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YET TWINH YHPOHYYO 3AMAHBYY OIOH BIKMAJAPBIH KOJIJJOHYY

INPUMEHEHHWE COBPEMEHHBIX UT'POBbIX METO/IUK B U3YYEHUH
NHOCTPAHHOI'O A3BIKA

APPLICATION OF MODERN GAME TECHNIQUES IN STUDYING A FOREIGN
LANGUAGE

Annomayun: byn maxanada cabakma wem MUiIuUH OKYMYy HpPOYECCUHOEe OIOH
MEXHONI02USIAPLIH KOJOOHYY2a apHanean cepen Oepunem. H3un0eenyn maxkcamol uem mMuiuH
OKYMYYOa OIOH bIKMAJIAPLIHBIH  HAMBIUNCATYYIVSYH  HCAHA NPAKMUKALLIK  KOJOOHYIYULYH
UBUTOOO, OULOHOOL 3Jle ANAPObIH APMBIKYUBLILIKIMAPLIH JHCAHA YEeKMOOLOPYH AHbIKMOO OONYN
cananram. bBupunuuden, maxaia oOwH MemOOUKACHl OKYVUYIAPObIH CcabaK emyy uuiuHe
KamululyyCyH — aKmuoewmmupyyeo Hcana aiapoblH — 4em  MmMuiuH — YUpoHyyeo  00j2oH
MOMUBAYUACBIH HCO20pYAamyyaa 006120 my3epyH macmuikmaum. OWH Manubipmaiapsl Heaua
KbIpOaanoap blHeailyy HCaHa Kul3blKmyy wapmmapovl my3em, 0y1 Mamepuaiobl HAmvliicamyy
e300Wmypyyee sxcapoam Oepem. OKUHUUOEH, U3UN0OO OIOH MEXHOLOUACHl OKYYUVIaApObIH
baaprawyy KoHOYMOOPYH eHykmypem Oen mabam. /uanozeo, MaanvblmMam aimMauLyyed Haua
KbI3Mammauiyyea He2uzoenceH OlHOap OKYyyuyiapea Cyuiee akmuoyyayeyH HPaKmuKanioo2o
JHcaHa uem IN0UK Kenmu MYWYHYYHY dHcakwwipmyyea sscapoam bepem. bupox, maxanaoa
OWLOHOOU 71 Yem MUAUH OKYMYYod OIOH MEXHON02UACHIH KOJIOOHYYHYH QUPbIM UYeKMOonropy
kepcomyneon. K3z Oup oxyyuyiap anean Ounumoepun peaundyy Kolpoaaidd KoJIOOHY)YOa
KblUbIHUBLILIKMApea oyyuwap 00ayuwy MYMKYH, OWIOHOOU 3Jle OIOH MeXHON02UANApbl YYYH
amauvlH K#cab0yyiapOblH HCEMKUTUKMYYAY2YHOO HCAHA KOJOOHYYUYHOA YeKmooaep oap.

Hezu3zeu co300p: 010H MexHOIO2UACHL, Yem MUl cabazvl, MOMUEAYUs, AUMbLIbIW, T1eKCUKA,
baapnautyy KOHOYMOOpY.

Aunomauyun: J/lannas cmamovs npedcmaeniem 0030p, NOCEAUIEHHOU NPUMEHEHUIO
UCPOBBIX MEXHONI02ULL 8 npoyecce 00YUeHUs UHOCMPAHHOMY A3bIKY Ha ypoke. Llens uccieoosanus
3aKnouaemcs 8 uzydenuu I pekmusHocmu U nPaKmu4ecKou NPUMEHUMOCTNU USPOBLIX MEMOOUK
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npu 0byueHuy UHOCMPAHHOMY A3bIKY, A MAKHCE GbIAGNEHUU UX NPEUMYUeCmE U 02PaAHUYeHUll.
Bo-nepsvix, cmamvs noomeepaicoaem, 4mo ucpogvle MemooOuKu cnocoOCmsyom aKmueusayuu
yuacmusi Y4eHuKo8 6 YPOUHOU OesimelbHOCMU U NOGLIUEHUIO UX MOMUBAYUU K U3VUEHUIO
UHOCMPAHHO20 A3bIKA. Heposbie 3a0anus u cumyayuu co30arm KOMGOPMHYIO U UHMEPECHYIO
0b6cmano6Ky, umo cnocoocmeyem 0onee 3¢phekmusHoMmy yceoeruo mamepuaia. Bo-emopuix,
uccneooganue OOHApY*CUBAem, UMO USPOBble MEXHOLO2UU CHOCOOCMBYIOM  PA38UMUIO
KOMMYHUKAMUBHBIX HABBIKO8 YUEHUKO8. Hepbl, 0CHOBaHHble Ha uanoeax, oomene ungopmayuetl
U coemMecmHOU pabome, NOMO2AIOM YUAWUMCA HPAKIMUKOBAMb Peyedyio  AKMUBHOCMb U
yayumams nomumanue urHocmpauHou peuyu. OOHAKO, CMamvs MaKdice YKA3vleaem Ha
HEeKOmopble 02PAHUYEHUs. NPUMEHEHUS USPOBbIX MEXHOI02U 8 00YYeHUU UHOCMPAHHOMY A3bIK).
Hekxomopule yuenuxu mocym ucnvimuléams mpyoHOCMU ¢ NPUMEHEHUeM NOJYYEHHbIX 3HAHUL 6
PEeanbHbIX CUmyayusax, a maxdice 603HUKAIOM 02PAHUYEHUsI 8 OOCMYNHOCIU U UCNONb308AHUU
CReYUanU3UPOBAHHO20 0O0PYOOBAHUS 05l USPOBIX MEXHOIO2UIL.

Knwuesvie cnoea: ucposvie mexnonocuu, YpoK UHOCMPAHHO20 SA3bIKA, MOMUBAYUSL,
NPOU3HOUleHUe, CLO8APHBLIL 3aNAC, KOMMYHUKAMUBHbIE HABbIKIL.

Abstract: This article presents a review devoted to the application of game techniques in
the process of teaching a foreign language in the classroom. The purpose of the study is to
examine the effectiveness and practical applicability of game techniques in teaching a foreign
language, as well as to identify their advantages and limitations. Firstly, the article confirms that
game techniques help to activate students' participation in lesson activities and increase their
motivation to learn a foreign language. Game tasks and situations create a comfortable and
interesting environment, which contributes to more effective learning. Secondly, the study finds
that game technologies contribute to the development of students’ communicative skills. Games
based on dialogues, information sharing and collaboration help students to practice speech
activity and improve their understanding of foreign speech. However, the article also points out
some limitations of applying game technology in foreign language teaching. Some learners may
have difficulties in applying what they have learned to real-life situations, and there are
limitations in the availability and use of specialized equipment for game technology.

Keywords: game technologies, foreign language lesson, motivation, pronunciation,
vocabulary, communication skills.

Play is a traditional, recognized method of teaching and education. It is a unique means of
non-violent learning for children. Play corresponds to the natural needs and desires of the child,
and therefore with its help he/she will learn with pleasure. | would like to note the great
potentialities of play as a means of teaching English. Game activity in English class not only
organizes the process of communication in a foreign language, but also brings it as close as
possible to natural communication. The game develops mental and volitional activity. Thanks to
games all cognitive processes of students are activated: attention, memory, thinking, creative
abilities are developed. Educational games help to relieve fatigue, overcome language and
psychological barriers. Their use always gives good results, increases interest to the subject,
allows to concentrate attention on the main thing — mastering of speech skills in the process of
natural situation of communication during the game. Learning a foreign language requires the
development of communicative skills such as speaking, writing and understanding foreign
speech. In recent years, game techniques have become an increasingly popular tool in education,
including foreign language teaching [7].

1. Oral speech development. Game techniques promote the active use of language for
communication and problem solving during play. Pupils are forced to express their thoughts and
ideas in a foreign language, which promotes oral language development and improves expression
skills. Games based on role-playing situations, dialogues or exchanges of information help
students practice speech activity and improve their pronunciation and intonation.



2. Development of written language. Game-based techniques also contribute to the
development of students' writing skills. For example, games based on writing short messages,
letters or dialogues require pupils to apply correct grammar, vocabulary and spelling. This helps
pupils to improve their skills in written expression and structuring information.

3. Understanding Foreign Speech. Games based on listening or reading help pupils to
develop their foreign speech comprehension skills. During the game, pupils have to listen to or
read texts in a foreign language and understand the content.

Limitations and possibilities of using game technologies in the process of teaching a foreign
language in the classroom

A game introduced into the learning process in English classes as one of the teaching
methods should be interesting, uncomplicated and lively, contribute to the accumulation of new
language material and consolidation of previously acquired knowledge. It should be taken into
account that the game process makes the learning process much easier; moreover, a skillfully
designed game is inseparable from teaching [17]. There are always moments when students'
attention is distracted. Then any spontaneous game increases the attention of children, revitalizes
and improves the perception of educational material. Play gives the teacher the opportunity to
correct students' mistakes quickly as they go along, without letting them become deeply fixed in
memory. Students usually memorize better what they enjoy doing. Therefore, games provide an
opportunity to memorize material deeply and permanently. Games increase motivation to learn.
Pupils are very active while playing games because no one wants the pleasant pastime to end
quickly because of him. Consequently, games make them struggle. The use of games in English
lessons helps the teacher to reveal more deeply the personal potential of each student, his/her
positive personal qualities (diligence, activity, independence, initiative, ability to work in
cooperation, etc.), to preserve and strengthen learning motivation [18].

Game technologies are becoming an increasingly popular tool in education, including
foreign language teaching. However, in addition to their many advantages, there are also
limitations that need to be taken into account when using game technologies in foreign language
lessons [2].

Limitations:

- Technical limitations. The use of gaming technology requires appropriate equipment
such as computers, tablets, or an internet connection. Some schools or institutions may not have
access to such equipment, which limits the use of gaming technology.

- Financial constraints. Some gaming technologies may be expensive or require a paid
subscription. This may limit accessibility for some institutions or students, especially in
countries with limited financial resources.

- Technical training. The use of gaming technologies requires some training on the part of
teachers. They must be familiar with the software or platforms and be able to integrate them into
the classroom. This may require additional time and training for teachers.

Possibilities of using game technologies in the process of teaching a foreign language at
the lesson:

1. Motivation and involvement of students. Game technologies can significantly increase
students’ motivation and involvement in the process of foreign language learning. Games create a
fun and interactive environment that encourages participation and active language use. Students
are more motivated to learn a language when they see that the learning process is interesting and
fun.

2. Individualization of learning. Game technology allows for individualization of foreign
language learning. Programs and applications can adapt to the level and needs of each student,
offering personalized tasks and exercises. This allows each student to work at their own pace and
focus on their weaknesses.



3. Development of communication skills. Game technologies contribute to the
development of students' communicative skills. Many games require active communication in a
foreign language to achieve the game's goals. This helps students to improve their speaking and
writing skills and develop foreign language comprehension skills.

4. Collaboration and teamwork. Game technology can encourage cooperation and
teamwork among students. Many games offer tasks that require collaborative problem solving
and information sharing among participants. This helps students develop teamwork,
communication and cooperation skills in a foreign language.

5. Variety of learning situations. Game technologies allow creating a variety of learning
situations that realistically depict real-life situations in which students can use a foreign
language. This helps students to develop skills in applying the language in practical situations
and increase their confidence in using a foreign language.

Influence of game technologies on students’ active participation in lesson activities when
learning a foreign language

Game technologies are becoming an increasingly popular tool in education, especially
when learning foreign languages. Games create a fun and interactive environment that
encourages students to actively participate in class activities. When game applications or
programs are used, students become more interested and actively participate in the lesson. They
see that the learning process can be interesting and fun, and this inspires them to participate [15].
Game technology also promotes active communication between students and teacher, as well as
between students themselves. We play together, communicate and cooperate to achieve the goal
of the game. This helps students to actively use the foreign language and develop their
communication skills. Each student can work at their own pace and focus on their weaknesses.
This helps them feel more confident and actively participate in the lesson. Game technology also
creates a competitive atmosphere where students can compete for high performance and earn
points. This motivates them to actively participate and strive for success. They try to use the
foreign language in the best possible way to achieve better results [5]. Finally, game technology
allows us to practice the foreign language in real situations. We can play a real life simulation
where students have to use language to solve problems and achieve goals. This helps them to
apply the language practically and develop their skills. In general, the use of game technology in
foreign language lessons really stimulates the active participation of students. They become more
motivated, engaged and ready to use the language actively. It is a great tool that helps us to
create effective and interesting learning.

Development of creative thinking and problem-solving skills of pupils through the use of game
technologies at foreign language lessons

The use of game technologies in foreign language lessons really contributes to the
development of creative thinking and problem-solving skills of pupils. It can be noted that when
we use game applications or programs, pupils face various tasks and problems that require
creativity and search for solutions. Game technologies stimulate pupils to active and independent
thinking, as they often offer non-standard situations and require unusual solutions. Pupils are
forced to think, analyze and apply their knowledge and skills to complete the levels of the game
or achieve a goal. This helps develop their creative thinking and ability to think outside the box.
In addition, game technology promotes pupils’ problem-solving and inquiry skills. In games,
students are often faced with problems they have to solve or tasks they have to accomplish. They
have to search for information, analyze it, make decisions and test their effectiveness. This
develops pupils' independent solution-seeking, critical thinking and problem-solving skills [3].
In addition, game technologies contribute to the development of communication skills, as games
often require cooperation and communication between students. They have to exchange
information, make agreements, and solve problems together. This helps pupils to develop



communication, cooperation and teamwork skills. In general, the use of game technologies at
foreign language lessons contributes to the development of creative thinking and problem-
solving skills of pupils. They face non-standard situations that require creativity and search for
solutions. They also develop skills of independent search for solutions and problem thinking. In
addition, game technology promotes communication skills and the ability to work in teams.
These are important skills that will help students to successfully cope with various tasks and
situations in life [13].

Comparative analysis of the effectiveness of traditional teaching methods and application of
game technologies in the process of learning a foreign language in the classroom

Traditional teaching methods such as textbooks, dictations and oral exercises have their
advantages. They provide structured information and the basics of language. However, these
methods can be boring and of little interest to students. They can easily get bored and lose
motivation to learn the language. On the other hand, the use of game technology in foreign
language lessons brings novelty and interactivity to learning [1]. Games create a fun and
entertaining environment that encourages students to actively participate and engage. They can
develop various skills such as communication, critical thinking and problem solving. Games also
allow learning to be personalized and tailored to each student's needs. Comparing both
approaches, it can be concluded that the use of game technology in the process of learning a
foreign language in the classroom has a number of advantages. They motivate pupils and
encourage their active participation in class activities. Game-based technologies also develop
different skills and abilities of students, such as communication, creative thinking and problem-
solving skills. They provide opportunities for personalized learning and adaptation to the needs
of each student. However, traditional teaching methods also have their value[8]. They provide
the basics of language and structured information that can be useful for students in building
fundamental knowledge. Thus, it is important to find a balance between using traditional
teaching methods and game technologies in foreign language lessons. Both approaches have
their advantages and can be used in combination to achieve the best results in foreign language
teaching [19].

Using virtual reality in foreign language teaching: advantages and challenges

The use of virtual reality (VR) in foreign language teaching offers many benefits but also
comes with certain challenges. One of the main benefits of using VR in teaching is the creation
of an immersive environment where learners can immerse and interact with language in real-life
situations. They can practice speaking, listening and pronunciation skills in realistic scenarios.
This helps students develop their communication skills and increase their confidence in using a
foreign language. Virtual reality also provides an opportunity for personalized learning. Pupils
can work at their own pace and choose assignments that suit their level and needs. With VR,
individualized assignments and scenarios can be created to help students develop their strengths
and overcome weaknesses. Another advantage of using VR is the ability to immerse in the
culture of a foreign language. Pupils can visit virtual countries and learn about their culture,
traditions and history [10]. This helps them to better understand the foreign language and its
context and to develop intercultural competence. However, the use of VR in foreign language
teaching also comes with some challenges. First, the cost and availability of VR equipment may
be limited. This can create problems for educational institutions with limited budgets or for
students who do not have access to the necessary equipment. Secondly, some students may find
it difficult to adapt to the virtual environment and sense of immersion. They may experience
disorientation or discomfort. It is important to provide support and coaching for these learners so
that they can maximize the benefits of VR. It is also worth noting that VR cannot completely
replace traditional teaching methods. Virtual reality should be integrated into the overall
curriculum and used in conjunction with other methods and materials. Overall, the use of virtual



reality in foreign language teaching offers significant benefits such as
immersiveness, personalized learning, and cultural immersion. However,
challenges such as the cost and availability of equipment, as well as learner
adaptation to the virtual environment, must be considered. The use of VR must be
meaningful and fit into the overall curriculum to achieve the best results [2].

Game technologies provide unique opportunities for individualizing foreign
language learning in the classroom. They help teachers to adapt the learning process
to the needs of each student and create a more effective and interesting learning
environment. Game technologies allow personalizing learning by taking into
account the level of knowledge, interests and preferences of each student. Students
can choose assignments and games that are appropriate to their level and needs.
This allows each student to work at their own pace and focus on the aspects of the
language they need most. Game technology also provides an opportunity for
individualized feedback and assessment of student progress. Teachers can track
each pupil's progress and provide individualized guidance and support [17]. This
helps students to develop their strengths and overcome weaknesses, and increases
their motivation to learn the language. Inaddition, game technology promotes active
participation and engagement of students in the learning process. Games create a
fun and interactive environment in which students can apply their knowledge and
skills to real-life situations. This helps them to develop their communication,
listening, reading and writing skills in a foreign language. However, it is important
to remember that game technology must be properly integrated into the educational
process. Teachers should choose games that are in line with educational goals and
contain language tasks. It is also important to strike a balance between gaming and
other teaching methods so that students have a variety of experiences and develop
different skills. In general, the use of game technologies in foreign language
lessons allows individualizing learning and creating an interesting and effective
environment for students. They motivate students, allow them to work at their own
pace and develop different language skills
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