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AnHotanus. B mannoi pabore 00CyKaAar0TCs BOZMOKHOCTH TMOBBIICHIS A(PPEKTHBHOCTHA H3YUCHUS
WHOCTPAHHOTO $3bIKa, B YACTHOCTH TaKHe, Kak. reiMudukanus o0pa3zoBaTeIbHOrO IMpolecca M
TCXHOJIOT U BHpTyaJ’IBHOﬁ pPCajlbHOCTH, a TaKXKXE€ 3HAYUMOCTh U HeO6XOJlI/IMOCTI) CO3aaHHuA
00y4arolMX WIPOBBIX MPUIIOKEHUH KaK anbTepHATHBAa TPaJAWIMOHHOMY oOy4eHuro. CyiiecTByeT
IMIMPOKUH CHEKTp padoT, M3y4alolmMX JaHHYI TEMY, HO BOIIPOC KayeCTBEHHOW OJHOBPEMEHHOM
peaiM3aliM JaHHBIX TEXHOJOTHH OCTa&TcS OTKPHITBIM. D((PEKTHBHOCTh HW3YYEHUS S3BIKOBOTO
Marepuaa CyIeCTBEHHO 3aBHCHT OT IeJIeCO00Pa3HOro MPUBJICYEHHS OPraHOB YYBCTB K BOCIIPUSITHIO
nH(pOpMaNnH, OT CHCTEMbl MOTHBAIMU, OT CTEIICHN ITOTPY>KEHUS B CPENy W KOHTEKCT, a TaKXKe OT
TOrO, HACKOJIBKO BaKCH TPAKTUYECKUH pe3yibTaT KOMMYHHKALMH Ha S5TOM S3BIKE, YeMy
crocoOCTBYIOT Kak Teimudukanmsa, Tak W VR. Harmamaas pemoHcTpamus 3@QQeKTHBHOCTH
BUPTYaJbHOH pEaJbHOCTH B OOY4YeHHM @PEACTABICHA Ha MpPUMEPE POCCHICKOrO MpPOEKTa
«SpeakerGuru», MHOTOIONB30BATENBCKOTO PEIICHHsST I O0YYeHHsS KOMMYHHKATHBHBIM HaBBIKAM
06H_[eHI/ISI B BI/IpTyaHBHOﬁ PCAIbHOCTHU, a TaKXKE€ PACKPBITBI CBA3AHHBIC C BHCAPCHHUEM }laHHOﬁ
TEXHOJOTUH TpobneMbl. B pabore ObLIM BBIIBUHYTHI CIEIYIONIME TUIOTE3bl, KOTOPbIE OYAyT
JIOKa3aHbl WIK OMPOBEPTHYTHI B CIEAYIOUINX HcCleAoBaHuAX: 1) TexHomorus VR B xomOmHanuu c
Pa3BUTBIM CEKTOPOM OHJIAHH YCIyT MOXXET MPHUBECTH K TIOSBJICHHUIO IUIAT(OPMEHHBIX PEIICHHH,
KOTOpbIE OyIyT COBMeENIATh MOJy4YEHHE OHJAWH YCIYT' C YCIIEHUIHBIM OCBOGHHEM COOTBETCTBYIOIINX
JIEKCUYeCKUX OJIOKOB; 2) MyibTuIUleepHble VR-ruiaTdopmbl Mo3BoNIAT 00ECHEUUTh HE TOJBKO
ABTOMAaTU3UPOBAHHOE OOYYEHHE C ITOMOIIBIO SI3BIKOBBIX OOTOB, HO M BUPTYyaJbHOE INPUCYTCTBHUE
yUUTeNns s 3aKpeIUICHHs HaBBIKOB CHTYaTHBHBIX KOMMYHHKaLMWi; 3) HapTHEPCTBO OHJAH-
CEpBHUCOB C TIpe/yIaraeMoil miar¢opMoil oOecrednBaeT 3THUM CEpBHCAM JOIOJHUTEIBHBIE KaHAbI
OpojaXK ux yciyr. Jisi IpOBEpKH TUIOTe3 ObLIO CIPOSKTHPOBAH MPOTOTHII IpriIokeHus «Learning
via Playing», kotopsrii 6maromapst morpysxenuto B cpexy (VR), urposoit popme (refimudukanust) u
npuBsi3ke K peanbHOCTH (cueHapuidl «IloKynmku B TrHIepMapkeTey» NpenroyiaraeT BO3MOXKHOCTb
OpHOOpeTeHUss MPOLYKTOB) IIOTEHLHAIFHO CIOCOOCTBYET YCKOPEHHOMY, KaueCTBEHHOMY |
YBIIEKATEIbHOMY H3yYEHHIO HHOCTPAHHOTO SI3bIKA.

Karouessie cioBa: VR, reiimudukaius, ooOpazoBaHue, U3yueHUe HHOCTPAHHBIX S3bIKOB.
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1. BBeaenue

B Hacrosiiee BpeMsi CYIIECTBYET MHOXKECTBO TeHMU(DHUIIMPOBAHHBIX OHJIAWH-TIATGOPM JUIs
W3y4eHHs MHOCTDAHHBIX S3BIKOB: Hambojee MONMyIapHBIME sBisiorcs «Duolingo»!, «Lingualeo»?,
«Busuu»®, «Influent»*, «Rosetta Stone»° u mpyrue. B mpoexte «Duolingo» o6ydenue npoxoaut B hopme
UrPBI, CIIOBAa y4yaTcsi HE OTOPBAHO OT S3bIKa, a B KOHTEKCTE, TEM HE MEHee, YHNPaKHEHUs JIOBOJBHO
OpOCThIe JUI YBEPEHHBIX MoJb3oBaTeneil. «Lingualeo» Takke 3aneiicTByeT WrpoBoit ¢opmar, HO
MIOMIOJTHEHUE CJIOBApHOIO 3armaca MPOUCXOMUT HE [0 TeMaM: YIOp JellaeTcsi Ha HEU3BECTHHIC
MOJIb30BATEIIO CJI0BA, HO JIOCTYIICH JIMIIIb aHMIMHCKHH s3bIK. «BUSUU» OTIHYAeTCs] MIMPOKUM CIIEKTPOM
M3ydYaeMbIX S3BIKOB, HO CYTh IIpolecca oOyueHHMs He orTimuaercs or «Duolingo». «Influenty —
WHTEPAaKTUBHAS HIPa, B KOTOPOH €CTh BO3MOXKHOCTh TIEPEIBUTATHCS B IPOCTPAHCTBE M y3HABATH TIEPEBOJL
NPEAMETOB C MOCIEAYIOUIel MPOBEPKOI M3YUEHHOT0, HO HET KIIOYEeBOr0 acleKTa — B3aMMOJACHCTBHS,
Biusoniero Ha 3¢ ¢ekTUBHOCTE oOyueHus. «Rosetta Stone» Taxke He mnpuberaer K 3Pdexty oT
MOTPY’KEHUS, HO BOCXHUIIIACT OTPOMHOM 0a30#i 13 34 SI3BIKOB M HAIlENICHA HA TIPAKTUKY Pa3rOBOPHOMN peUn.
Tem He MeHee, TONB30BATENM CTAHOBATCS BCE Oojiee TpeOOBAaTENBHBIMH K yISpKaHUIO BHUMAaHUS,
HOCKOJIBKY ydamuecsi — B OOJIBIIMHCTBE MHJUICHUANBl WM TIOKOJEHHE Z, KOTOpPBIC SBISIOTCS
mudpoBeiME abopurenamu [1]. TpamumuoHHBIE CIOCOOBI 00ydeHHUs Ooyiee HE CIOCOOHBI NMPHBECTH K
OBICTPOMY U KaueCTBEHHOMY PE3YJIbTATY.

Bonpmioe xonuuecTso I/ICCJ'IG,I[OBaHI/Iﬁ IIOCBAIICHO TEME ITOBBLIIIICHUA 3(1)(1)6KTI/IBHOCTI/I 06y‘leHI/I$I C
moMompio VR U reiiMu(UKaINK, cpead HHX MOXHO BHIIENUTH: «The examination of the gamification
process in undergraduate education: a scale development study» (Baydas, O. and Cicek, M., 2019),
«Gamifying an ICT course: influences on engagement and academic performance» (Cakiroglu, U.,
Basibuyuk, B., 2017), «Physical and social presence in 3D virtual role-play for preservice teachers» (Cho,
Y.H., Yim, S.Y. and Paik, S., 2015), «Using virtual reality in the classroom: preservice teachers’
perceptions of its use as a teaching and learning tool» (Cooper, G., Park, H., 2019). «Gamification in
education: a systematic mapping study» (Dicheva, D., Dichev, 2015) u apyrue.

B YaCTHOCTHU, U3YUCHHUIO BJIMSHUA VR Ha nmpouecc M3ydCHHsd MHOCTPAHHOTO fA3bIKa MOCBAIICHBI
pabote «Effectiveness of virtual reality game in foreign language vocabulary acquisition» (Mohammed
A., 2020) u «Using Virtual Reality Tools for Teaching Foreign Languages» (Peixoto, B., Pinto, D.,
Krassmann, A., Melo, M., Cabral, L., and Bessa, M., 2019). CormacHo pe3yibTatamMm I[€pBOrO
HCCJICAOBAHUA, YUUTCIIA MHOCTPAHHBIX A3BIKOB IMPUACPKUBAKOTCA MHCHHA, YTO 3Ta TEXHOJIOTUA MOXKET
IMOMOYb MOTUBHUPOBATH YYalIUXCA W MOBBICUTH HX yqe6Hy10 KpHUBYIO B OTHOIICHUM ayJUPOBAHUA Ha
HWHOCTPAHHOM  A3BIKC [2] Bo BTOpPOM CiIydac¢ PpeE3yJIbTaTbl HE3aBUCUMBIX t-TECTOB B KOHIIE
IKCIEPUMEHTAIILHOTO TMEePHO/Ia MOKA3aJIH, YTO yJalluecs, UCTOb3YIoIue BUPTyalnbHyto urpy «House of
Languages», JOCTUT TN OOJIBIINX YCOEXOB B OCBOCHHMHU CJIOBApPHOro 3araca, 4€M T€, KTO HCIOJIb30Ball
TpaauIuOHHBINA MeTo [3].

B uccnenosannn Canpper Jloypeiipo u Pukapmo Bunpo («Virtual reality and gamification in
marketing higher education: a review and research agenda», ITopryramms, 2020) mpoBenéH aHanus
115 crareit 8 Web of Science na temsl, cBsi3annbsie ¢ npuMeHenneM VR u reiimudukarmeii B chepe
obpasosanus (puc. 1) [4]. B obmactu 06pa3oBaHus 0 CUX MOP HE ObUTO HCCIICIOBAHHUS, TTOCBSIIEHHOTO
TEKyIIeMy COCTOSHHUIO JIeN B O0JIACTH BUPTYaJIbHOW PEAIbHOCTH M TeMH(UKany, KOTOPOE MOTIIO OB
CHUCTEMATU3UPOBATh OCHOBHBIC HANpPABJICHUS HM3YUYCHMsI, a TAaKKE BBIACIUTH HANPABICHUS OYIyIIMX
uccienoBannii. Ha ocHoBaHMM cOOpaHHBIX JaHHBIX yu€HbIe chopMmyiupoBad 20 HCCIEIOBATEIHLCKUAX
BOIMPOCOB, KOTOpbIE clIa00 PacKphITHI U TPeOYIOT NanbHelIed npopabotku. Hanbonee WHTEPECHBIMU C
TOYKH 3PEHUS BIMSHUS Ha 00pa30BaTeIbHBIN MPOLIECC SBISIFOTCS CACIYIOIINE BOMPOCHI:

— Kaxk peanuszoBatrh npoiiecc o0yueHHs ¢ UCIONIb30BaHueM reiiMupukanuu u VR, npusiekas K
COTPYAHUYECTBY BCE 3aMHTEPECOBAHHbBIC JIMIA (CTOPOHHUE OpPraHM3allM, NpPEroAaBaTely,
CTYJIEHTBI)?

! Oduumansusiii caiir, URL: https://www.duolingo.com/
2 O¢puumanseiii caiit, URL: http://lingualeo.com/

3 Ounmansusii caitr, URL: https://www.busuu.com/

4 Oduumansusii caiir, URL: http://playinfluent.com/

> Oduumansueii caitt, URL: http://www.rosettastone.eu/
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— Moxer au BOCIIPUATHUC OIbITA IMPUBECTU K BoBJcueHHIO? UTO MOXKET OBITh IMOCPEAHUKOM
MCKAY OIIBITOM U BOBJICYEHHOCTBIO?

— Kakue TtexHOMOTMYECKHE WHCTPYMEHTHI W METOIbI OOYYeHHs] MOXHO HKCIIOJIb30BaTh
OIIHOBPEMEHHO [UIS TIOBBIMICHUS BOBIEYEHHOCTH W aKaJeMHUYECKOW YCIEeBaeMOCTH
CTYJEHTOB?

— Kak texnomorus 5SG MOXeT CIIOCOOCTBOBATh YIYUIISHHUIO IIpoliecca 00yUeHUsS ¢ MTOMOIIBI0
BHPTYaIbHOH pealbHOCTH U reiiMuQuKaim?

— Kak M0XHO MOBBICHTH MHTEpEC y4allerocs C MOMOIIBbI0 (PYyHKIMI pacro3HaBaHUS pedyd U
UCIIOJIL30BATh €T0 B KAYEeCTBE yUeOHOT0 METO/Ia AJIsl TOBBIILICHHS OTIBITA H BOBJICUEHHOCTH?

l —t—\/R Gamification ‘
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Puc. 1. Yposens nyOnukanuii crareii Ha remy VR u relimudukanmum B o0pazoBaHum

D¢ dexkTHBHOCTD M3yUYEHHs S3BIKOBOTO MaTepuala CYIIECTBEHHO 3aBUCHT OT 11€JIeCO00pa3zHOro
NPUBJICYCHUSI OPraHOB YYBCTB K BOCHPUATHIO HMH(OPMALMM, OT CHCTEMbl MOTHBALUH, OT CTEICHH
MOTPYKEHHUS B Cpely W KOHTEKCT, a TaKKe OT TOT0, HACKOJNBKO BaXEH MNPAKTHYECKUH pe3ynbTaT
KOMMYHHKAILIMI Ha 3TOM si3bIke. MHOTHE U3 MepevyrciIeHHbIX (pakTopoB obecrieunBaeT reiiMupukanmus
npouecca. Pa3nuuHbele 37eMeHTH Iu3aiiHa TedMH(UKaIMM MO-pPa3HOMY BIHSIIOT Ha pe3ynbTar, HO B
[eJIOM JWHAMHUKa TMOJIOKUTENbHAs: HaOMIoaeTcs yBENIWYeHHE BOBJICUYEHHOCTH M POCT HTOTOBBIX
nokaszareneit oOywaromuxcsi [5]. Mcnonp3oBanue reiiMudukaiiy (JIEMEHTHI MIPOBOIO Ju3aiiHa B
HEUTPOBBIX KOHTEKCTaX) B 0Opa3oBaHUM, MO-BUIAMMOMY, HpEBpaIlaeTcs B MHCTPYMEHT MOTHBAIMU K
o0yuenuto [6]. B 2019 roxy MupoBoii peiHOK reiimudukarmu orenusaics B $7,98 mupa. Io orenkam
aHaymmTraeckoro arenrctea Mordor Intelligence, cpemmeromosoit Temm pocra cocraBur 25,1% K
2025 roxy [7].

Hpyroli HHCTpyYMEHT [UIi CTUMYJUPOBaHHMSA OOyYeHHs — TeXHOJOIMsl BHPTYaJIbHOMH
peaabnoctu (VR). Koncanruurosas xommanus PricewaterhouseCoopers (PWC) usyunna siusane VR
Ha (popMHUpOBaHME KOMIETECHIMH W 3HAaHWI: B pe3yibraTe, Mpolecc oOydueHHs Npoxoautr B 4 pasa
ObIcTpee, KOHLIEHTpalUMs BHUMAaHUSI yBeIW4YMBaeTcsi B 4 pas3a, SMOLUOHAIBHAS CBA3b C H3YyYaeMbBIM
MaTepuanioM — B 3,75 pa3, a yBepeHHOCTh IPUMEHEHHsI 3HAHWI W HaBBIKOB Tocie o0yuenus — 2,75 pa3
[0 CPaBHEHHIO C TPAAMIIMOHHBIM 00yueHueM [8]. BupryanbHas pealbHOCTh MOXKET IMOMOYb yUal[HMCS
ObITH OoJiee chOKYyCHPOBAaHHBIMU M MIOTPY3UTHCS B MOJICIIUPOBAHUE 3aa4H, KOTOPYIO MOYKHO BBIYYUTH
MOBTOPSITH (C omrOKaMu win 0e3 HUX) J0 TeX IMop, IOKa OHA He OYZeT BHITIOJIHEHA B peallbHOM cpene 0e3
omuboxk [9].

Texnomoruss VR HaumHaeT MIMPOKO HCIOIB30BaThCI B 00pa3oBaTelibHOH cdepe, GopMupys
HOBBIE CMOCOOBI KOMMYHHMKALMM M B3aWMOJECHCTBUS MOJb30BaTeNss co cpemoil. B cBoéMm oTuéte
KoHcanTuHroBass kommanus Perkins Coie coobmaer o pesynpTaTax HCCIEIOBAaHUS HMMEPCHBHBIX

KynbTypa u Texnonoruu, Tom 5, Ne 4
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TexHonorui: mo3unus «Bhusaue VR/AR Ha oOpasoBarenbHyto chepy» MOTHIIACH HA BTOPOE MECTO
oCJIe 3[paBOOXPAaHEHMs M0 cpaBHEHHIO ¢ TpeThbuM B 2019 roxy (puc. 2) [10]. Oxkumaercs, 4T0 PHIHOK
VR B 00pa3oBaHu# JOCTUTHET CPEIHET0I0BOTO TeMIa pocta B 42,5% mo 2025 roxa [11].

I 38%
Healthcare and medical devices

I 28 %
Education

I 24%
Workforce development and training

I 2 | %
Manufacturing

s 9%
Automotive

Puc. 2. YpoBeHb BIMSHUS IMMEPCUBHBIX TEXHOJIOTUI Ha pa3iudHble oTpaciy, 2020 r.

[Ipumepom wucnonb3oBanuss VR B kopnopaTuBHOM OO0y4YeHHHM sABIseTcs IuaTdgopma
«SpeakerGuru»®. 1o MHOTONOIB30BaTENbCKOE PENICHHE ISl 00YYeHHs KOMMYHHKATHBHBIM HABBIKAM
o0uieHHs1 B BUPTyalIbHOU peasbHOCTH. K HacTosimieMy MOMeHTY kKoMaHaa «SpeakerGuru» ocyiecTBuia
ycnemHsld muiaoTHeIM mpoekT ¢ ITAO «MTC», mnpomeMOHCTpHpOBaB, YTO HcHonb3oBaHHEe VR
CYLIECTBEHHO ITOBBIIIACT BOBJICYEHHOCTh 00yYaeMbIX 110 CPABHEHHIO ¢ O0YUYEHHEM B Ki1accax.

IIpu stom mposBuimch u cnennpuyeckue At VR mpobnemsl. [lemo B ToMm, uro 3ddeKrT oT

HUCITIOJIB30BAHUA VR'TCXHOHOFHﬁ OCHOBAaH, Hpex([[e BCET'0, HA ITOJIOKHUTCIIbHOM II0OJIB30BAaTCIIBCKOM OIIBITC
(UX).

B 1O ke Bpems, BCIEICTBHE HH3KOTO pPAaCIpPOCTPAHEHHUS, TPOMO3AKOCTH U IOPOTOBHU3HEI
CHEMATN3NPOBAaHHBIX VR-yCTpoiicTB (UIIEMBI, OYKH), ITONH30BATENN HE TOTOBBI OPHEHTHPOBATHCA HA
UCIIOJIb30BaHKE TaKUX YCTPOUCTB. OJHUM M3 BBIXOZOB M3 CIOXKHBILECHCS CUTYALMH SIBISICTCS aJanTaius
VR-koHTEHTa K OTOOpaKCHHIO Ha YCTPOMCTBaX, Ha3biBaeMbiX «XR VieWers», KOTOpbIe HCIOIB3YIOT
BBIUMCIIATENBHBIE PECYPCHI cMapTQOHa (a B MEPCIIEKTHBE — O0JIagHbIE PECYPCHI ¢ ToCTyoM depe3 5G) u
JIMIICHBI BBINICU3JIOKCHHBIX HeHoCcTaTkoB [12]. DTo TpeOyeT OnTHMHU3alMK KOHTCHTA C TOYKU 3PCHUS
YIPOUICHUS] MOJENCH Al yMEHBIICHHUS 3aTpaT BBIYMCIUTENBHBIX MOIIHOCTEH JUIsl peHIEpHUHTa Kak Ha
IIOJIB30BATCIIbCKUX YCTpOi/‘ICTBaX HEBBICOKOM IIPOU3BOJUTECIIBHOCTH, TaK U B 06.]18,1(6, a TaKKE COKpaIICHUA
00BEMOB TepeIaBaeMoH 10 KaHauaM CBSI3H WHPOPMAIHH.

Takas onTUMHU3aLKs CYLIECTBEHHO OCIOXKHACTCS 3PPEKTOM «3JI0BEUICH JOIMHBD», KOTOPBIN ObLI
obHapykeH rncuxodusnonoraMu B OoTHOmeHWH poGotoB [13]. Ou cocrout B TOM, YTO
YeJIOBEKOMOA00HBIH poOOT (WM aHUMAIWs) BOCHIPHHHUMAETCS YEJIOBEKOM IIOJIOKHUTENBHO, €CITH €ero
CXOJCTBO C yenoBekoM MeHee 70% wmmm Oomee 93%. Mexny sTuMu 1mdpaMy HpoJeraeT «3jI0oBeras
JOJMHA», B KOTOPOH B3aUMOAEHCTBHE C POOOTOM BBI3BIBACT Y UEJIOBEKAa AUCKOM(OPT, rpaHUYALINN C
yXKacoM. AHUMAIUsA ycwinBaeT 3TOT 3¢¢ekr. TpamauiinoHHO pa3pabOTIMKH CTaparoTcs TOOUTHCS
HanOojee BBICOKOW pEaMCTUYHOCTH MOJEeNe H aHUMalud, HO 3TO OKa3bIBaeTCs JOPOTUM
yIIOBOJILCTBHEM C TOYKH 3peHHsi TpeOoBaHuWil k obopynoBanuioo. Komanna «SpeakerGuru» cobupaercs

& Opuumansueii caitr, URL: https://speakerguru.pro/
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OCO3HAHHO «CITYCTHUTLCS» B PCAIMCTUYIHOCTHU JICBEC JIEBOM rpaHUIIbL «3JI0BEIECH MOJIMHEDY B 70%, 4qTo
MNPUBCACT K ONTUMU3ALIUN KaK BOCIPHUATUS, TaK U UCIIOJIB3YCMbIX PECYPCOB.

CymiecTByeT 1Ba crioco0a M3ydeHUs S3bIKa: B Kacce (C MOIETMPOBAHUEM CHTYAITUN) U METOIOM
norpyxenus (e-learning, VR-learning). Eciu Bo3HHKaeT MOTPeOHOCTh OBICTPO M KAYECTBEHHO H3YYHTh
TeMy, HEOOXOAMMO CO3/aTh MPUONMKEHHYIO K PEalbHOCTH CUTyalHio. MOXKHO BBIICIUTH HECKOJBKO
YpOBHEW KadecTBa MOTpYXKeHHS IarpopM sl HW3ydeHWs s3blka: 1) wurpa, 2) sMyismus
JCUCTBUTEIBHOCTH, 3) CO3[aHHe BHPTYaJbHBIX Cpel Ui Oojee riryOOKoro morpyskenus, 4) cosmaHue
CBSI3H PE3yJIbTATOB JCATEILHOCTH C PeabHOCTHIO (MIPHOOpETeHHe TOBApOB / yCiyT).

Taxum o6pa30M, Ba)XXHO CO31aBaThb 06yqa}01une HUI'POBBIC NPHUIIOKCHUA, KOTOPBIC:

—  CO3JAaI0T WIM WUMUTHPYIOT «IOTPYKEHHE» B HEKOTOPYIO CHUTyanuio (BU3UT K JOKTOPY,
HOKYIKH B THIIEPMApKeTe, HABUTAIMS B TOPOJIE U MpoYee);

— B clly4ae YCHEIIHbIX JEHCTBUI NPUBOAAT K MPAKTUIECKOMY PE3yibTaTy B peaibHOM KU3HU.
B nanHOi1 paboTe BBIABUTAIOTCS CIICTYIONINE THITOTE3bI:

—  TEXHOJIOTHSI BUPTYaJbHOH pEeaIbHOCTH B KOMOMHALIMYU C Pa3BUTHIM CEKTOPOM OHJIAMH YCIYT,
KOTOPBI TOJyYHJI B3PBIBHOE pA3BUTHE BCIICACTBHE MAHIEMHUHM, MOXXET IIPHUBECTH K
HOSIBJICHHIO TIaTGOPMEHHBIX pELIeHHH, KOTOpble OyAyT COBMEIIAaTh MONy4YCHHE OHJIANH
yciayr € YCHCIIHBIM OCBOCHHEM COOTBETCTBYIOUINX  A3BIKOBBIX 0JIOKOB (HCKCI/IKa,
pa3roBOpHasi MIPAaKTUKA);

— MyabTuiieepHble VR-mmaTgopmbl Mo3BOIAT 00€CIeYUTh HE TOJBKO aBTOMAaTU3UPOBAHHOE
o0y4yeHHe C TOMOUIBIO S3BIKOBBIX OOTOB, HO M BUPTYaJbHOE MPUCYTCTBHE YUMTENS IS
3aKPEIUICHUS] HABBIKOB CUTYaTUBHBIX KOMMYHUKALIUN;

— TapTHEPCTBO OHJIAH-CEPBUCOB  (J0CTaBKa, BpadeOHbIE KOHCYNbTAllMM M Tp.) C
npeagaraeMoil  miaTgopMoil oOecrieunBaeT 3TUM CEpBUCAM  JIOMIOJHHUTENBHBIC KaHANBI
MPOAAXK UX YCIyT.

2. [locTanoBKa 3a/1a4M M pe3yJIbTAThI Pa00ThI

Jiist npoBepKH THITOTE3, CHOPMYIIMPOBAHHBIX BO BBEJICHHUH, OBUIO CIIPOCKTUPOBAHO MPUIIOKEHHE
Learning via Playing (zainee — LVP), ocHOBaHHOE Ha MyJIbTHIUICCPHO MIaTdopme, pa3padaTbiBacMoii B
OI'bOY BO «llerpo3aBoackuii rocyaapcTBeHHbI yHuBepcureT». [lnmardpopma V-ED Gasupyercs Ha
UrpoBoM JBmxke Unity u mo3Bossier cMOEIMPOBaTh pasiinyHble )u3HeHHbIe cutyauun yepe3 3D (VR)

urpy.

B naHHBIM MOMEHT CO3/1aHO MUHMMAJIbHO (PYHKIHMOHaNIBbHOE Npuiokenne (anri1. Minimal Viable
Product, MVP), xoTtopoe peanusyer oOyueHue si3pikoBoMy Onoky «llokymkm B rumepmapkerey. Jlis
WCTIOJIB30BAHMS TPWIIOKEHNS HE HY)XXHBI CHeluaibHble ycTpoiicTBa (VR-09kH, MUIEMBI U TIp.), TaK Kak
NPUWIOKEHNE pean3yeTcs Ha KOMITBIOTEpHBIX JKpaHax B cpeige Windows M Ha sKpaHaXx MOOMIIBHBIX
teseoHoB B cpenie Android. B To ke Bpemst npuiioxKeHne MOKeT paboTaTh M €O CIIEUAIN3UPOBAHHBIMU
VR-ycTpoiicTBamMu, 94TO COACHCTBYET OoJiee TITyOOKOMY «ITOTPYKEHUIO» B CPENY.

3amycTUB TpPWIOKECHHE, 00ydaemblli OKasbiBaeTCs BHyTpu 3D Mojenu TrUIEpMapKeTa, C
BO3MOXKHOCTBIO TIEPEJBUTaThCsl BHYTPU C WCIOJIB30BAaHHEM CTaHIAPTHBIX UTPOBBIX HHTepdeiicoB. Ha
MOJIKaX TUTIEPMAapKeTa JIeKAT MPOILYyKThI U TOBApPbI, KOTOPbIE MOXHO BEIOMPATh M KJIACTh B BUPTYaJIHHYIO
KOP3WHY TIPH YCIIOBMH BBITOJTHEHHUS Ps/ia AI3BIKOBBIX yIIpakHeHUH (Tab. 1).

Hdns peanu3zanuyl MPOCTBIX YHPAKHEHUH HUCHONB3YIOTCA (OpMBI, B KOTOPBIX 0Oy4yaeMbli
BBIOMpAET MpaBUJIbHBIE OTBETHI (KAK HA3bIBACTCS NAHHBIM TOBAap, KAaKOE KOJMYECTBO TOBApa BBl XOTUTE
npuobdpect W mp.). bojee  cioxkHBIE — yHOpakHEHHS ~ pealM3yIOTCS € HMCIOJIb30BAHUEM
aBTOMATH3UPOBAHHBIX AHUMHUPOBAHHBIX OOTOB. bBoThI 3ajgaroT 00y4aeMOMYy BONPOCHI TOJOCOM,
NpaBUJIBHBIC OTBETHI HA HUX 00y4YaeMblil BRIOMPAET U3 CIIMCKA BO3MOYKHBIX OTBETOB (pHC. 3).
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Tabamnna 1. YpoBHH ynpakHEHUI

Ne YpoBens Copnep:xanue Heanb
1 | CamocrostenbHas Beimonnenue ynpaxxHeHuit Ha BBIOOD IIpoBepka MoHMMaHKs TPOYUTAHHOTO
pabota TPaBUIILHOTO OTBETa 6€3 rOJI0COBOTO (reading)
uHTepdeiica (Tompko A)
2 | B3aumopeiictBue ¢ TexcToBble OTBETHI Ha IOJIOCOBBIE BOIIPOCH! | IIpoBepka NOHMMaHuUs peuu Ha CIyX
4yar-00ToM yar-0oTa B Auanorooe okHo (A-B) nim (listening, writing)

myTéM BBIOOpA MPABMIBHOTO OTBETA

3 BzaumopeiictBue ¢ [TonnepsxaHne TeMaTHUECKOro AUAJIOTa C Pa3BuTne KOMMYHUKATUBHBIX HaBBIKOB,
yUHUTEeNeM YUYHUTENEeM, MPAKTHKA TPOU3HOLICHHS 1 MIPOU3HOIICHUS U MPAKTHYECKOTO
n3ydyeHue 0a30BBIX PeYEeBHIX 00OPOTOB B obuienus (Speaking)

pasnuyHbIX cueHapusx (A-B)

4 | B3aumopeiicTBue ¢ [opnepxaHue TeMaTHYECKOTO AUAIIOTA C [oaroroBka kK B3aMOJICHCTBHIO,
HOCHTEIIEM SI3bIKa HOCHTEJIEM SI3bIKa, BEITIOJHEHUE 3aIaHUH OPHCHTAMH 1 KOMMYHHUKALVH B
Ha urpoBoii mardopme (B) JPYTOI S3BIKOBOM cpeie

(comprehensive approach)

IIpumeuanne: A — 6a30BbI (POTHO) SI3BIK, B — M3ydaeMblil S3BIK.

Mpoayxr: Lsetsl
Uewa: 50,45

Flowers

Cvety

Flow

Puc. 3. Unrepdeiic npunoxenus LvP

Haunbonee crmoxxHbple YHpaKHEHHSI HPOMCXOMAT C TPUBJICYEHHEM TPENoIaBaTelNsl, KOTOPBIHA
3axoauT B 3D Mojens runepmMapkeTa co CBOEro yCTPOHCTBAa M 0OecreurBaeT IMOJIHOLIEHHBIE JHAajIory, a
TaKke OINEpaTHBHO MOMOraeT o0y4aeMOMy B YacTW mpousHouieHus. KiroueBoli 0COOEHHOCTBIO
npunoxxeHust LVP sBisieTcst mapTHEpCTBO co City>k00i HOCTaBKH TOBAapoB. BeIOpaHHBIC B MPUIIOKEHUH
TOBapbl MOXKHO OIUIATUTh, U OHH OYIyT AOCTABIICHHI MO agpecy o0ydaeMoro B «(HHU3HYECKOM» MUpE.
[lpuBs3ka K peaIbHOCTH W TMOTPY)KEHHE B CUTYalMI0O NOTCHUUANbHO OyIyT crnocoOCTBOBATH
YCKOPEHHOMY, KaU€CTBEHHOMY U YBJIEKAaTEJILHOMY O0YUYCHHIO.

3. 3akiaiouenue

Pesynbratel peanuszanuu cueHapust «lIokynku B rumepMapkere» Ha ayJUTOPUU NMAapTHEPCKOU
ciy:)kObl JocTaBKM W cryleHtax YHuBepcurera UTMO wu Ilerpo3aBoickoro rocyaapcTBEHHOTO
yHHBEpcUTeTa OyIyT YUYTEHBl B NapayljieIbHOM HCCIEIOBAHUHM C LEJIBIO ONpenenuTh 3PQPEKTHBHOCTh
BHeNpeHUS Teiimudukannu u VR B mporiecc o0ydIeHwHs, a TaKXKe IPUHATH pelieHrne 0 pa3paboTKe Ipyrux
crieHapueB. MyJBTHIIONB30BATENbCKOE TpHIOXKeHne LVP ¢ pasnuuHbIME  ypOBHSMH  0Oy4eHHs,
norpyxkeaneM B cpeny (VR), BcTpoeHHOM redmMudukanneii ¥ NpPUBA3KOH K pPEaTbHOCTH IO3BOJIHUT
yBJIEKaTeNIbHO, S(QGHEKTUBHO M € MHUHUMAaJbHBIMH BpPEMEHHBIMU 3aTpaTaMH H3y4yaTb pa3Iu4yHbIC
nekcudyeckue O0noku. [To cpaBHEHMIO ¢ IpyrUMHE MaTGopMamMu U MPUIOKEHHUSIMA, TIpoeKT LVP mo3Boiut
B MIOJIHOM Mepe peain30BaTh U MPOTECTHPOBATh MOTEHIMAI U BIUSIHNE Ha 3P PEKTUBHOCTH O0YUYEHHUS KaK
TEXHOJIOTHH BUPTYAIbHON PEaIbHOCTH, TaK U reiiMU(UKaLIH.
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Gamification and VR Technologies in Application
to Teaching Practical Foreign Language Skills

E.V. Lavreneval, V.A. Belopolskiy?, V.V. Melentiev 3, 1.V. Rozhdestvenskiy*

HTMO University, Russia
2000 «Speakerguru», Russia
3Petrozavodsk State University, Russia

Abstract. We discuss a potential increase in the efficiency of learning a foreign language via
gamification of the educational process and application of virtual reality technology. There is a wide
range of papers studying this topic, but the question of high-quality simultaneous implementation of
these technologies remains open. The effectiveness of the study of language material essentially
depends on the expedient involvement of the senses in the perception of information, on the
motivation system, on the degree of immersion in the environment and context, as well as on how
important the practical result of communication in a language is, which is facilitated by both
gamification and VR. A clear demonstration of the effectiveness of VR in teaching is presented on the
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example of the Russian project «SpeakerGuru», a multi-user solution for teaching communication
skills in virtual reality, as well as the problems associated with the implementation of this technology.
We propose creating educational game applications as an alternative to traditional online learning
instruments. We consider the following hypotheses which we plan to verify through further research:
1) VR technology in combination with a developed sector of online services can lead to the emergence
of platform solutions that will combine the receipt of online services with the successful mastering the
corresponding lexical blocks; 2) multiplayer VR platforms will provide not only automated learning
with the help of language bots but also the virtual presence of a teacher to consolidate situational
communication skills; 3) a partnership of online services with the proposed platform provides these
services with additional sales channels. To test the theses, we designed an early prototype of the
Learning via Playing application which, thanks to immersion in the environment (VVR), a game factor
(gamification) and reference to reality (the «Shopping in a hypermarket» scenario assumes the
possibility of purchasing products), potentially contributes to an accelerated, high-quality, and fun
foreign language learning.

Keywords: VR, gamification, education, foreign language learning.
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