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AnHoTaumsa. B cratbe  paccMarpuBaercs ~— BIMSHHE  COBPEMEHHBIX
o0pa3oBaTeIbHBIX TEXHOJIOTHM Ha aKTUBHU3ALMIO YATATEIHCKON 3aMHTEPECOBAHHOCTH
y4almxcsi B MPOLECCe HM3Y4YEHUsT PYCCKOro s3bika kKak wuHocTpanHoro (PKHN).
AHaNM3UPYyIOTCA METOABl U UHCTPYMEHTHI, CIIOCOOCTBYIOIINE PA3BUTUIO MOTUBALIUU
K YTEHHUIO, YJIYYIIECHHWIO TOHHMAaHUS TEKCTOB M (HOPMHUPOBAHHUIO YCTOWYMBBIX
YUTaTEIbCKUX HaBBIKOB. Oco0oe BHUMaHHE YIENsIeTcsa HUPPOBBIM IutaTGopmam,
WHTEPAKTUBHBIM pecypcaM H TedMupukanum Kak crnoco0aM  TOBBIIIECHUS
BOBJICUEHHOCTH CTYAEHTOB B OOpa3oBaTeNbHBIA mpolecc. ABTOp AENAeT BBIBOJ O
BAXKHOCTH HHTETPAallMM WHHOBALIMOHHBIX TEXHOJOTMH B YYEOHBIA mpouecc ais
noBbIeHus dppexruBHocTr npenogaBanus PKU.
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Abstract. The article examines the influence of modern educational
technologies on activating students' reading interest in the process of learning
Russian as a foreign language (RFL). The methods and tools that contribute to the
development of motivation for reading, improving understanding of texts and the
formation of sustainable reading skills are analyzed. Particular attention is paid to
digital platforms, interactive resources and gamification as ways to increase student
engagement in the educational process. The author concludes that it is important to
integrate innovative technologies into the educational process to improve the
effectiveness of teaching RFL. Key words: Russian as a foreign language, modern
educational technologies, digital platforms, gamification, interactive methods,
reading motivation, activation of learning.

CoBpeMeHHbIE TEXHOJOTHMH AaKTHBHO BHEAPAIOTCS B cdepy oOpa3oBaHMs,
TpaHcOpMHUpYysT  TPaJUIMOHHBIE METOAMKHM MPENoJaBaHUs U  CHOCOOCTBYS
MOBBIMICHUIO MOTHBanu ydammxcsa. OITHOW W3 KIIOYEBBIX 3a/1ad IMPEnoJaaBaHUs
PKU sBnsercs pa3BUTHE YHUTATENbCKOM 3aMHTEPECOBAHHOCTHU, YTO 3HAYUTEIIHLHO
BIIUSIET HA S3BIKOBYIO KOMIIETEHIIMIO CTYJIEHTOB. B ycioBusx mudpoBusanuu
o0pa3oBaTeabHOro Mpoiecca 0coOyl 3HAYMMOCTh NMPUOOPETAIOT WHTEPAKTHUBHBIE
METOJIbI, MYJbTUMEIUIHBIE pecypchl W TelMuduKamms, CIOCOOCTBYOIINE
(GbOopMUPOBAaHNIO AKTUBHOTO OTHOLICHHUS K YTCHHUIO W YIYYIIEHUIO BOCIPHUSATHUS
TEKCTOB Ha PYyCCKOM SI3BIKE.

CoBpemeHHbIe 00pa3oBaTe/ibHbIe TEXHOJIOTHH H UX PUMEHEHHe.

1. IndpoBbie m1aTdopmMbl U MYJbTUMEINHHBIE PECYPCHI.

Hcnons3oBanue oOpazoBarenbHBIX miatdopm (Hampumep, Duolingo, Quizlet,
LearningApps) MO3BOJIIET CTYJEHTAM H3Yy4aTh SI3bIK B UTPOBOM (hopme, paciiupsiTh
CIIOBApHBIH 3amac ¥ MPaKTUKOBATh YTEHHE B MHTEPAKTUBHOM (opmaTe. Bugeoypokw,
MOJIKACTHI M aJaNTHPOBAHHBIC TEKCTHI TaK)Ke CIMOCOOCTBYIOT MOBBIIICHUIO WHTEpeca
K U3y4aeMOMY MaTepHany.

2. I'eiimupukanus B 00yyenuu PKU.

UrpoBbie 1eMeHTHI, TaKhe KaK KOHKYPChl, BUKTOPHUHBI, KBECTHI U CUMYJISIIIHIH,

AeNaloT mporecc o0yueHus Oosee yBiekateabHbIM. [ eliMudukaiys cnocoOCTByeT He
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TOJIBKO aKTUBM3ALMM YUTATEIIbCKOM JIEATeIbHOCTH, HO U  (POPMUPOBAHUIO
YCTOMYMBON MOTHBALMU K U3YUYEHUIO S3bIKA.

Ieiimudukanus (0T aHrI. gamification) — 3TO BHEIPEHUE UTPOBBIX SJIEMEHTOB
B 00pa3oBaTesIbHbI MPOLECC C LENbI MOBBIIIEHUS MOTHUBALMM, BOBJICYEHHOCTH U
sbdexTuBHOCTH 00yueHUs. B KOHTEKCTe MpemnoJlaBaHusl PYCCKOTO s3bIKa Kak
nHoctpannoro (PKW) reiimudukaius BKIIIOYaeT UCMOJIH30BAHNUE UTPOBBIX MEXAHUK,
TaKuX Kak OaJuibl, ypOBHM, HArpajbl, KOHKYPChl M1 UHTEPAKTUBHbBIC 3aJaHUSI, YTOOBI
C/IeNIaTh MPOIIeCC U3YUCHUS A3bIKa O0JIee YBIEKATEIbHBIM U IPOYKTUBHBIM.

I'eiimudukanus B o0yuennn PKU MoxeT BKItoUaTh:

« OGpazoBaTesbHbIE UTPHI (OHJIAMH-BUKTOPUHBI, I3bIKOBbIE KBECThI, HACTOJIbHBIC
Y KapTOYHBIE UTPBI);

« Ucnionb3oBanue mudpoeix miatdpopm (Duolingo, Kahoot!, Quizlet,
LearningApps, ClassDojo);

e PoneBbie urpel u cuMyIsiiuu (MMUTANUAS PEATBHBIX CUTYalUid OOIICHUS Ha
PYCCKOM A3BIKE);

o Cucrembl HarpaxiaeHus (3Haykd, OOHYCHI, PEUTHUHTH I TOOIIPEHUS
nporpecca);

o CopeBHOBATEIbHBIE JJIEMEHTHl (TYpHUpPHI 1O YTEHHUIO, MHUCbMY WIIU
TOBOPEHMUIO).

AxktyanpHOCTh TeiMupukanuu B 00yueHun PKU. CoBpemeHHBIE TEXHOJIOTMH
MEHSIOT TOAXOAbl K OOydeHuio, jenass ero 0ojee HHTEPAKTUBHBIM U
MEePCOHATM3UPOBAHHBIM. [ eliMuduKkanus OCOOCHHO aKTyaidbHA ISl HM3yYarOIINX
PYCCKHI SI3bIK KAK MHOCTPAHHBIN MO CIEAYIOUIUM IPUYUHAM:

l. [ToBbllIEHWE MOTHUBALIUU

UrpoBbie 371eMEHTHI BBI3BIBAIOT y CTYIAEHTOB MHTEPEC U CTPEMJICHUE K
JOCTUXKEHUIO HOBBIX 1IEJIEH, YTO OCOOEHHO Ba)KHO B IMPOIIECCE U3YUEHHS CIOKHOTO
A3bIKa, TAKOTO KaK PYCCKHUI.

2. Pa3BuTre KOMMYHUKATUBHBIX HABBIKOB

UrpoBeie 3agaHusi CIIOCOOCTBYIOT €CTECTBEHHOMY MCIIONIb30BAaHUIO SI3bIKa B

KOHTEKCTE, POPMHUPYS Y yUalIUXCsl YBEPEHHOCTh B CBOMX 3HAHMSIX.
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3. CHmxeHue S3bIKOBOTO 0aphepa

Ieiimudukamnus co3gaer kKoMGOPTHYIO cpeay Mg oOydeHus, T/I€ OIIMOKHU
BOCIIPUHUMAIOTCA KaK 4acTh UTPOBOrO MPOLECCa, a HE KaK HeyAaya.

4. [ToBblieHne 3 PEKTUBHOCTH 3aIIOMUHAHUS

UrpoBele MEXaHUKH CIOCOOCTBYIOT JIyYIlIEMy YCBOEHHUIO JIEKCUKH H
rpaMMaTHKH 32 CYET aKTUBHOT'O BOBJICUEHUS M TIOBTOPEHUSI.

5. AnanTanusi K MHIMBUTyIbHBIM TOTPEOHOCTSIM

[Hudposbie 0OpazoBarenbHbIE UTPHl U TIATGOPMBI MO3BOJSIOT AAANTHPOBATH
3aJlaHud M0 YPOBEHB BJIaJCHUS SI3bIKOM U CTHJIb 00YUY€HHS KOHKPETHOTO CTYACHTA.

3. AUHTepaKTHBHBbIE METO/bI.

[IpuMeHeHrne TEXHOJOTHH JIONOJHEHHOM peanbHOCcTH (AR) M BupTyanbHOM
peanbHOcTU (VR) OTKpBIBaE€T HOBBIE BO3MOKHOCTH [JIsl BOBJICUEHUS! CTYIEHTOB B
yueOHbIN nporecc. UTeHne ¢ morpyxeHuem, padbora ¢ MHTEPAaKTUBHBIMHU TEKCTaMU U
BU3yaIHM3alis HHPOPMAIIMH MTO3BOJISIIOT YUaIlUMCS JIydIlle YCBauBaTh MaTepHall.

O} dexTuBHOCTD BHEAPEHUS 00pa30BaTEIbHBIX TEXHOJIOTHA.

HccnenoBaHusi MOKa3bIBalOT, YTO MHCIIOJIb30BAHUE COBPEMEHHBIX TEXHOJIOIHM
CIIOCOOCTBYET YBEIMYECHHUIO YPOBHS MOTUBALIUU YUYAUTUXCS, YIYUIIEHUIO TOHUMaHUs
MPOYUTAHHOTO MaTepHalla U Pa3BUTUIO KPUTHUECKOro MbliuieHus. [Ipumenenue
MyJIbTUMEIUMHBIX PECYPCOB M HWHTEPAKTUBHBIX 3aJaHUI MOBBIIIAET YPOBEHb
BOBJICYEHHOCTU CTYJEHTOB, Jjenaer wusydyeHue PKW Oonee npoayKTUBHBIM U
WHTEPECHBIM.

CoBpeMeHHbIE 00pa30BaTENIbHBIE TEXHOJOIMU HWIPAKOT KIIYEBYID pOJIb B
aKTUBH3AllMM YUTATENIbCKOW 3amHTepecoBaHHOCTH Ha ypokax PKU. Wuterpanus
mudpoBeIX  TUIATQOPM, HMHTEPAKTHBHBIX  METOJOB MW  redMudukanuu B
o0pa3zoBaTeIbHBIA MPOIECC CHOCOOCTBYET IOBBIIIEHUIO MOTHUBAIMU CTYJICHTOB,
VIYUIICHUIO WX YUTATEJbCKUX HABBIKOB M OOILEH S3bIKOBOM KOMIETeHIHH. B
OyIynieM HEOOXOAMMO MPOJOKATh MCCIENOBAHUS B JAHHOM O0JacTH, a Takxke
pa3pabaTbiBaTh HOBBIE METOJMKH, HANPABICHHbIE Ha yCWIEHHE 3(P(EKTUBHOCTH

oOy4eHUs.
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