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Abstract. The article examines the importance of language skills in the modern world, their
impact on personal and professional development, as well as the requirements of the modern labor
market for knowledge of foreign languages. The topic of communication and cultural exchange
through knowledge of foreign languages is highlighted. Next, gamification as a learning method
is studied, its principles are determined and successful examples of its use in training are
considered. An individual approach to language learning is also discussed in detail, including the
importance of understanding individual characteristics and developing personalized curricula.

Special attention is paid to gamification in language teaching, its features and advantages,
including assistance in mastering complex structures, formation of motivation and improvement
of memorization of material. In conclusion, the concept of language learning using gamification
is highlighted and a case study on the use of gamification in teaching English to high school
students is presented. The analysis of the methodology, the level of students' language skills and
feedback from teachers and students allow us to conclude that this method of teaching is highly
effective.
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POJIb TENMU®UKAIIMU B COBEPIIIEHCTBOBAHUU SI3BIKOBBIX HABBIKOB
HA OCHOBE MHJIUBHUJIYAJBHOI'O MOJAXOJA (HA IPUMEPE
CTAPHIEKJIACCHHUKOB 10-11 JIET)

Auuomauu;z. B cmambse paccmampueaencs 3Ha4eHUe A3blKOBblX HABbIKOB 6 COBPEMEHHOM
mupe, ux ejauslHue Ha JAUYHOCNIHOE U npod)eccuouaﬂbﬁoe paseumue, a maxoace mpe606aHuﬂ
COBPEMEHRHO20 PbIHKA mpyda K 3HAHUIO UHOCMPAHHbIX A3bIKOG6. 0ceeu4€Ha mema 06M4€Hu}2 u
KY1bnypHO20 obmena uepes 3HaHUue UHOCMpPAaAHHbLX A3blKO6. ,ZZanee usydvaemcs eeﬁMuqbuKauuﬂ KakK
Memoo 00yueHUsl, ONPeOeNsomcs ee NPUHYUNDLL U PACCMAMPUBAIOMCSL YCHEUHble NPUMepPbl ee
ucnonvzosanus 6 obyuenuu. Taxoice nodpobHO ob6CyIHCOaemcs UHOUBUOYANbHBIL NOOX00 K
U3YHYEHUIO A3bIKA, 6 NIOM HYucjile 6diHCHOCNnb NOHUMAHUA uHOZ/lGuayaﬂbelx ocobennocmell u
paspabomku  NepcoHAIU3UPOBAHHLIX  YyueOHblx npocpamm. (Ocoboe 6HUMaHUe YOeleHO
eeﬁMud)uKauuu 6 06yquuu A3bIKY, ee ocobenHocmAaM U npeumywecmeam, 6K1Oo4ads nomoub 6
OCB0€HUU CHIOJHCHBIX CMPYKmyp, qbopMupoeaHuu momueayuu U yiayduleHuu 3anOMuHAaAHnus
mamepuaia. B saxmouenuu ewioenena KOHYyenyusl u3y4eHusl A3blKd C UCNOJIb306AHUEM
eelmugukayuu U npeocmasien Keluc Nno UCNOIb308AHUI0 2etumupurkayuu npu oobydenuu
aHZJZuﬂCKOMy A3BIKY CmMapuleKilaCcCHUKOS. Ananuz Memoduku, YPOGBHA 611a0eHUsL SA3bIKOM yuawuxcs
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U oms3vibl npenooagameneli U CMYOEHMO8 MNO360JAIOM COeNAmb 6bl600 O 6bICOKOU
aghhexmuernocmu danno2o memooa 0Oy4ueHusl.

Knwuesvie cnosa: szvikosvie HABbIKU, NPOYeCcCUOHATbHOE pa3sumue, PblHOK mpyod,
obweHue, KyIbMYpHLIL 00MeH, eeumuurayus, memoo o0OyUeHUs, Ucposvie 3leMeHmbl,
UHOUBUOYATILHBILL  NOOX00, VUeOHble NPOcPaAMMbL, NOO0EPAHCKA, MOMUBAYUS,  CLOJICHbIE
CMPYKMYpol, 3aNOMUHAHUE, NOHUMAHUE, KOHYenyus 00yYeHuUs, UHMepaKmuenvle uepsl, OYeHKa
agppexmusnocmu, Keuc. yueba, AueIUlCKULlL A3blK, CIMApULeKIACCHUKY, OM3bl6bl, YCNEeXU.

Nowadays, knowledge of foreign languages has become an integral part of a successful
career and personal development of a person. The rapid development of technology, globalization
and increasingly active interaction between different cultures make knowledge of foreign
languages a sought-after skill. Especially in high school, when students are faced with the high
demands of the curriculum and the need to demonstrate high results in exams, effective teaching
methods become the key to success. In this context, the application of gamification with an
individual approach to language learning comes to the fore, helping students not only master
language material, but also develop motivation, confidence and skills for successful
communication in a foreign language. In this article, we will look at exactly how the application
of gamification, taking into account the needs of each student, can become an effective tool for
improving the language skills of students in grades 10-11.

The basics of gamification in language teaching are that for effective learning it is
necessary to create a game atmosphere that promotes active participation of students, stimulates
their interest and motivation to study. Gamification involves the application of game elements to
the learning process, such as tasks, quests, rewards, levels, leadership boards, etc. These elements
help to stimulate students to complete tasks, increase the level of engagement and concentration,
and contribute to more effective memorization and assimilation of the material. The use of
gamification in language teaching allows students not only to learn new words and grammatical
constructions, but also to put them into practice in interesting and playful situations. This helps to
make the learning process more fun, reduce the stress associated with learning a language, and
create a more favorable learning environment. Gamification also promotes the development of
communication skills, collaboration, creative thinking and decision-making, which is important
for successful foreign language proficiency. Thus, the basics of gamification in language learning
are an effective tool that helps make the learning process exciting, motivating and successful for
high school students.

An individual approach to language learning means taking into account the individual
needs, interests, learning styles and characteristics of each student when developing a curriculum
and teaching methods. This approach allows the teacher to adapt lessons and materials to a specific
student, which contributes to more effective assimilation of information and the development of
language skills.

Important elements of an individual approach to language learning are:

1. Diagnosis of the level of knowledge. Conducting initial testing allows you to determine
the level of language skills and knowledge of the student, which helps to create a learning plan
that meets his needs.
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2. Taking into account the specifics of training. It is easier for some students to memorize
words visually, for others - with audio content. Taking into account individual preferences, the
teacher can adapt the teaching methodology to the needs of the student.

3. Formation of communication skills. The teacher can create situations for the practice of
oral and written speech, as well as organize communication tasks and exercises that allow the
student to apply his language skills in practice.

4. Feedback. Regular feedback from the teacher helps the student understand their
successes, mistakes and areas that require additional study.

An individual approach to language learning contributes to more effective assimilation of
material, increased motivation to learn a language and the development of language skills in
general. As a result, the student can achieve a higher level of language proficiency and confidence
in its use in communication. Gamification is the use of game design elements and mechanics in
non-game contexts such as education. Gamification techniques in language learning allow you to
make the learning process more exciting, motivating and effective. Here are some ways to use
gamification in language learning:

1. Online Games and Applications: There are many interactive online games and
applications designed specifically for language learning. They offer a variety of exercises, tasks
and challenges that help students practice language skills in a playful way.

2. Grammar Quests and Assignments: Creating quests, crosswords, puzzles and other
interactive tasks based on grammar rules is an effective way to keep students engaged and help
them memorize the rules of the language.

3. Role-playing: Using role-playing games in the classroom allows students to practice
speaking, communication skills and expressiveness. Students can play the roles of various
characters and situations, which makes learning more lively and interesting.

4. Points, rewards and levels: The introduction of a system of rewards, points and levels
for completing tasks and achievements in language learning stimulates students and motivates
them to continue learning. It also helps to track the progress of each student.

Gamification in language learning not only makes the learning process more exciting and
interesting, but also promotes active participation, the development of communication skills,
increased motivation and improved learning outcomes.

To solve this case, it is proposed to use various gamification techniques in language
teaching for high school students in grades 10-11.

1. Using online platforms and applications: As the main learning tool, you can use
specialized online platforms and applications such as Duolingo, Babbel, Rosetta Stone, etc. They
offer a variety of exercises, games, assignments and tests that will help high school students
improve their language skills in an interesting and motivating way.

2. Organization of language clubs and competitions: To stimulate the learning process and
develop communication skills, language clubs or groups can be organized where students will have
the opportunity to communicate in a foreign language, discuss topics and share experiences.

Language contests, quizzes and games can also be held to keep students interested.

3. Role-playing and theatrical performances: The organization of role-playing games and
theatrical performances in the language that is being studied will help high school students develop
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oral speech, expressiveness and communication skills. It also promotes immersion in the language
environment and increases motivation to study.

4. Using the points, rewards and levels system: To encourage students to achieve better
results and maintain motivation, you can introduce a system of points for completing tasks,
achievement awards, and levels to indicate learning progress. This will help to encourage students
to be active and increase their interest in learning the language.

The use of gamification techniques in language teaching for high school students in grades
10-11 will help make the learning process more effective, interesting and motivating. Each of the
proposed approaches can be adapted and supplemented depending on the characteristics of the
group and the goals of language learning.

1. Interactive tasks and games: Using various interactive tasks and games helps to make
the language learning process more fun and interesting. For example, you can create crosswords,
puzzles, game scenarios, brain rings and other tasks that will encourage students to actively
participate and allow them to apply their knowledge in practice.

2. Competitions and challenges: The organization of competitions, challenges and
tournaments in languages helps to encourage students to improve their results and draws their
attention to the learning process. For example, weekly or monthly contests can be held to learn
new words, grammar rules, or expressive reading.

3. Building a progressive reward system: Creating a system of awards and badges for
learning achievements helps motivate students to be active and strive to improve their skills. For
example, you can enter rewards for participating in lessons, completing homework, successfully
passing tests, or improving your language proficiency.

4. Collaborative learning: Group projects, joint assignments and the exchange of
experience between students contribute to the development of communication skills and improved
understanding of the language. The inclusion of elements of collaborative learning in the learning
process through gamification will stimulate interaction and collaboration between students.

5. Constant updating and refinement of game elements: For the successful implementation
of gamification in language teaching, it is necessary to constantly update and refine game elements,
taking into account the needs and interests of students. This will help to keep them motivated and
interested in the learning process throughout the course education

CONCLUSION: The use of gamification in language teaching helps not only to make the
learning process more interesting and exciting, but also contributes to more effective learning of
the material and the development of communication skills. Through game elements, competitions,
awards and collaborative learning, students become active participants in the learning process and
are motivated to achieve language goals. It is important to remember that each student is unique
and has their own individual needs and abilities. That is why it is important to create individual
learning paths, taking into account the characteristics of each student. Gamification in language
learning opens up opportunities to personalize learning and adapt to the needs of each student,
which contributes to more effective learning and the achievement of language goals.

Thus, gamification in language learning is an effective tool for inspiring and motivating
students, helping them overcome language barriers and discover new opportunities in the world of
multilingualism. With the right approach and support from the teacher, each student will be able
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to achieve a high level of language proficiency and expand their horizons of communication and
cultural understanding.
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