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Caovicosa Pena Mycaymoena

YUUTEh
MBOY «CHI Ne76 um. Xo 1Iu Muna»

I. YIbIHOBCK, YIIBIHOBCKas 00J1acTh

CIOKETHASA UTPOPUKALIUA KAK CPEACTBO PABBUTUSA
®YHKIIMOHAJIbHOM TPAMOTHOCTH
HA YPOKAX AHITIMMCKOI'O SI3BIKA

AHHOmMauua: 6 cmamve paccmMampuaromcs meopemudeckue U mMemooudeckue
OCHOBbL CIOAHCEMHOU USPOPUKAYUU KAK UHHOBAYUOHHO20 CPeOCmEa pa3eumusi )yHKyu-
OHALHOU 2PAMOMHOCU 00YUAIOWUXCSL HA YPOKAX AHSTUUCKO20 A3bIKA. AHanuzupy-
IOMCA NPUEMDBL, Memoobl U nedazocuieckue yciosus, obecnedusaroujue pe3yiomamus-
HOCMb 0aHH020 nooxooa. Ilpedcmasnenvl npakmuueckue pe3yibmamsl 6HeOPEeHUsL CIo-
JHCEMHOU USPOPUKAYUU, OMPAACAIOUWUE NOTOICUMETLHYIO OUHAMUKY PA3GUMUS YUMA-
MenNbCKOU, KOMMYHUKAMUBHOU, SA3bIKOBOU, YUDPOBOU U COYUANbHOU 2PAMOMHOCHU

WKOJIbHUKOG.

Knioueevie cnosa: croscemnasn uepoguxayus, OyHKYUOHATbHAS 2PAMOMHOCYb,
AHEUTICKULL A3bIK, USPOBble MEXHON02UU, CIOHCEMHO-POIIedas 0esamelbHOCHb, MOMU-

sayusl.

CoBpeMeHHOE 00pa3oBaHNEe OPUEHTHUPOBAHO Ha (HOPMHUPOBAHUE (PYHKIIMOHAIb-
HOW I'paMOTHOCTH O0y4aroIuXcs, MPeArnonarameil cnocoOHOCTh NPUMEHSITh 3Ha-
HUS M HaBBIKM B PEaJbHBIX KOMMYHUKAIIMOHHBIX M COLMAJIBHO-KYJIBTYPHBIX KOH-
TekcTax [1]. MTHOCTpaHHBIN SI3bIK, KaK YYEOHBIA MpeaMeT, 00JagaeT BHICOKUM MOTEH-
[IMaJIOM JUIsl Pa3BUTHUS JAHHBIX KOMIETEHIIMH, NOCKOJIbKY BKJIIOYAaeT paboTy € TeK-
CTaMH, KOMMYHHUKAlLMIO, MPOEKTHYIO NEATEIbHOCTh M HCIIOJIb30BaHUE LU(PPOBBIX
cpencts [2].

OnHuM 13 >PPEKTUBHBIX METOAOB IMOBBIIICHUSI 00pa30BaTEIbHBIX PE3YJIHTaTOB
ABJISIETCS CIOKETHAs! UTpodUKAIUS — IPUMEHEHHUE AIIEMEHTOB UTPbl U HAppaTUBa, Op-
raHU30BAHHBIX B LEJIOCTHYIO CIOJKETHYIO cucteMy. JlaHHBIN moaxoa mo3BoiisieT Gop-
MHUPOBATh OCMBICIICHHYIO YU€OHYIO NeATEIbHOCTh, CTUMYIUPYS UHTEPEC yUaIUXCS U
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co3/aBasi yCIOBUSA ISl IPUMEHEHUS 3HAHWA B MOJCIHPYEMBIX KHU3HEHHBIX CHUTYya-
uusx [3].

CroxeTHast urpoduKaiusi ONUpAaeTCsl Ha HIEU JAEATEIBHOCTHOTO IMOIXO0/a
(JI. C. Boirorckuii, A. H. JleontbeB), koHcTpyktuBusma (/. bpyHep), a Takxke Ha
PUHITUIIBI MOTUBALINH, U3JIOKEHHBIE B TeOpUu camoorpeaenenus J. Jlecu u P. Paii-
aHa [4]. HappaTuBHas CTpyKTypa CriocOOCTBYeT (POPMUPOBAHHIO TTO3HABATEIIHHON aK-
TUBHOCTU M BOBJICUEHHOCTU YUalIUXCA, TTO3BOJISISI MHTETPUPOBATH SI3bIKOBBIE HABBIKU
B peajibHbIC KOMMYHUKATUBHBIE CUTYaIIUH.

KittoueBbie XapakTepUCTUKU CIOKETHOW UTpOPUKALIMN BKITIOUAIOT:

— HaJIMYMeE TJIaBHOM 11eNu (KBeCTa);

— CHUCTEMY MHCCHUH U YPOBHEM;

— pOJIEBOE pacIpeeICHUE;

— UCIOJIb30BaHUEe apTedakToB (MUCceM, KapT, JTOKYMEHTOB);

— HaJM4Hue MOCJeACTBUM BbIOOpa yyamuxcs [5].

B 0o0ydeHnn MHOCTpAHHBIM SI3bIKaM CYIECTBYIOT METOMBI U MPUEMBI CIOXKETHOMN
UrpoduKaum.

1. Story Quest (CIOKETHBIN KBECT).

MeTton BKJTIOYAET MOCIEA0BATEILHOE BBHITTOJIHEHUE MUCCUH, KaXKIash U3 KOTOPBIX
CBs3aHa OOWIel CrKETHOM JHMHHMEeW. Muccum mnpeamnosnaraior padoTy C TEKCTami,
ayamo, TMaJoraMu, 3aIaHUsIMU Ha aHAJIW3 HH(POPMAIIUU.

2. Role-Based Learning (posieBoe oOyueHue).

VYyammecs moiy4aroT poJid, CBI3aHHBIE C ONPENEIEHHBIMU SI3bIKOBBIMU U KOTHHU-
TUBHBIMU 3a7]a4aMu (MCCIIEI0BATENb, )KYPHAIHCT, Auruiomar). s geteit moapocTko-
BOT'O BO3pacTa poJjieBoe OOYUEHHE CUUTACTCS OJAHUM U3 caMbIX d(P(EKTUBHBIX. XOTS
NepHO HA4aIbHOU IIKOJIBI SIBJISIETCS TIIABHBIM TEPUOJIOM JIJISI POJIEBBIX UTD.

3. Narrative Problem-Solving.

Pemmenune CrookeTHBIX TPOOJIEMHBIX CUTYaIMid TTOMOTaeT (DOPMHPOBATH KPUTHYEC-
CKO€ MBIIIUICHHE W YMEHHUE UCTIOIb30BATh S3BIK /IS PEIICHUS 3a7a4.

Ncnons3oBanue apTeakToB U «HANACHHBIX JIOKYMEHTOB)
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®dororpadun, mucbMa, 3aMETKH, BHAECOCOOOIIECHUsT (OPMUPYIOT YCIOBUS s
CMBICJIOBOTO YTEHUS U aHainu3a uHpopManuu [6]. JlaHHBINA MpHUeM 4acTO UCTIONb3YETCs
B IIKOJIBHOM OOYyY€HHH, TaKXKe TaKHe 3a/laHus NMPECTaBICHbl HA UTOTOBOM aTrTecTa-
1005058

4. lludppoBbie AIIEeMEHTHI.

NuTtepaktuBHbIE KapThl, QR-KObI, OHJIAH-UHCTPYMEHTHI NOJAEPKUBAIOT PA3BU-
THE U(POBOM TPaMOTHOCTH.

B MBOY CII Ne76 um. Xo I1Ilu Muna ocymiecTBiIsUINCh JaHHBIE METOIbI U MPHU-
eMBbI CIoKeTHOM urpodukanuu. [Ipakruueckue pe3yabrarbl ObLUTN MOTyYEHbI HA OCHOBE
BHE/IPEHUS CIO’KETHBIX MOyJIeH B 5—8 Kiaccax 00111e00pa3oBaTeaIbHOM MIKOJIbI B TEYE-
HUE y4eOHOTO Toja.

1. PocT ypoBHs ynTaTEIbCKOM I'PaMOTHOCTH:

— MOBBIIIEHUE KaueCTBA BBINOJHEHUS 3aJlaHU HA CMBICJIOBOE yYTeHUE Ha 18—
25%;

— yAydlIeHHE HABBIKOB aHaJIM3a KOHTEKCTa W BBIJEICHUS KIIOUEBOU MH(OpMa-
UM,

2. PazBuTHEe KOMMYHUKAaTUBHON TPAMOTHOCTH:

— yBeJMueHUEe 00bEMa YCTHBIX U MTUChbMEHHBIX BbICKa3bIBaHUM;

— pOCT YBEPEHHOCTH B MCHOJIb30BaHUN AHIJIMHCKOTO SI3bIKA B CIOHTAHHOM PEYH.

3. YnyudiieHue si3IKOBOM TPaAMOTHOCTH:

— MOBBIIIEHUE TOYHOCTH rpaMMaTrku Ha 12—-15%;

— paclIMpeHre aKTUBHOTO CJIOBAPHOIO 3araca;

— YMEHbIIIeHHE Yucia opdorpadhuyecKkux OmmoOoK.

4. Pa3BuTHE KPUTUYECKOTO MBIIUICHUS:

— MOBBILIEHUE KaY€CTBA BBINOJIHEHUS 33/1a4 C OTKPBITBIM OTBETOM;

— CMOCOOHOCTH JIeNIaTh BBIBOJIbI HA OCHOBE HEIOJIHON MH(OPMALIHH.

5. PazButue 1iudpoBoit rpaMOTHOCTH:

— yYMEHHE UCII0JIb30BaTh IM(PPOBBIE HCTOUYHUKU UHPOPMALIUH;

— paboTta ¢ MyJIbTUMOJATbHBIMU TEKCTaMHU.

6. IloBbIIIIEHNIE MOTUBALINH:

Content is licensed under the Creative Commons Attribution 4.0 license (CC-BY 4.0)



H3narenbcxnii 1om «Cpena»

— pocTt moceniaeMocTH ¢akyabTaTuBoB Ha 20%;

— YBEJIMUYEHUE BOBJICUEHHOCTH B IPOECKTHBIE 3aaHMSL.

7. Pa3BuTHE HABBIKOB KOMaHIHOU paOOTHI:

— yIy4lIeHHE Ka4yeCTBa KOJIJIEKTUBHBIX IPOEKTOB;

— CHWKEHHE KOH(QIMKTHOCTH U MOBBILLIEHUE KOOTIEPAIUH.

CroxeTtHast urpodukanus sBiasercss 3()(EeKTUBHBIM HHCTPYMEHTOM pPa3BUTHS
(yHKLIIMOHAIBHON IPaMOTHOCTU Ha YpPOKax aHIIMKUCKOro si3bika. OHa oOecrieunBaeT
aKTUBU3ALIMIO TIO3HABATEIHHOMN JIEATEIHHOCTH, (DOPMUPOBAHNE YUTATEIBCKUX, KOMMY-
HUKaTUBHBIX, HU(PPOBHIX U COLUAIBHBIX HABBIKOB, a TAK)KE YCTOMYMBOE NOBBIIIECHHUE
yueOHoi MotuBauuu. [IpencraBieHHble pe3yabTaThl MOATBEPKIAIOT aKTYalbHOCTh U
MEPCTIIEKTUBHOCTh MPUMEHEHHUS CIOKETHO-UTPOBBIX TEXHOJIOTHI B COBPEMEHHOM 00-

pa30BaTENbHOM ITPOLIECCE.
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