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ABSTRACT

The purpose of this article is to study and research the methods and forms of using the motivational
capabilities of pedagogical games in the process of mastering a foreign speech, in particular the
Russian language in non-philological higher educational institutions. The methodology of the article is
based on the effective use of various modern pedagogical approaches, accompanied by gaming
technologies in the study of Russian as a foreign language. The practical significance of the article lies
in the possibility of further application of situational role-playing games, both in psychological and
pedagogical activities and in the educational process.
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INTRODUCTION

“We all know that Uzbekistan has rich natural enormous intellectual and spiritual potential of
resources, powerful economic and human our people” [1, p. 39].
potential. But still, our greatest wealth is the
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Modern society needs healthy, positive,
energetic and creative people who are moralin
relation to themselves and to other people.
Currently, teaching Russian as a foreign
language is actively developing as a relevant
and promising direction. Interest in the study
of the Russian language is constantly growing
all over the world. Mastering the basics of the
Russian language is a prerequisite for
performing educational and professional
activities while studying at a non-linguistic
university.

An urgent problem is to increase the
motivation of students to study the Russian
language, in particular in a non-linguistic
university, to search for methods, techniques
and technologies to improve the efficiency of
the educational process, as well as to support
active verbal communication during classroom
lessons. The solution to this problem requires
the use of new pedagogical and game
technologies. Recently, special attention has
been paid to the development of students'
creative activity and interest in subjects.
Therefore, you and | must also be creative,
apply various pedagogical technologies in
teaching, which would contribute to the
comprehensive development of the student
and arouse interest in the subject. These
technologies include gaming technologies. We
use them to increase the motivation of
students in Russian lessons.

Motivation as a complex multi-level
heterogeneous system of motivators includes
needs, motives, interests, ideals, aspirations,
attitudes, emotions, norms, values, etc.
Motivation is studied in various aspects, in this
regard; the concept is interpreted in different

ways. Motivation is defined ‘““as motives that
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cause the activity of the body and determine its
direction” [2, p. 219].

Research by psychologists and educators puts
the effectiveness of learning in direct
proportion to the motivation for learning.
"Among the main tasks currently facing each
teacher, there is no other more important and
at the same time more difficult than the task of
forming students' positive, sustainable
which prompted them to
persistent, systematic educational work!"
[3,192]. Without motivation for learning,

student activities will not be successful. The

motivation,

task of forming motivation for learning is
common for all educational institutions. This
problem was considered in detail in the works
of A.K. Markova, however, her research
concerns the formation, diagnosis of the
motivation for learning of schoolchildren, and
not university students, although it is for them
that the motivation for learning has its own
specifics, since professional motivation affects
the motivation for learning Without exception,
all researchers of the game in general and the
role-playing game in particular talk about the
most important characteristic of the game - a
high level of motivation. Motivation is a
complex phenomenon. VL Skalkin and Ol

113

Yakovenko understand motivation as “a
constantly supported student's interest in the
very process of mastering a foreign language,
its effectiveness” [4, 3, 9]. The more intelligent
a person is, the more he should be inclined to
play. A communicative game is a learning task
that includes language, communication and
activity tasks. Play is a specially organized
activity that requires exertion of emotional and
mental strength. The game always involves
making a decision: how to act, what to say,
how to win. The desire to find an answer to
these questions sharpens the thinking activity
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of the players. In addition, it should be
emphasized that the game is a diagnostic tool
that allows you to determine the level of
professional communicative competence of
students, to identify the most problematic
areas of the known unknown, to determine the
degree of mastering the material. The game
helps to revitalize the lesson, arouses interest
not only in the issues studied, but also in the
Russian language as a school subject. The game
provides a higher, in comparison with the usual
forms of training, effectiveness. It is especially
pleasing that those students who are reluctant
to study work with great enthusiasm in such
classes. If the lesson is structured in the form
of a competition, then each student has a
desire to win, and for this they must have good
knowledge (they understand this and try to
better prepare for the lesson).

The specificity of a non-linguistic university is
that a foreign language for students is not the
main subject of study. A foreign language is
viewed as a tool for the implementation of
successful professional activities in a foreign
language environment, where the main goal of
communication is to achieve mutual
understanding. In this case, the task of forming
communicative competencies, that is, "the
ability to solve a complex of communicative
tasks that ensure the goals of communication"
[5, 98] becomes especially relevant. First of all,
the need to wuse sociolinguistic and
communicative approaches is dictated by
profound and irreversible changes that have
taken place in the modern world in recent

decades and have affected all spheres of life.

The game has the following characteristics: “is
a type of human activity that can recreate
other types of human activity; “A kind of
unproductive activity, the motive of which is
not the result, but the process itself; “An
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independent social structure, implying a
competition between two or more opposing
sides, as well as limited by procedures and rules
in order to achieve the victory of one of the
parties; “A formally organized system of rivalry
between its participants. From an educational
point of view, play is a way of group dialogical
research of the possibilities of reality in the
context of personal interests [6, 5].

Games used in the educational process serve to
activate the student's activity, develop his
cognitive activity, observation, attention,
memory, thinking, help maintain interest in
what is being studied, develop creative and
imaginative thinking, and relieve fatigue from
participants. The games used in Russian
lessons are varied. The most common games
are developed in accordance with the sections
of the Russian language. An analysis of
educational and methodological complexes in
the context of teaching vocabulary in Russian
lessons shows that stable and alternative
textbooks are aimed at expanding the
vocabulary of students, acquaintance with the
word as a necessary element that contributes
to the formation of functional literacy. Among
the shortcomings identified in teaching
vocabulary, it is necessary to note the
unsystematic principle of the selection of
words, leading to difficulties in systematizing
the lexical units of the dictionary; lack of clarity
in defining the principles of teaching
vocabulary; inconsistency of a word with extra-
linguistic activity; lack of ways to differentiate
words. All this allows us to say that the
educational and methodological complexes
existing today do not make it possible to form
the level of mastering practical skills that is
necessary in the modern concept of education,
which provides for an activity approach. The
use of games in the Russian language lesson
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allows you to revitalize the learning process,
make it entertaining and creative. Aimed at the
psychology of the age-related and individual
gaming
technologies make the learning process
exciting and interesting, and memorizing,
repeating or consolidating information - more
emotional.

development of students,

The main task of the teacher is to reveal the
abilities of each student, to bring up a decent
and patriotic personality ready for life in a high-
tech, competitive country. Teaching the
subject should be structured so that students
can independently set and achieve serious
goals, skillfully respond to different life
situations. Thus, the current state of education
makes it necessary to search for new and non-
traditional ways to improve the quality of their
theoretical training, readiness for independent
creative work, and, most importantly, means
and methods, including interactive gaming
technologies in the classroom of the Russian
language. The game contributes to the
development of key competencies of students,
the development of creative thinking and the
activation of independent work. In the process
of games, purposefulness, activity, dynamism
and productivity of thinking, strength and
efficiency of memory, striving for excellence
and self-confidence develop. From the point of
view of science, playful learning is promising,
because it does not oppose
pedagogical technologies and is one of the

modern

forms of learning. When using gaming
technology, the cognitive activity of students
develops. Cognitive (didactic) games are
specially created situations that simulate
reality, from which students are invited to find
a way out. The main purpose of this method is
to stimulate the process. The student receives
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such incentives in the game, where he acts as
an active transformer of reality.

A didactic game has a definite structure.
Structure - these are the main elements that
characterize play as a form of learning and play
activity at the same time. We consider the
following structural components of a didactic
game:

1) A didactic task;

2) Game task;

3) Game actions;

4) The rules of the game;
5) Result (summing up).

If in spontaneous play motivation also arises
spontaneously, then in didactic play motivation
must be created. This is a teacher's task and
not an easy task.

In a playful form of training, the problem of
communication becomes especially relevant.
The game materializes only in communication;
it must mobilize the personality to solve the
problem of interaction with all participants in
the game. Therefore, the socio-psychological
aspect of the analysis of the game is of
particular importance here. By the nature of
the pedagogical process, the following groups
of games are distinguished: teaching, training,
controlling, cognitive, educational, developing,
reproductive, productive, creative,
communicative, diagnostic, career guidance.
First of all, it is necessary to highlight the type
of educational game that meets the
requirements of the target audience - students
of a non-linguistic university. Note that not all
types of games are suitable for teaching a

foreign language in a non-linguistic university.
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The game takes a lot of classroom time, and in
a non-linguistic university, the number of hours
allocated to a foreign language is limited. It
should be borne in mind that the level of
foreign language proficiency among students
of a non-linguistic university may differ
significantly even within the same group.
Based on the above, the game must meet the
following criteria:

a) intensity; b) focus on professionally oriented
communication needs of the target audience;
) ease of organization and conduct; d) the
possibility of modification by the teacher-
practitioner of the game in accordance with
different levels of proficiency in a foreign
language by students.

Thus, students perceive the game with great
interest, and the main reason for this is, of
course, the game motivation inherent in every
person of any age. In Russian language classes,
playful motivation can be used to improve the
effectiveness of conventional work methods.
Even a small playful element introduced into a
regular exercise, even the phrase “Let's play!”
instead of the traditional “Do an exercise on
the page ...” they introduce an element of
game motivation, which greatly increases the
efficiency of ordinary types of work.).
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