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AHHoOTanusi. MeToauKa HCHOIB30BAHUS DIEMEHTOB T'eMH(UKAIMK A TIOBBIIICHUS Y4eOHOM
MOTHBAIIMH Ha YPOKaX PYCCKOTO S3bIKa MPEACTABISAET COO0N aKTyalbHOE HAMPABICHUE COBPEMEHHOM
MeJarorvky, HampaBiI€HHOE Ha TpaHCPOpMAIUIO0 TPaJAULMOHHOIO TIpolecca OO0ydeHHs B
MHTECPAKTHUBHYI0 M JWHAMHYHYIO cpeny. B ycnoBusx mmdpoBmzanuu obpazoBanus 2026 roma
reiMuQuKanus BHICTYMAeT HE MPOCTO KaK Pa3BJICKATENbHBIN 3JIEMEHT, a KaK MIyOOKO MpOIyMaHHAS
CHUCTEMa TMPUMEHEHMS] UTPOBBIX MEXAHMK [UIs PEIICHHs KOHKPETHBIX JIMJIAKTHYECKUX 3ajad.
Hcnons30BaHne WrpoBBIX JJIEMEHTOB II03BOJIIET CHU3UTH YPOBEHb TPEBOKHOCTH TPU H3YUYCHUU
CIIOXKHBIX TpaMMaTHYECKUX TMpaBWJ M opdorpaMm, TMpeBpalias pYTUHHbBIE YNPAKHEHUS B
YBJIEKATEIbHbI TpoOLiecC MpeoAoeHuss TpyaHocTed. IlpaBuibHO BBICTpOEHHAss METOAMKA
reiMuQUKaIIu CIoCOOCTBYET MEPEX0y OT BHEUTHEH MOTHBAIIMKM K BHYTPEHHEH, KOT/Ia caM IMpoIiece
TMO3HAHMSI SI3bIKA CTAHOBUTCS JIJIs1 yY€HHUKA HCTOYHUKOM YOBIIETBOPEHUS U HHTEpECa.
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Abstract. The methodology of using gamification elements to increase learning motivation in Russian
language lessons is a vital trend in modern pedagogy, aimed at transforming the traditional educational
process into an interactive and dynamic environment. In the context of the digitalization of education

in 2026, gamification acts not merely as an entertainment component but as a deeply considered
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system of applying game mechanics to solve specific didactic tasks. Utilizing game elements helps
reduce anxiety when studying complex grammatical rules and orthograms, turning routine exercises
into an engaging process of overcoming challenges. A properly structured gamification methodology
facilitates a transition from extrinsic to intrinsic motivation, where the process of language discovery
itself becomes a source of satisfaction and interest for the student.
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learning, teaching methodology, pedagogical technologies, student engagement, educational process,
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BBenenue

OcHOBY METOOUKHA TeMMH(HUKAIMU COCTABISIET BHEIPEHHE TAaKUX KIIOYEBBIX MIPOBBIX
MEXaHHK, KaK ypOBHHU, Oallibl, PEHTHHrOBbIC TAONHIIBI U CHCTEMBl Harpaj 3a akKaJeMHYeCKHe
TOCTUXKEHHSI. B KOHTEKCTE yPOKOB PYCCKOTO SI3BIKA 3TO MOXKET OBITh PEaIM30BaHO 4Yepe3 CO3JAHHE
AOJITOCPOYHOTIO HUI'POBOro CHCHapusda, rjiec Ka)I(HLIﬁ HSy‘IGHHI)II\/JI pasaci JUHIBUCTUKH MNPEACTABIIACT
co00li HOBBIM YPOBEHb HJIM «OCTPOB» Ha KapTe€ 3HAHWH. 3a YCHEIIHOE BBHINOJHEHUE 3aJlaHUH I10
¢doneruke, MOpPGHOIOTUM MU CHUHTAKCUCY YydYalllMecs MOJy4aroT BUPTyajbHbIE Oaibl WIM 3HAKU
OTIIUYHS, YTO CTUMYIIUPYET 3I0POBYI0 KOHKYPCHIIMIO U JKEIaHWE JBUTATHCS BIepel]. BaHO, 4TOOBI
CHUCTEeMa OIIEHWBAaHMS ObLIa MPO3PAUYHON W JaBajia BO3MOXKHOCTh KaXXJIOMYy PEOCHKY YBHJETH CBOM
JIUYHBIN POTrpecc OTHOCUTENBHO MPEIbIIYIINX PE3YIbTAaTOB.

CroxkeTHasi JMHHS M CTOPHUTEIUIMHT SIBISIOTCS MOIIHBIMH WHCTPYMEHTAMU BOBIICUYEHHUS,
IIO3BOJJIAOIIIUMU O6’be,£[I/IHI/ITB PAa3pPO3HCHHLIC TCMbI IIKOJILHOM mporpaMmsbl B €IMHOC TTOBECTBOBAHUC.
Yuurear MOXKeET NpEaAIOXKUTh y4YallUMCA pPOJIb  «IMHI'BUCTUYCCKUX OCTCKTUBOB)», KOTOPBIM
HE0OXOMMO paccieioBaTh «IPECTYIJICHUs» MPOTUB MIpaBui opdorpaduu UM BOCCTaHABINUBATH
«YTEpSIHHBIE» TPEBHHE CBUTKH C TeKCTaMHU. Takoi Moaxoa MEHseT MO3HUIHNI0 YYEHHKA C MacCHUBHOTO
CIIyLIaTeNsl Ha aKTUBHOTO YYaCTHUKA, OTBETCTBEHHOI'O 3a PE3yJIbTaT CBOEro uccienoBanus. CroxeT
MOMOTAeT KOHTEKCTYaJIM3UPOBATH MPABHIIA PYCCKOTO SA3BIKA, JIeias UX U3yYeHUEe 00Jiee OCMBICICHHBIM
Y IPUBSI3aHHBIM K PEIICHHUIO KOHKPETHBIX UTPOBBIX U yUeOHBIX 3a7au.

Hcnonb30BaHne MTHOBEHHOM OOpaTHOW CBSI3U SIBISETCS KPUTUYECKHM BAaXKHBIM aCTHEKTOM
reMu(UIMPOBAHHOTO YPOKa, MO3BOJSIOMIMM yYaIMMCS OINEPATUBHO KOPPEKTUPOBATh CBOU
neiicteusi. L{upposeie maTgopMbl 1 HHTEPAKTUBHBIC TPEHAXKEPHI JAIOT BO3MOXHOCTH CPa3y YBUIETh
omuOKy B HANMCaHWUU CJIOBA WM pPa3dope MpeIoKEHHUs, 4To ropazfo 3¢GeKTUBHEE NPOBEPKH

TeTpajell dyepe3 HecKoNbKO THEil. B HeuudpoBoii cpene posib 0OpaTHOM CBS3M MOTYT BBINOJHATH

KapTOYKH CaMOINPOBEPKM MM paboTa B mMapax MO 3aJaHHOMY airoputMmy. CKOpOCTh MOJTYy4EHHUs
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pe3yapTaTa B MIPOBBIX MOJIEISAX MOAJIEPKUBAET BBICOKUW TEMI YypOKa M HE JaeT YTracHYTh
MO3HABATEIFHOMY MHTEPECY, MPEA0TBpallas HAKOIUICHHE TPOOCIIOB B 3HAHUSX.

Meroanka TakXe TMPEANoiaraeT WCIOIb30BaHUE MEXaHUKH «PHUCKa W BBI30BA», KOT/IA
ydaluMmcsl  TpeularaloTcsi  3aJaHusl  Pa3sHOrO0  YPOBHSA  CJIOXKHOCTH €  COOTBETCTBYIOIIMM
BO3ZHArpaXJACHUEM. YUYEHUK MOXET BBIOpaTh «0a30BBbIM KBECT» I 3aKpeIjIeHHs Marepualia WK
«TEPOMYECKOE HCIBITAHUE» C TIOBBIIMIEHHOW CJIOKHOCTBIO, YTO pPAa3BUBACT HAaBBIK aJIEKBATHOM
CaMOOIICHKH W OTBETCTBEHHOCTH 3a BBIOOD. J[JI1 YPOKOB PYCCKOTO SI3BIKA 3TO MOTYT OBITh TBOPUYECKHE
3aJlaHusl TI0 PA3BUTHUIO PEYHM WM aHAINU3 CIIOKHBIX TEKCTOB C HECTAHJAPTHBIMH CHHTAKCHUYECKUMHU
KOHCTPYKUUAMHU. BO3MOXKHOCTH nepecaaun WM «IIEPEeUrphiBaHUS» HEYAAYHOIO MOMEHTa CHUYKAET
CTpax mepej IMI0XO0U OICHKOW U CTUMYJIUPYET YUCHHKA K O0Jiee TITyO0KOMY N3YYCHHIO TEMEI.

KonnexTtuBHBIE WIpOBBIE B3aUMOJECUCTBUS CIOCOOCTBYIOT Pa3BUTHI0O KOMMYHHKATHBHBIX
HABBIKOB U yMEHHS paboTaTh B KOMaHJE, YTO OCOOCHHO Ba)KHO MPU M3YUYEHHUH SI3bIKAa KaK CpPEACTBa
obmenusi. KomaHIHbIe COCTSA3aHUSA, TaKUe KaK «IMHTBUCTUYECKHA KBU3» WU «TPAaMMATHYECKUN
0arta», TpeOyIT OT YyYacTHUKOB HE TOJNBKO 3HAaHUS IMPaBWI, HO H CIIOCOOHOCTH OBICTPO
KOOPJAMHHUPOBATh JNEUCTBHUSA. B mporiecce Wrpsl ydamiyecsi BBIHYKACHBI OOBSICHATH MpaBWia JPYT
JpyTy, 4TO BEAET K JIydllIeMy YCBOCHHMIO MaTepuaia yepe3 MeToj «o0yueHus apyrux». CouuaabHoOe
B3aMMO/ICHCTBIE BHYTPU UTPHI CO3AA€T OJArOMPHUATHBIM MCHUXOIOTUYECKUH KIMMAT U JeNaeT YPOKH
PYCCKOTO sI3bIKa TOJTOXIAHHBIM COOBITUEM JIJISl IIKOJILHUKOB.

3akiiloueHune

B 3akitoueHue cieayeT OTMETUTh, UTO METOAMKA MCIOJIb30BAaHUS AJIEMEHTOB redMuduKanmuu
SIBJIIETCS. MOIIHBIM CTUMYJIOM IS TIOBBILICHHS Yy4eOHOW MOTHBAIIMHM HA YPOKaX PYCCKOTO SI3bIKa B
2026 romy. HHTrerpamus WrpoBBIX MEXaHHK IIO3BOJISIET cAelaTh oOydeHue Oosiee JMYHOCTHO
OpPUEHTUPOBAHHBIM, YBJICKATEIHHBIM U d()(PEKTUBHBIM, OTBEYAs 3aPOCaM COBPEMEHHOTO MTOKOJICHUS
yyamuxcsa. byayiiee 3Toil METOIUKHM CBSI3aHO C JaJIbHEWUIIIMM Pa3BUTHUEM TEXHOJIOTHUN JTOMOJIHEHHOU
PEATbHOCTH M HMCKYCCTBEHHOTO HWHTEIJIEKTa, KOTOpBIE CAENAloT WIPOBBIE CIIEHApUH elie Oolee
rIyOOKMMH W aJanTUBHBIMU. [IpaBuibHOE TpHMEHEHHE TeWMU(UKAIMH TPEeBpaIlacT H3YYCHHE
POHOTO SI3bIKA B 3aXBaThIBAIOIIEE MyTEIIECTBUE, PE3YIbTAThl KOTOPOTO OCTAIOTCS C YUEHUKOM Ha BCIO

KHU3Hb.
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