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AnHOTanus. B cTaThe IPOBEOEH TEOPETUYECKUN aHaJI3 BO3MOXKHOCTEN UTPOBBIX TEXHOJIOTHUHN KakK
cpencTBa popMUPOBaAHUS JIE€KCUYECKON KOMIIETEHITUM YUaIUXCs CTapIInX KJIacCOB Ha MaTepuarse
QHTJIOSA3BIYHOM TeMHbl «Crime» (mpecTymieHne). PacCMOTPEHE! CYIIHOCTh U KilaCCUPUKAIIUST UTPOBHIX
MeTOAuK, ocoOeHHOCTH 00yueHus nekcuke B 10-11 knaccax, a Takke 0030p CYIIECTBYIOIINX
METOIOB 00yUYeHUs TeKCUKEe NHOCTPAHHOTO sI3bIKa. APTYMEHTUPYETCS aKTyalIbHOCTh UTPOBBIX
ITPUEMOB [IJIs TIOBHIIIIEHUSI MHTEPEeca M MOTUBAIIMK CTAPIIEKIaCCHUKOB. [Toka3aHo, 4TO
TeMaTu4eCKuu Matepuasn «Crime» BKJII0YaeT MIMPOKUM CIOBapHBIM NacT (Ha3BaHUS
[IPECTYIJIEHUY, Y9aCTHUKOB, IIPABOBLIX IIPOLIECCOB U IIP.), YTO IIO3BOJIIET CO3laBaTh pa3HO00pa3HbIe
WUTPOBEIE yIIpaXKHEeHUs (POJieBble MHCLIEHUPOBKY, KPOCCBOPALI, KBECTHL U T.[.), CIIOCOOCTBYIOIIVE
MHOTOKPaTHOMY IIOBTOPEHUIO ¥ aKTUBHOMY YCBOEHUIO IeKCUKU. CIelaHbl BEIBOOLI O
11eJ1eCO00Pa3HOCTH PETYISIPHOTO IPUMEHEHU ST UTPOBBIX TEXHOJIOTHUH ITPU Pa3BUTHHU JIEKCUIECKON
KOMIIETEHIIUM YYaIIUXCsI, YTO MOBHIIIAeT 3(PGHEKTUBHOCTb OOYUYEHUS ¥ BOBJIEUEHHOCTH B IIPOLIECC.

Abstract. This article presents a theoretical analysis of using game-based teaching techniques to
develop high school students’ lexical competence on the material of the theme “Crime”. The
essence and classification of educational games, the peculiarities of teaching English vocabulary to
grades 10-11, and existing vocabulary teaching methods are reviewed. The relevance of game-
based approaches for enhancing students’ interest, motivation, and retention of lexical material is
substantiated. The analysis shows that the “Crime” topic covers a wide range of vocabulary (types
of crimes, legal terms, etc.), which allows the design of diverse game activities (role-plays,
crosswords, digital quests, etc.) that promote repeated practice and active acquisition of
vocabulary. In conclusion, the study recommends regular incorporation of game technologies in
vocabulary lessons for secondary school to boost learning efficiency and student engagement.
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B ycnoBusix cOBpeMeHHON MeTOOuKY 00y4eHNUSI MHOCTPAHHOMY SI3BIKYy 0C000€e BHUMAHUE YIeJIseTCs
opMupoBaHUIO IEKCHYECKOM KOMIIETEHIIUY YIaIINXCs — CIIOCOOHOCTH IIOHUMATh U aKTUBHO
HCIIOJIb30BaTh B peuu HeoOXOOUMEIN 0OBEM CIIOBAPHOTO 3anaca. JIekcrudeckasi KOMIIETEHITH ST
paccMaTpuBaeTCsa KakK 4aCcTh KOMMYHUMKATUBHOU KOMIIETEHIIUY, ITIOApa3yMeBaloias 3HaHue CJIOB U
yMeHUe IPUMEHATh UX B TpaKTU4YecKou peun [1, c. 216]. OcHOBHEIE KPUTEPUU JIEKCUUECKOMU
KOMIIETEHIINU BKJII0YAIOT KOJIMUEeCTBO OCBOEHHHBIX CJIOB, BlafjeHNe JOCTAaTOYHBIM JIEKCUYECKUM
3aracoM [Jjisl peuyeBOU OesATeIbHOCTU, PEryISpPHOCTh IPUMEHEeHU BEly4YeHHOT0 MaTepuasa, a Takxke
pasnuyme MeXOy aKTUBHBIM U AaCCUBHEIM cjioBapéM [1, c. 216]. B 10-11 kmaccax ugér
WHTEHCHUBHOE pacClIupeHre CI0BapHOTro 3araca, OOHaKO TPaguIIMOHHbBIE METOOLl 3allOMUHAHU A
JIEKCUKH (3yOpEérKKa CIMCKOB, IIEPEBO/) YaCTO OKA3kIBAIOTCS MaJio3(pDEeKTUBHEIMHU IJIS TOAPOCTKOB.

OmHUM M3 ITEPCIEKTUBHBIX PEIIeHUN CUNTAeTC IPUMEHEHNE UTPOBBIX TEXHOJIOTHUH B 00yUYeHUHN
s13bIKy. Mirpa Kak ¢opMa yueOHOU AeITENbHOCTH N3y4UeHa B IICUXOJIOTHHY U IIeJaroruke: OHa
BBLICTYHAET ClelluPUIeCKUM BUOOM AESATEILHOCTH, CTUMYJIMPYIOIIUM CaMOBBIpaXKeHNe TUYHOCTH,
BooOpakeHKe ¥ TBOpUeCcKoe Haudaso [7, c. 47]. B memaroruke urpa - 3T0 MOTHUBHUPOBAHHASA U
9MOIIMOHAJIPHO 3apsKeHHas OesTeJIbHOCTh y4Yalllerocs, IIpeBpalllaolias MpollecCc U3y4eHUs SI3bIKa B
«yBJIeKaTeJIbHOe U Io0uMoe 3aHsaTue» [5, c. 83]. Mcmonb3oBaHWe UTPOBLIX IIPHEMOB Ha yPOKe
WHOCTPAHHOTO S3bIKa MOBHIIIIaeT 3aUNHTEPECOBAHHOCTh U KOHIIEHTPAIUI0 BHUMaHUS YIEeHUKOB,
aKTUBU3UPYET UX MBICIUTEJIFHYIO IesATEeTbHOCTS [3, c. 48]. UMeHHO IT03TOMY UT'POBBIE TEXHOJIOTUU
paccMaTpuBaloTCs KaK BaXXKHBIM MOTUBUpPYIoWMi pakTop obyuenus [9, c. 46].

HUrpoBble TEXHOJIOTUU - COBOKYITHOCTb IIPUEMOB 1 METONOB 00yUeHUsI, KOTOPhIE UCIIOIb3YIOT
JJIEMEHTHI UT'PDEI UJIN ILEJIbI€ NUTPOBBIE€ CUCTEMBI Ha YPOKaX MHOCTPAHHOTI'O A3bIKaA. I/II"pr B OGy‘-IeHI/II/I
KJTaCCUGMUIIUPYIOTCS I0 PAa3HBEIM KpuTepusiM. K OCHOBHEIM (hopMaM UTPOBEIX METOUK MOXKHO
OTHECTH CIIedyIoIne:

1. JlekcuYecKre UTPHL. DTO CUTYaTHBHO-BapUATUBHEBIE VITPAXKHEHUS, CO3TIA0Ie BO3MOKHOCTD
MHOT'OKPATHOTO TIOBTOPEHMS PeueBOro oopasiia B YCIOBUIX, IPUOIUKEHHEIX K pealbHOMY
ob1rennio. Takue urpel (Memory Game, «I[eIlodka CJIOB», TeMAaTHYEeCKHe KPOCCBOPIHL U Op.)
ITO3BOJISIIOT yYaIIIUMCSI PETryIsiPHO BCIIOMHHATh U BOCIIPOM3BOOUTH N3YYEHHYIO JIEKCUKY C
37IeMeHTaMHU 9MOIIMOHAJIbHOM BoBIeuéHHocTu [10, p. 16].

2. PoneBble ¥ MHCLIIEHUPOBOYHEIEe UTPHl. OHU IIpefnosaraloT pacipenesieHue pojiedl Mexay
y4allluMUCSI ¥ MOLEeIUpPYyIoT pealbHyl0 KOMMYHUKATUBHYIO CUTyalluio. Takre UTPEl MaKCUMAaIbHO
TOYHO BOCCTaHaBJIUBAIOT 00CTAHOBKY OOIIEHNS, BOBIEKAIOT SMOIMOHAIbHYI0 chepy IIKOIbHUKOB U
CTUMYJIUPYIOT UX K aKTUBHOMY pedeBOMy B3auMopeunctsuio [1, c. 57].

3. KoMITbI0TEPHBIE 1 MOOUIbHEIE UTPEI. NHTEPAKTUBHLIE ITPUIOKEHUS U SMYJISIIUN IT03BOJISIOT
coyeTaTh BU3YAJIbHYIO U ayOuaJIbHYI0 HHOOPMAIIUIO, YTO CIIOCOOCTBYET CO3MaHMI0 YBIEKATEIILHOT O
UTPOBOTO CcloxkeTa. LIudpoBbie UTPH IA0T YYeHUKaM BO3MOXKHOCTb CAMOCTOSITEIIBHO IPOXOIUTH
VPOBHU C IIOBTOPEHHEM CJIOB, COPEBHOBAThCS 32 OYKHM ¥ MIHOBEHHO ITOJIy4YaTh 0OpaTHYIO CBsI3b [6, C.
58].

HUrpoBble TEXHOJIOTUU CTPOSITCS Ha KOHIENTyaIbHBIX OCHOBAaX, CBI3aHHBIX C MOTHUBAlMEH,
CaMOBBIpaXKeHUeM U KOJIJIEKTUBHBIM B3auUMoOeNCcTBUEeM ydawmuxcs [7, c. 47]. Irpa gaéTt y4uTesio
TubKMe CPelCcTBa BBeJIEHUS HOBOM JIEKCUKM U KOHTPOJISA €€ YCBOEHUS: yueOHbIe UTPHI
CTPYKTYPUPOBAHHI 110 ONIPeAeIEHHEIM IpaBUIaM U IIeJISIM, YTO IIOMOTAeT HAalPaBJIsATh aKTUBHOCTH
V4EeHUKOB U OlleHHWBaTh pe3ysbTaTe [10, p. 16].
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