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=l AHHOTanus: [eliMuuKanus CTaHOBUTCS Bce 0ojee MOMYJISPHBIM METOJOM OOYy4EHHS
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HHOCTPAHHBIM SA3bIKaM, B TOM YHCJIC KOpeﬁCKOMy. B cratbe paccMaTpuBarOTCA OCHOBHBIC
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Ml IPUHIUIIBI TeMU(UKALMK, €€ BIMSHUE HAa MOTHUBALIMIO U YCIEBAEMOCTh CTYJIEHTOB, a
Pl TAKOKE AHATTM3UPYIOTCS COBPEMEHHBIE MCCIIEOBaHUS B JaHHOM oOjacTu. OcBelaroTcs
OPEeUMYIIECTBA M IMOTCHIMAJIbHbIE HEIOCTATKU IMPUMEHEHUS HUIPOBBIX TEXHOJOTHH B
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M o0pa3oBaTeIbHOM Tpoliecce. B 3akimioueHUM  OPUBOASITCS  PEKOMEHIAIMH IO
3¢ (PEeKTHBHOMY HCITOIB30BAHUIO TeHMU(DUKAIINK B TIPSO IaBaHUN KOPEHCKOTO S3bIKA.
Annotatsiya: Geymifikatsiya chet tillarini, shu jumladan koreys tilini o‘qitishning tobora
ommalashib borayotgan usuliga aylanmoqda. Maqolada geymifikatsiyaning asosiy
tamoyillari, uning talabalarning motivatsiyasi va akademik ko ‘rsatkichlariga ta’siri ko ‘rib
chigiladi va ushbu sohadagi zamonaviy tadgiqotlar tahlil gilinadi. Ta’lim jarayonida o‘yin
texnologiyalaridan foydalanishning afzalliklari va mumkin bo‘lgan kamchiliklari
ta’kidlangan. Xulosada koreys tilini o‘qitishda geymifikatsiyadan samarali foydalanish
bo‘yicha tavsiyalar berib o ‘tilgan.

Annotation: Gamification is becoming an increasingly popular method of teaching foreign
languages, including Korean. The article discusses the basic principles of gamification, its
impact on students' motivation and academic performance, and analyzes current research
in this field. The advantages and potential disadvantages of using gaming technologies in
the educational process are highlighted. In conclusion, recommendations are given on the
effective use of gamification in teaching the Korean language.
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TEXHOJIOTHH, [TUPPOBOE 0Opa3oBaHUE.

Kalit so‘zlar: geymifikatsiya, koreys tili, tilni o‘rganish, o‘yin texnologiyasi, ragamli
ta’lim.

Keywords: gamification, Korean language, language learning, game technology, digital
education.
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UCTIOJb30BAHUE WTPOBBIX MEXaHWK (Oayuipl, HArpaabpl, PEUTHUHTH, YPOBHHU, KBECTHI) B
HCUTPOBOM KOHTCKCTC C LCJIBIO ITOBLIIMICHNA BOBJICYCHHOCTHU CTYICHTOB.
[Ipumenenue reiiMupukanuy B OOYYEHMM HWHOCTPAHHBIM S3bIKaM, BKJIIOYast
KOpeﬁCKHﬁ, HaIllpaBJICHO HA Pa3BUTHUC MOTUBALWH, YIYUHICHHUC 3allOMHHAHUS JICKCUKHW U

rpaMMaTHUKH, a TAKXKC INOBBIIICHUC AKTUBHOCTHU YHAIlITUXCA B y‘le6HOM Impouccce. O,Z[HaKO

WIFerY L
-

OCTaeTCs OTKPBITBIM BOIPOC: HACKOJIBKO 3()(PEKTUBHO HCIONb30BAaHUE redMU(DUKAIIN B
U3Y4YEHHH KOPEWCKOro S3bIKa MO CPAaBHEHHUIO C TPAJULMOHHBIMU METOAaMH OOydeHHs?

S

[lenp nmaHHOM CTaTh — PACCMOTPETh HAYYHBIE UCCIEIOBAaHUS, IOCBSIICHHbBIE
reiMupuKanuu B SI3IKOBOM OOYYEHHH, BBIIBUTH OCHOBHBIE TEHACHIIMH U OIPEAEIUTH
BO3MO>KHOCTH MCIOJIb30BAHMSI ATOTO MOIX0/a B U3YUEHUU KOPEHCKOTO S3bIKA.

OO0cy:xneHue: coBpeMeHHbIe HCCIeJ0BAaHNUs N0 reiMupUKaAun

1. Bausanue zeumugpukayuu na Momueayuro CmyoeHmoes

OmuH ¥3 KITIOYEBBIX AaCMEKTOB TreWMU(UKAIMM — TOBBIIICHHE MOTHBAIUU
crynentoB. MHccnenoBanue Hamari et al. mokaszamo, dYTO UrpoBble MEXaHUKHU
MOJIO)KUTEIFHO BIUSIOT HA BOBJIEYEHHOCTh ydalIUXcsd B y4eOHBIA IpPOLECC, YBEIMYMUBas
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HX HMHTCPECC K M3YUCHHIO MaTCpHalia. B YaCTHOCTHU, CTYACHTDBI, N3Yy4YaBIINC MHOCTPAHHBIC
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S3BIKK Y€pe3 UTPOBBIE MIATHOPMBI, TPOBOIUIN OOJIbIIIE BPEMEHU 3a O0yUYECHHUEM U PEXKE
HCTIBITHIBAJIN CKYKY.[2]
Lee Takyke OTMEYAET, UTO UCIOJIb30BaHNE MOOUIBHBIX MPUIOKEHUHN C dJIEMEHTaAMHU

al (

reiimupukauuu  (Hanpumep, Duolingo, Memrise) cnocoOCTByeT  peryiasipHOMY
HNOBTOPEHUIO Marepuaja, 4To OCOOEHHO Ba)KHO NPU M3YYCHHM KOPEHCKOro s3blKa, TIe
HEOOXOJMMO  3allOMUHATh CJIOXKHBIE TIpaMMaTHYE€CKHME KOHCTPYKLIMH M  HOBYIO

10N

L]

MUCbMEHHOCTB.[ 3]

2. Yayuwenue 3anomMunanus 1eKCUKU U 2PAMMAMUKU

UccnenoBanne Wang & Tahir moka3siBaeT, 4TO UTPOBBIE TEXHOJOTHHM MMOMOTAOT
CTyJE€HTaM JIy4dllle 3alOMMHATh HOBYIO JIEKCHKY. B HMX 3KcnepuMeHTe ABE TpyIIbI
CTYZICHTOB M3Y4aJIi HHOCTPAHHBIE CJIOBA: OJIHA C MIOMOIIBIO TPAJAUIMOHHBIX YUYE€OHHUKOB, a
Jpyrasi — yepe3 reimMuuurpoBaHHOE MOOMIIBHOE TpUJiokeHre. Bropas rpynna noka3zana
Ha 30% Oomee BBICOKHE PE3YNIbTAThl B TECTHPOBAHUU.[5]

B oTHOmIEHMM H3y4yeHHS KOPEHMCKOM TIpaMMaTHKW aHAJOTMYHBIE BBIBOIBI JIEJIACT
uccnenoBanue Kim & Lee. VX skcnepuMeHT MpOAEMOHCTPUPOBAN, UYTO CTYAEHTHI,

TICE

UCTIONIL3YIONIME WIPOBBIE YIPAXHEHUS JUISI OCBOGHHUS TIpaMMaTHUYECKHX IpaBul,
CIIPaBIAIOTCS ¢ 3aJaHusiMu Ha 25% ObIcTpee, YyeM UuX KOJIJIErH, OOydJaromuecs 0
TPaJULIMOHHBIM METOJIUKAM.[6]

JCES OF FRAL

3. Ozpanuuenus u 6v1308vl ceiimupuxkayuu

EREN

HGCMOTPSI Ha OYCBUAHLIC MMPECUMYIIICCTBA, Y FGﬁMH(bHKaHPIPI €CTb U OIIPECACIICHHEBIC

INTERMATIOMAL Interna t

CONT

HECOOCTATKH. Hanus & Fox YKa3bIBArOT, YTO HC BCC CTYACHTHI O/ITMHAKOBO BOCIIPUHHUMAIOT

UTPOBBIC 3JIEMEHTHI: y YacTH YYaIIMXCSl OHM MOTYT BbI3BaTh IEPEyTOMIICHHE WIIH
CHIDKEHHE MHTEpeca Mocje JUINTeIbHOI0 UCIOIb30BaHus.[7]

Kpome Toro, Xu & Yi (2021) orMedaroT, 4TO YCHEIIHOCTh TeWMHU(UKALUU BO
MHOTOM 3aBHCHUT OT KayecTBa pa3pabOTaHHBIX UTp. ECiau UTphl TNI0X0 aganTUpOBaHbI IO
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y4eOHBIM Ipollecc WM HE CoJAepKaT JOCTaTOYHO OOpa3oBaTENbHOIO KOHTEHTa, HX
3¢ (PEeKTUBHOCTH CHIKACTCS.[ 8]

3AKVIIOYEHHUE

['eliMudukanus IeMOHCTPUPYET BBICOKMM NOTEHLIMAA B OOYYEHHUU KOpPEHCKOMY
A3bIKY, OCOOEHHO B IOBBIIICHUMM MOTHUBAIMM CTYACHTOB U YJIYYIIEHUU 3alIOMUHAHUS
JIEKCUKH M rpaMMatuku. OgHako mid ee 3(p()EKTUBHONO NPUMEHEHHS BaKHO YUUTHIBATh
UMHAUBUAYaJIbHbIE OCOOEHHOCTH CTYIEHTOB, U30€raTh YpE3MEPHOIO YCIOKHEHUS UTPOBBIX
3JIEMEHTOB M pa3pabaThiBaTh KadeCTBEHHBbIE 0Opa3oBaTesibHbIE IUIaT(OpMbL. bymnyiue
UCCIIEIOBAaHUSI MOTYT OBITh HallpaBJE€Hbl Ha CO3/IaHHWE aJalTHBHBIX HIPOBBIX CpEl,
KOTOpBIE ITO3BOJIAT YUYUTHIBATh YPOBEHb ITOATOTOBKU U MPEANIOYTEHUS KAKIOTO CTYACHTA.
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