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The article examines the role of gamification on the whole and the educa-
tional game in particular in the development of the communicative skills of
foreign students at the initial stage of RSL training. Games and creative
tasks of a problem-oriented nature seem to be the most productive in solving
communicative tasks.

B cratee paccmarpuBaeTcst posib reiMHGUKAIMU U 00pa30BaTENBHBIX UTP

Pa3BUTUU KOMMYHUKATHBHBIX HABbLIKOB HWHOCTPAHHBIX CTY/ICHTOB Ha Ha-

qajgpHOM dTamne oOydenus PKU. YueOHble Urpel M TBOpYECKHE 3aJaHUS

po0GJIeMHO-OPHEHTHPOBAHHOTO XapakTepa IPe/CTaBIsoTCs. HanboJiee mpo-

JAYKTUBHBIMU IIPU PEIICHUU KOMMYHUKATUBHBIX 3a1a4.
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When learning a foreign language, complex mental and speech activity is
performed. Mastering all types of speech activity in a foreign language (listen-
ing, speaking, reading, and writing), students face different types of difficulties:
from physical, related to the peculiarities of articulation in a foreign language, to
psychological, dictated by the subjective peculiarities of perception of each par-
ticular student, the specifics of intonation or facial expressions of the speaker.

One of the effective ways to form communicative competence when learn-
ing a foreign language is an educational game. It performs several functions like
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training, the one directly aimed at obtaining knowledge, mastering a set of pro-
fessional competencies; motivating, designed to stimulate the learning process,
activating the creative activity of the student; focusing, the main task of which is
to form the ability of students to navigate the language situation and choose the
appropriate means of communication; compensating, aimed primarily at bring-
ing educational activities closer to the conditions of real life.

In the practice of teaching RSL, gamification of the learning process and
application of educational games and creative tasks are used both in intensive
training and comprehensive professionally oriented education.

The main advantage of the educational game is effective assimilation of the
studied material and overcoming the psychological barrier of foreign language
communication.

At the initial stage of RSL training, creative and gaming activity is ex-
pressed in the form of communicative games aimed at mastering the elementary
and basic course of the Russian language.

The modern methodology of teaching RSL emphasizes the principle of con-
sciousness and activity in learning. Its essence lies in the conscious assimilation
of knowledge by students in the process of active, inclusive cognitive and prac-
tical activities. In such conditions, the role of the educational game is increasing
in a greater extent than ever, which can create a favorable psychological climate
in a group of students, activate their creative activity and thereby increase the
cognitive interest of students in the disciplines studied, include them in an active
subject dialogue, which will eventually lead to an increase in the professional
competence of students.

It should also be noted how, with the era of the pandemic and the rapid de-
velopment of educational software used in online and remote formats, educa-
tional games themselves have changed. Firstly, they have become much more
interactive. Secondly, they do not focus on the teacher as an active presenter and
initiator of the game — now students can independently practice various lan-
guage skills in a through-play- way, repeatedly playing the educational game.
Therefore, it seems that games like “Throwing the ball” for practicing, for ex-
ample, a particular language construction are a thing of the past. The teacher is
no longer a song- and- dance person, but rather the creator of interactive applica-
tion software who controls the performance of a game task, the main objective
of which remains the achievement of an educational goal.

Therefore, it is advisable to use different types of educational games at
the initial stage of training. Such use of games on digital devices will be use-
ful when practicing grammatical skills, which will later be output by students
into speech. And here it is possible to give students tasks in a playful way, for
example, to complete a quest using the language forms of acquaintance, a
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polite question, when working out the search for a certain place, condition-
ally a game like “How to get to the library?”.

It should be noted that the use of problem-oriented tasks in teaching for-
eign students, in addition to a sufficient level of language proficiency, re-
quires students to have special skills, for example, skills to work with infor-
mation — texts of different genres; abilities to creatively rethink information;
search for new solutions to problems and the ability to predict the results of
their activities. With regard to communication skills, educational games and
creative tasks contribute to their development and greater improvement, be-
cause without the ability to listen and hear the interlocutor, to defend one’s
own point of view, supported by arguments, the ability to conduct a discus-
sion and find a compromise with the interlocutor, the ability to express one’s
thoughts in a laconic and understandable way, it is impossible to solve the set
communicative tasks.

Thus, the more active introduction of game forms of learning is due to a
gradual paradigm shift in education: from reproductive to productive activity,
and the implementation of the principle of conscientiousness and activity in
learning. Gamification possibilities contribute to the development of the lan-
guage at a higher level: in the learning process, there is a gradual transition
from non-communicative game forms to problem-search, problem-oriented
communicative forms that require students to use data from different fields of
knowledge, taking into account intercultural communication, their own prac-
tical experience. When choosing game forms, the teacher is guided primarily
by the goals and objectives of training, aimed both at mastering the formal
and substantive side of learning, and at forming a set of competencies, in-
cluding communicative.
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