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OMbIT NPUMEHEHUA PONEBON UIPbl B 3APYBE)XXHOU

THE EXPERIENCE OF USING ROLE PLAY
IN FOREIGN TEACHING PRACTICE

M. Kamardin

Summary: The work touches upon the use of role-playing gaming
technologies in the practice of foreign educational systems from 1950
to 2021. Specific examples of game learning in Europe and the USA are
given, including the use of non-adapted computer games. It traces how
the elements of role-playing games began to be transferred from virtual
reality to educational practice. The experience of educational institutions
that have completely switched to the game method of teaching is
described. It is emphasized that both traditional live action role-playing
games and computer games are used for teaching and upbringing of
children. As a result, a conclusion is made about the effectiveness of
the use of gaming technologies in the educational process as a separate
method builtinto the existing education system, and as a basis for creating
a completely new educational approach exclusively in a game form. The
work uses foreign sources that do not have an official translation.
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€PMaHEHTHbI  Npouecc  pedpopMUMpPOBAHMA  OT-

€4YeCTBEHHOW CUCTeMbl 0OpPa30BaHUA CTaBUT nepeq

YUUTENAAIMU HEMPOCTYI0 3afjavy: HalTW TakoW MeTon
06yueHMs, KOTOPbIA MOXHO 3QDEKTUBHO NMPUMEHATb BHE
3aBNCMMOCTU OT FPAQYLLMX U3MeHeHWI B WwKkone. OgHum 13
TaKUX MeTOJOB MO MNpaBy CYMTaeTCA posnesasn urpa.

PoneBble Urpbl Kak negarornyeckas TEXHOMOMMA MPOLL-
NV ANUTENbHBIA 3Tan CBOEro CTaHOBNEHWA U pa3BuTmsA. OT-
HOLUEHMe K HAM CO CTOPOHbI MeAaroroB U METOANCTOB 6bINo
HeOAHO3HaYHbIM, MO3TOMY SHTy3MacTaM NPUXOANIOCH Npe-
ofjoneBaTb CONPOTUBEHNE Nefarornyeckoro coobLecTsa,
[OKa3blBasd BO3MOXHOCTb WX CUCTEMHOTFO MPUIMEHEHMUSI.
Haunbonbluero ycnexa B 3ToM JOOWANCH MHOCTPAHHbIE Me-
faroru.

C 1950-x rr. ponesble Urpbl CTanu NOABNATLCA B 0bpa-
30BaTeNbHOM Mnpotlecce 3apybexkHbIX LWKos. MNepBbiMK KX
CTanu NPUMEHATb NPU U3yYeHUM A3bIKOB. Teopua «uU3yye-
HMA A3blKa B KOHKPeTHbIX cuTyaumax» (Situational Language
Teaching theory), co3gaHHas B To Bpemsa Anbdpegom Opuc-
61, NpepnonaraeT, UYTO YUYEHWKM [OJIXKHbI NPaKTUKOBaTb
A3bIK B CUTyaUuAX, NPUOANKEHHBIX K peanbHoMy Mupy. [na
3TOro UCMOJb3YTCA Pa3fiyHble CLieHapun, B KOTOPbIX yye-
HVKW, MO CYTW, UrpatoT B ponesyto urpy [3]. OgHoBpeMeHHO
C 3TUMW UTPaMK, POJIEBON MeTOof CTanun NCMoNb30BaThb Npwu
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Anromayug: Pabota 3aTparuBaeT Temy UCMONb30BaHUA PONEBbIX UTPOBbIX TeX-
HOMOTWIl B MPaKTUKe MHOCTPaHHbIX 06pa3oBaTeNbHbIx cuctem ¢ 1950 no 2021
rr. [pUBOAATCA KOHKpeTHble MpuMepbl urpoBoro obyuexns B Epone u CLLUA, B
TOM Yncie C UCNob30BaHNEM HEaJanTUPOBAHHBIX KOMMbIOTEPHbIX Urp. po-
CNEXNBAETCA, KakuM 06pa3om 3NeMeHTbI PONeBbIX Urp CTanu NepeHoCUTbCA 13
BUPTYabHOI peanbHOCT! B 06pa3oBaTenbHyt0 NpakTuky. PacckazaHo o6 onbite
00pa3oBaTeNbHbIX YUpEXAeHNiA, MONHOCTbIO MepeLleLuX Ha UrPOBOI MeToz
06yueHns. MopuepkuBaetca, uto Ana 00yyeHna 1 BOCUTAHUA JeTeil npuMeHs-
I0TCA KaK TPaANLIMOHHbIE poieBble UrPbl XWUBOTO [eiCTBUA, TaK U KOMMbIOTep-
Hble urpbl. B utore genaetca BbiBog 06 IQGEKTUBHOCTM NPUMEHEHIA UTPOBbIX
TeXHONOr Wi B 06pa3oBaTeNnbHOM NpoLiecce Kak 0TAENbHOr0 MeToAa, BCTPOEHHOr0
B UMeIOLLYIoCA cucTeMy 06pa30BaHNA, TaK M Kak OCHOBY /A CO3[aHNA COBep-
LUIEHHO HOBOTO 06pa30BaTENbHOT0 NOAX0AA UCKNIOYUTENLHO B UTPOBOI GopMme.
B pabote ncnonb3yloTca MHOCTPAHHbIE UCTOYHNKI, HE MMeloLLMe 0QULMANbHOTO
nepesoja.

Kntouesble cn1o6a: poneBas urpa, Nefiarornyeckas TEXHONOMUA, reiimuukaums.

00yuyeHnn CTyeHTOB-MeauKoB. Arpokn gennnucb Ha Bpa-
yel N MAUMEHTOB, 3aTeM OTbIrPbIBAaNN pacnpefenéHHble
MeXAy HVMMMK POJiv: Bpauu MbITaloTCA MOCTaBUTb AMarHo3,
OCHOBbIBAACb Ha JeNCTBUAX naymeHTos [1].

Tem He meHee, poneBble Urpbl MO-MPEXHEMY NCMONb30-
BaNNCb NULLb Kak BCMOMOraTeNbHbIN 3nemMeHT obyueHus. B
1980-X IT. BbILIEN LieNbl pAf cTaTel, 06BMHALMX POneBble
Urpbl B HEFAaTMBHOM BIMAHMM Ha MOJIOAEXD, MPUYYEHUNIO K
MEeCTOKOCTU M flaXke KaK HayaslbHbIV 3Tan OKKYbTHbIX NpakK-
TUK [6]. Takon noaxon HeraTMBHO CKa3ancA Ha pa3BUTUN
pOneBbIX UFP B KauecTBe Mefarormyeckon TexHonoruu. B
pesynbraTe UrpoBble MPaKTUKN JONroe BpeMsa Haxoaunnucb
Ha nepudepun cucTembl 06pa3oBaHNA, HECMOTPA Ha BCe
MOCbl JAHHOTO MOAX0AA K 06yUYeHUto 1 BocnuTaHuio [5].

AKTUBHOE pa3BuTMe Chepbl KOMMbIOTEPHBIX UFP B KOHLIE
1990-x Ir. NpUBENoO K NepecMoTpy NO3ULWIA PONEBLIX WP
B obpa3oBaTtesibHOM npouecce. MHoOrononb3oBaTenbckue
OHMaMH Wrpbl CTannM paccmMaTpuBaTbCA Kak CBOEro popa
nabopartopu Ans NOJlyYeHUss KOHKPETHbIX 3HAHUN MO TemM
WY MHBbIM NpeAmeTaMm, a TakXKe Kak MnolwagKkm ana orpa-
60TKM «HaBblkoB XX| Beka», HEOOXOAUMBIX ANA YCNELHOro
dyHKUMOHMpPOBaHMA B undposyto snoxy [4]. B 2004 r. Ha
6a3e poneson urpbl Everquest B BalwHrtoHckom yHuBep-
cuteTe Obln NPOBeAEH KypcC «ITHOrpadusa MHOronosb3oBa-
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TeNIbCKMX POJIEBbLIX OHMAMH Urp». [pynna yu4eHnKoB nog py-
KoBoacTBOM AapoHa [lenBnya, Ncnonb3ya TPEXMECAYHYIO
UrPoBYIO MNOAMUCKY, N3yyana NoBefeHe NFPOKOB B YCNIOBU-
AX UFPOBOTrO MVPA, NX MOTVBALMIO U KYJIbTYPHbIE NPaKTUKN.
HecmoTpsa Ha onpepenéHHble OTANYNA OT peanbHOro M1pa,
[aHHbIV OMbIT MOMOT yYeHUKaM MPUMEHNUTb STHorpadurye-
CKMe HaBbIKW B YCIIOBUAX, MPUOAMKEHHBIX K MOSEBbIM, NMOA-
roTOBUTb UX K AalbHelLwweln npakTuyeckom paborte [2].

He meHee nHTepeceH noaxop, Npu KOTOPOM 31eMeHTbI
pOJIEBbLIX NP CTanM NEPeHOCUTLCA U3 BUPTYaNbHOW peanb-
HOCTU B camy 0Opa3oBaTesibHYy0 NpaKTuKy. Tak, Jln LenpoH,
npodeccop PeHcennepckoro MOAUTEXHUYECKOTO WHCTU-
TyTa OTKa3asicAa OT OLEHOK Ha CBOWX 3aHATUAX, UCMOMb3yA
BMECTO 3TOrO OUKM OnbiTa (experience points), a gomallHne
3aflaHnA NpeBpaTUN B KBECTbl, NOOyXad YUEeHNKOB K Mo-
NyYeHM0 HOBbIX 3HaHWU B nrposoi popme. Tako noaxon
MO>KeT MoKa3aTbCA MOBEPXHOCTHbIM, OAHAKO OH MO3BONA-
€T NO-HOBOMY B3/IAHYTb Ha LUKOJIbHOE OByuYeHne, OTONTK
OT TPaAULMOHHBIX Mogenei obyyeHunA. B poneBbix mnrpax
nepcoHa)m noHavany cfabbl 1 B NpoLecce BbINOMHEHWA
CJIOXHbIX 3a4aHNI CTAaHOBATCA CUSIbHee, YTO Kak pas u pe-
ann3oBaHHOWN Yepe3 MoJslyyeHne OYKOB ornbiTa. Mcnonb3o-
BaHVe TaKoW CUCTEMbI fienaeT NpoLecc NonyYeHUsa 3HaHUN,
a TakXKe OTCNEXMBaHNA COOCTBEHHOIO Mporpecca ropasno
6onee npo3payHbim [9].

[pyroi, He MeHee MHTepecHbI MNOAXoH, 3TO UCMOSb-
30BaHMe npaktomumum (practomime), Korga B MpakTuKe
0byuyeHMA UCMONb3YTCA He TONbKO MeXaHuKa Urp, Ho ”
COOCTBEHHO PONEBbIE 3NIEMEHTbI. TePMUH Obll BBEAEH B Ha-
YUHbI 060poT Pogkepom Tpasucom B 2010 ropgy. B kaue-
CTBE NpYMepa Takoro NoaxoAa, aBTop NpeasiaraeT cnegyto-
LLIYIO CUTYaLMIO ANA U3yYeHUA NaTbIHW: KNacc npeBpaLlaeTca
B PUMCKyt0 BUNNY, YYEHNKU OTbIrPbIBAIOT POJb «MAEMAHHN-
KOB», B TO BPeMA Kak yuntenb npumepsaeT pofib aHTaroHu-
CTa — «3/10r0 AAQIOWKMY». YUEHUKN JOMKHbI B XO4e 3aHATUSA
NPOTMBOCTOATb YUUTENIO, pa3pyLuasn ero niaHbl. [ockonbky
B JaHHOW CUTyaLUn TPagULNOHHbIE PONN PE3KO MEHAITCA,
YUYEHVKW MNONyYaloT HOBbIN CTUMYN ANA UCNOSIb30BaHWA Na-
TbIHW NPY PeLUEHNN KOHKPETHbIX MpakTuyecknx 3agay. OHum
BMAAT nepep coboin uéTkyto Lenb (nobeny Hag yumtenem),
HaUYMHAOT MPUMEHATb CBOW 3HAHWA ANA €€ [OCTUXKEHWA,
YTO CyLLEeCTBEHHO ynyyluaeT pe3ynbTatbl 06yyeHus [10].

CxoXum obpa3om paboTaeT cucTema «3MUCTEMMUOSIO-
rmyecknx urp» (epistemic games), onucaHHasa B pabote
Oasuaa YunoamcoHa LWaddepa. 3gech, B oTnnume oT npak-
TOMMMUU, PONK, KOTOPbIE NPUMEPSAIOT Ha cebe yueHNKY, 3a-
MUMCTBYIOTCA 13 peasibHOro mupa (YY€Hblil, OXPaHHMK, CMO-
TpuTenb 300Mapka u T.4.). Llenb Takmx urp 3akniovyaetcsa B
nepByio ouepelb BO BXXMBaHUN B KOHKPETHYIO Npodeccuio.
PeGéHOK morpyaeTca B HOBYK CUTYaLMO, MAaKCMMaNbHO
NPUOAKEHHYIO K peanbHO, YTobbl NPOBEPUTb CBOW BO3-
MOHOCTU 1, BEPOATHO, BbIOPaTb Ty UK UHYO npodeccuio
B OyayLiem [8].

Cepus: lymaHumapHeie Hayku N°5 mati 2021 a.

B coBpemeHHbIX YCNIOBUAX MEHAIOWEroca Mupa He-
KoTopble 0b6pa3oBaTesibHble  YUpeXAeHWsA MOSIHOCTbIO
nepexofAaT Ha UrpoBoi MeTog obydyeHus. OgHUM 13 Ap-
Kux npumepos ansetcss OCTepCKOBCKasA LWKOMa-NHTepHAT
(Osterskov Efterskole) B ropoge Xobpo B JaHuu, roe Becb
ob6pazoBaTenbHbIA MNPOLECC NOCTPOEH Ha POJNIEBbIX MUrpax.
LLikona 6bina ocHoBaHa B 2006 r. Magcom JlyHay n Manvkom
XnUTnodpTOM, aKTUBHBIMW YUYaCTHUKaMW AATCKOTO POJSIEBOroO
ABWKeHnA. Obpa3oBaTesibHas MNporpamMmma LWKOJIbl COCTOUT
N3 NPOEKTOB, KaXKAbI N3 HUX OAUTCA HECKONbKO Hepenb,
npy 3TOM B KaX[OM MpPOeKTe MpUCYTCTBYeT HappaTiBHas
CIOXKEeTHas NINHWSA, CBA3bIBaloLWas oTAeNbHble COObITUA ApYr
C gpyrom. B kauectBe ¢aKynbTaTUBHbBIX 3aHATUI YUYEHUKU
UrpaioT B HACTOJSIbHbIE UTPbl, @ TAKXKe AenaloT CHapshKeHne
ANA PONEeBbIX UFP XNUBOFO gencTeuns [7].

Hanbonee wu3BecTHOM wurpon-npoektom OCTepCKOB-
CKOWM LIKOMbl-UHTepHaTa sABnAeTca «3axBaT  AdpuKm»
(Overtagelsen af Afrika), B KOTOpoOI1 yueHVKM NpuMepsAtoT
Ha cebs ponb eBPONenCKMX KONIOHM3aTOPOB, 3aXBaTblBato-
Wwnx adpuKaHCKUN KOHTMHeEHT B XIX Beke. Kaxpaa rpynna
YUYEHNKOB NpefCTaBnAeT OTAeSIbHYI0 CTpaHy, U B NepBoW
YacTu Urpbl Lieflb FPYNMbl — 3aXBaTUTb KOHTPOSb Hag 60s1b-
wen yactoto AdpurKK, npenctaBneHHoON B BUAe 60JbLIOW
KapTbl. [11A 3TOro MOXHO y4acTBOBaTb B 60EBbIX CTONKHO-
BEHMAX, OTOABMIan rpaHULy CBOUX MPOTUBHMKOB, a TaKxXe
pelias onpefenéHHble cTpaTernyeckue 3agaym (Hanpumep,
npoknagka »kenesHom pgoporun yepes Caxapy, BbiCTynne-
HMe nepen MeCTHbIMW BOCCTABLUMMU MiaHTaToOpaMy 1 Tak
Janee). B KoHUe MepBON YacTu Kakume-TO CTpaHbl TepAlT
KOHTPOMb Haj TePPUTOPUAMMU, 1 BO BTOPOI YaCTU UrPbl 3TN
rpynmnbl yYeHKOB BbICTYMatoT B ponun 60pLIOB 3a He3aBKCK-
MoCTb ADpPUKN, 0CBOOOXKAAA KOHTUHEHT OT 3aXBaTYMKOB.
B ¢mHanbHOM yactn penctBue nepeHocutca B XXI Bek, 1
YyUYaCTHUKM MNbITaloTCA BbiBeCTU ADpPUKY Ha ypoBEHb COBpe-
MEHHbIX CTPaH Moc/ie BEKOBOIO YyrHeTEHWA eBPONenCcKUMm
3axBaTumkamu. Takaa mrpa no3BonseT yYeHMKam MCNosb-
30BaTb BCe CBOW HaBblKM W 3HAHUA AnA nobeppl, MOMNyTHO
M3yyvato HENPOCTYHO NCTOPUIO KONMOHM3aLMM adpUKaHCKOro
KOHTMHeHTa. CTONT OTMETUTDb, YTO 3TO YacCTHaA LUKOSA, KO-
Topan GMHaHCUpyeTCA 3a CUET poanTeNnei YUeHNKOB, a Tak-
e [aTCKMX PONEBUKOB. B KOHLIe 0ByueH A YyUeHUKMN caatoT
obLme Ans JaTCKUX WKOM 3K3aMeHbl, AfiA 3TOro npefycmo-
TPEHbl KOPOTKME KypCbl, MPOBOAMMbIE B PaMKax TpaguLm-
OHHOW cucTembl 06pa3oBaHuA [7].

Takmm o6pa3om, B HacTosIlLee BpeMsi POJIEBblE UTPbl B
€BPOMeNcKol NPaKTUKe akTUBHO MCMOJb3YIOTCA B 06pa3o-
BaTesibHOM npouecce. pn 3ToM YacTo B nNpuoputeTe Ha-
XO[ATCA KOMMbIOTEPHbIE UrPbl, MOCKONbKY MMEHHO B HUX
npenogaBaTteny BUAAT HEOOXOAMMYIO M KOHTPOUPYEMYIO
cpeny, KOTOPY MOXXHO U3MEHATb B COOTBETCTBMM C UMELO-
WMMNCA HYXKAaMN. Tem He MeHee TpagMLUMOHHbIe posieBble
UrPbI XKMBOTO [eNCTBMA TOXe NPUMEHAITCA NPU 06yyeHnr
1 BOCMUTAHWNA feTen, NPUYEM Kak OTAeNbHbIA MeTod, BCTPO-
€HHbIV B UMeloLLyoCcA cucTemy obpa3oBaHuA, Tak Y OCHO-
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Ba A/1A CO3[aHUA COBEPLUEHHO HOBOTO 0Opa3oBaTeNbHOrO | BOCXoguT Ux. OTeyecTBeHHbIM MefaroraMm CTouT obpaTuTb
noaxoda WCKoumTenbHO B mUrposoii dopme. DPdeKTB- | CBOE BHMMaHME Ha OMbIT 3apyOEXHbIX KOer, He 60ATbCA
HOCTb P B 060X CIlyYasix HAXOAWTCA Ha YPOBHe OObIYHbIX | KCMONb30BaTh POeBble Urpbl (B TOM UKcC/ie U KOMMbloTep-
MeTOLOB, a B cilydae ¢ OCTEPKOBCKOW LUKOMON faxe npe- | Hble HeafanTMpoBaHHbIE K 00yUEHMI0) Ha CBOUX YPOKaX.
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