3BU-
THSI WHOSI3BIYHOM DPEYEBOW JIEATETBHOCTH MIKOJIFHHUKOB,
uHTeHCcHpHKanuu yyeOHoro mpouecca [13, c. 27-29], pac-
KPBIBAIOLIHNX TI€arorn4ecKue BO3MOKHOCTH BUPTYaJIbHOTO
TIPOCTPAHCTBa KOMITBIOTEPHOH urpsel [14, c. 16-24] u mp.
[NosBnsiercst Bce Oomble 3apyOeKHBIX HCCIEIOBAHUNA IO
BHE/IDEHUIO KOMITBIOTEPHBIX WIP B MPAKTHKYy OOy4YeHWUs
MHOCTPAHHBIM fA3bIKaM. TEOpETUYECKHM aHaau3 Hay4dyHOU
auTepaTypel 3a nocienHue 10 JIeT MO3BONSET BBIAEIHUTH
UCTIONIb30BAaHHE UTP CIIEIYIOMINX KAHPOB:

— Cumymsimu: The Sims [15, ¢. 311-328], America’s

army [16, c. 188-192].

— MaccoBble MHOTOIOJIB30BATENbCKUE OHJIAH-UTPHI

(aurn. MMORPG): Ever Quest 2 [17], World

of Warcraft [18, c. 305-327], Nori School [19, c. 370—

378], Ragnarok Online [20].

—MHoOTON0Ib30BaTENBCKHE BUPTYAIbHBIE CPEIBI:

the Tactical Language and Culture Training System (Tac-

tical Iraqi) [21, c. 64—74], Quest Atlantis, Second Life.

— 3D-kBecthl — Bone [22, ¢. 168-175.].

— TexcroBeie kBecthl — Ausflug Nach Munchen [23,

c. 409-424].

B oredecTBEHHOI NpakTUKE NpenojaBaHUs MHOCTPaH-
HOT'O 5I3bIKa CJIOXKUIIOCH JIBa CIIoco0a pa3BUTHS JHaIoTHuye-
CKMX YMCHWIl: MHIYKTHBHBIH (OT YacTHOTO K OOIIEMY)
U JeJyKTUBHBINA (0T obiiero k yactHomy) [3, c. 231-232].
WHayKTHBHBII CIOCOO HampaBlieH Ha MMOJTAHOE YCBOCHHUE
JIMAJIOTUYECKUX €ANHCTB C IMOCIEAYIOINM YCBOSHHEM CO-
JepxaHus Bcero auanora. OnHAaKo Uit MPOXYKTUBHOTO
peUeBOro B3aMMOJCHCTBHS M OCYIIECTBICHHS OCHOBHBIX
(yHKIMH 00mEeHHS 3TOT0 HemocTtaTogHo. C melbio CUMY-
JSIOUU OOIIEHWS AJISI MOPOXKICHUSI CaMOCTOSITENIBHBIX BBI-
CKa3bIBaHMH CIIEAYET WCIONb30BaTh WIPOBBIE CUTYaluH,
B KOTOPBIX B MOJHOI Mepe peajn3yroTcsi CBOMCTBA JHao-
TUYECKOH peuu.

JenykTuBHBIA croco® mpegycMaTpuBaeT CaMoCTOS-
TEJIbHYI0 palOTy Haj JAUAIOTOM Kak CBS3HBIM TEKCTOM
C JAJbHEHIINM YCBOCHHEM €ro OTICNBHBIX PEIIMK. DTOT
CHoCc00 MOCTPOEH Ha 3alIOMHUHAHUN U PENPOAYKIHMH IHAIIO0-
TOB WIM OTHENBbHBIX JAMATOTHUECKUX enuHCTB. YacTo BO3-
HHKAIOT 3aTPyIHEHUS] B MOTHUBALMHU MIPOIYKTUBHBIX JEHCT-
BUil oOydaromuxcsa. CienoBaTeiabHO, TOOUTHCS BBICOKOTO
YPOBHSI MOOWMJIBHBIX TPOAYKTHBHBIX PEUYEBBIX yMEHHH Ha
OCHOBE 3TOTO croco0a MpeACTaBISIETCS MalOBEPOSTHBIM.
Jisa perieHust 3ToH MpoOIEeMBI MBI HCIIOIB3YEM B IIpOIEcce
o0yuenus o0a criocoba pa3BUTHS AUATOTHIECKOH pedn.

Ha dakynbrere (yHmameHTadbHOW (U3UKO-XUMHYEC-
ko nrwxxenepun MI'Y umenu M.B. JlomoHOCOBa Tipu pas-

BUTHM JAUAJIOTHYECKUX YMEHHH CTYAEHTOB, H3Yy4aroLINX
AHIIIMICKUI SA3BIK, ABTOPOM IIPUMEHsIOTCS urpsl League of
Legends, Trace Effects, Power-up.

League of Legends — GecriatHast OHJIalH-HTpa KaHpa
MOBA (Multiplayer Online Battle Arena), ocHoBaHHast Ha
ceaHcax, KOTOopble MOryT mmuthess oT 20 mo 90 MuHyT
u ponsiie. llens UIpoOKOB 3aKIIOUaeTCd B YHHUTOXCHHU
Bpa)KeCKHX 0a3, 4ero MOXKHO JOOUTHCS TOJIBKO B pe3yJIbTa-
Te CIaXEHHON KOMaHAHOW paboThl, KOTOopas obecrednBa-
eTcsl IIOCTOSHHBIM YCTHBIM B3aUMOJEHCTBHEM HIPOKOB.
Takum 00pa3om, Urpa co3maeT YCIOBHS UL CHHXPOHHOH
KOMMYHUKAIlUd C IPEACTaBUTEISAMH IPYTOil KyJbTYpBI
U MPaKTHKH WHOCTPAHHOTO SI3bIKA, YEro CIIO0XHO, a MOPOH
HEBO3MOXKHO JOOUTHCS HA ypOKaX HHOCTPAHHOTO sI3bIKa.
[TapTHEpbl MO WTpe MOTYT aBTOMATHYECKH MOAOMPAThCA
CUCTEMOI1, UCXOMsl U3 peiThHra, MO0 UIrPOKH CaMH MpH-
[JIAIIalT CBOMX Apy3ed. [[ng yuacTtus B Wrpe mpuriamia-
I0TCSL MHOCTPAHHBIE UTPOKHU, 3aMHTEPECOBAHHBIE B MOIyde-
HUHU 3HAaHUHA O POCCUICKOH KyJNbType, JUIs KOTOPBIX aHT-
JMUACKHUA — PONHOW S3BIK. B Xome WrpoBBIX Oaranuii cTy-
JICHTaM W UX MapTHEpaM CIielyeT IT0JIb30BaThCS MPOTpaM-
Mol SKype mist mpoBeneHust yeTHbIX Oecen. Jns obcyxe-
HUSI TIPEAJIararoTcsl KyJIbTYPOBEIYECKHE TEMBI padouei
MIPOTpaMMEI 110 JUCHUIUINHE «AHTIUHACKUN S3BIK» IS (a-
KynbTeTa (yHIAaMEHTATbHON (PU3MKO-XMMHUYECKON HHKEHE-
puu, Harpumep, «Cucrema IeHHOCTEH aHTIIOA3BIYHBIX KYJIb-
Typ B COIOCTaBJIEHHH C LEHHOCTSMU «PYCCKOTO MHpPay.
K xaxmoil urpoBoif ceccum mpernogaBaTeneM TOTOBSATCA
MUCbMEHHBIE 3afanust. OQHUM U3 3alaHUi SBIAETCSA COCTaB-
neHue otuera. Ilocne ka0 Urpsl CTYJEHT IMIIET OTYET,
3aII0JTHSIS TIPUBENICHHYIO HIDKE TabnuIiy (M. puc. 1).

Duration of the gaming session
Number of gamers

Skills necessary for effective game
performance

Forms of communication present

in the game

New words and phrases learned
Experience acquired during the game,
which is impossible to get in class
Motivational level of speaking English,
level of willingness to communicate
Most frequent Internet mediums

of communication present in the game

Puc.1. @opma onss omuema cmyodenma
nocie uepogoll ceccuu

B xozxe urpel npoBOOUTCS 3allUCh CECCUM, KOTOpas 3a-
TEM MpocIyIInBaeTcs mpenogasaTenaeM. Ha ocHoBe comep-
KaHUS 3aIMCEH COCTABISIIOTCS MHCHMEHHBIC M YCTHBIE 3a-
JaHUsL.

Trace Effects — kBecr-urpa, cosmannas IIpaBurenncr-
BoM CIIA mns oOy4yeHHMS LIKOJBHHKOB aMEPHUKAHCKOMY
BapuaHTy AHTJIMHCKOTO SI3bIKA U TOBBIIICHUS YPOBHA KYJb-
Typsl 00uIeHus. Vrpa cocTouT U3 AEBATH TJaB, KaXAas U3
KOTODBIX B KOHIIE CONPOBOKIACTCS S3bIKOBBIMU YIIPaXKHe-
Husivi. Llenp urpoka 3akmoyaercst B peLIEHHUH IOCTaB-
JICHHBIX 33124 IyTeM HMHTEPaKLHU{ C WIPOBBIMU IIEPCOHA-
*aMu. bamuiel HauncnsOTCS NCXons M3 BeIOOpa Hanboee
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YMECTHBIX U Han0OoJiee BEXIMBBIX PEIUIUK B IHAJIOTE C Iep-
coHaxxamu. Takum oOpa3om, JaHHas Urpa obmamaer 0OJb-
LIUM IUAAKTUYECKUM ITOTEHI[MAIOM ULl pa3BUTUA JUAJIOrU-
YECKUX YMEHHH, B OCOOCHHOCTH KYJIBTYPBI YCTHO-PEUYEBOIO
oOrieHus. PeueBble KIMIIE, HCIOIb3YEMbIC B TAHHOW UIPE,
3aTeM IPOBEPSIOTCS B TECTOBBIX 33/IaHUSX M JMaJIorax CTy-
JICHTOB.

IlockonbKy OCHOBHOHM 3ajadel Kypca HHOCTPAHHOTO
S3bIKa B HES3BIKOBOM BY3€ SBIISICTCS pa3sBUTHE YMEHHH
1 HaBBIKOB, HEOOXOANMBIX 11 MEKJIMIHOCTHOTO OOIIEHHS
B pamKax Oynymied mpodeccHoHanbHOH NesITeIbHOCTH, He-
MaJIOBaXHBIM SIBIISIETCS COBEPILEHCTBOBAHWE YMEHMH IIpO-
(hecCHOHAIFHO OPUEHTHPOBAHHOTO OOIIEHHS CTYJCHTOB.
C 3Toi1 Henplo B Ka4eCTBE CaMOCTOSITENILHON paboThl CTY-
JIEHTaM Mpejlaraercst npoutu urpy Power-up. Ona mpu-
HAJUIC)KUT )KaHPY «CEPHE3HBIX UTP» — UTP, UMEIOIIUX SIPKO
BBIpaKEHHYIO0 00y4arollyio HarpaBieHHoOCcTh. Mrpa crerna-
Ha B Buzie 3D-cTparernu u CKOHIIEHTPUPOBaHa Ha TOHSTH-
SIX SHEPTUH, HHXEHEPHH U APYTHX (PU3NUECKHUX SBICHUSIX.
B 3amaun urpoka BXOAWUT MOWCK YHCTOTO MCTOYHHKA SHEp-
THH ¥ CIIACEHHUE IUTAHETHI OT HKOJOTHYECKOH KaTacTpodbl.
Tpu mpeacTaBIeHHBIX «MUPaA» 3HEPTHU — BOJAHASI, COJHEU-
Hasi ¥ BETpOBas — IPEAJIararoT MpoOJeMy ISl PELICHHS
W YeTKHe KPUTEepHUH OLEHKH BbIOopa. Mrpa Power-up mpe-
JIOCTABIISIET YCIOBUSI AJISI COBEPIIEHCTBOBAHUS MPOGhecCHo-
HaJbHO OPUEHTUPOBAHHOW IMAJIOrMYECKON pedH, IIOCKOIb-
Ky CTPOMUTCSI Ha IMAJIOraxX C MEePCOHAKAMHU-UHKCHEPAMH M3
pasHbIX oOsacTeit Hayku. Omnupasch Ha THAJOTH JaHHON
UTPBI, CTYAEHTHI B JaJbHEHIIEM CTPOST COOCTBEHHBIE BBI-
CKa3bIBaHMSI.

B kadecTBe OCHOBHOTO CpE/ICTBAa KOHTPOJISI YCBOCHUS
3HAHUW W Pa3BUTHS YMEHUH JTHAIOTHYECKOH PEYd MCIHOJb-
3yIOTCSl TECTBI, SI3BIKOBBIE M pEUEBBIC 3a7aHUs, POJIEBBHIC
W JeJOBbIe WIphl. B Xo1e mpoBeneHWs KOHTPOIsl ocoboe
BHHMaHHE oOpamaercss Ha YaCTOTHOCTh M yMECTHOCTh YIIOT-
pebieHns yCBOSHHBIX (pa3. Hinke mpuBeneHbl (pparMeHTsI
TECTOBOT'O 33/IaHHSI.

1. Choose the most polite way for Trace to ask for help.

A. Will you help me?

B. I want you to help me.

C. My name is Trace. | need your help.

D. Emma, I'm visiting from another place. | need to
get home.

2. What's the most polite way to say «you're welcome»?

A. My pleasure.
B. Sure thing.
C. No problem, man.
D. Okay. See you around.
E. Okay, no problem.
3. Which suggestion is the most polite?
A. Ask the guard.
B. Maybe you can ask the guard over there.
C. You should ask the guard over there.
4. What's the most polite response?
A. Sorry, | don't know her.
B. I never heard of her. Try the librarian at the desk.
C. Sorry! You could ask the librarian at the desk.

B 3akmioueHue ciegyeT OTMETHThb, YTO IEPCIEKTHB-
HBIM HalpaBJICHHEM B M3YYEHHH UIAKTHYECKOTO MOTEH-
I[ajia KOMIIBIOTEPHBIX UIP MOXKET OBITh MCCIIEIOBAHUE HX
3¢ }eKTHBHOCTH NIPH PA3BUTHH Pa3INYHBIX BUIOB PEUCBOI
JIESITENbHOCTH 00yJarOIIUXCsI BBICIIEH IIKOJIBI.
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MASTERING DIALOGUE SKILLS OF STUDENTS BY MEANS
OF COMPUTER GAMES AT A NON-LANGUAGE UNIVERSITY
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Abstract: Any profession requires effective communication skills. This paper describes methodologies aimed at im-
provement of students’ dialogue skills by means of computer games in the practical course of the foreign language at
a non-language university. The importance of this issue is directly associated with the current reforms in higher education,
particularly — with IT penetration. Exceptional use of traditional forms and methods of teaching cannot solve the task to
educate specialists entirely meeting the requirements of the time. The foreign language teaching practice at a non-language
university proves that organization of classes does not always imply active interaction of the participants of the educational
process; therefore, the students do not acquire any motivation and skills in communication. There is the necessity to create
communicative situations that would most closely approximate the real ones. The author shows how game peculiarities
allow organizing effective training of the non-linguistic students in oral communication in a foreign language: a game
makes it possible to use dialogue units in situations, repeat them multiple times; it has a multimedia and interactive charac-
ter. These features of the game facilitate high motivation of the students. Special emphasis is made on the indissoluble
connection between the educational process at a non-language university, and formation and development of professional
skills of the graduates. In author’s view, in terms of information technology implementation in the educational process,
the use of gaming techniques based on information and communication technologies provides great opportunities to devel-
op communication culture of the students through immersion in artificial situations through which their professional indi-
viduality is developed.
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