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Introduction. We live in a fast changing
world today and the methodology of teaching
undergoes serious changes and reforms as well.
One of the main factors for those changes is
rapid development of modern technologies and
media resources. Every single day we get more
and more instruments for our life needs, which
become a part of our society. Teachers need to
keep up with modern world and do not have
any right to stay behind.

Paper textbooks are no longer the only
available instrument for teaching world. The
ability to use technical devices loved so much
by the generation of the XXI® century at
classes has become an integral part of our life.
We have faced a necessity to create new
elaborate tasks, extraordinary events and
unusual organization forms which would
involve students into the process of education
and raise their level of motivation.
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Undoubtedly in recent years modern technical
devices have Dbecome very effective
instruments for students’ involvement;
however, by 2017 a curious tendency might
be noticed. This tendency might be seen not
only among students but among the society in
general. Virtual reality has become too
overwhelming and people start to prefer
ordinary real life things to those which might
be achieved by means of technical devices. It
doesn’t mean that popularity of modern
technology has decreased, but it means that
real life opportunities have become of greater
interest for people as well.

We have conducted a survey among people
from different occupation fields and prevailing
number of them say that daily computer device
dependence has become tiring for them. Most of
the respondents would prefer a non-computer-
connected activity for their leisure time. A lot of
participants mentioned that they would rather do
some handicraft activities instead of virtual
reality ones. We observe the same situation with
our students when they express less and less
enthusiasm for doing exercises with the help of
a Smartphone or a computer and we see a lot
more excitement when asking them to
participate in activities implying some real-life
intercommunication. We believe it is vital to be
receptive to social needs, which means that we
need to work out a new strategy for making our
students involved into the process of foreign
language learning [1].

Teaching methods. There are two main
activities teaching is based on: they are
imparting  knowledge and  acquiring
knowledge. Speaking about imparting
knowledge we imply that a teacher sends
information and learners receive it. The goal
of innovative teaching methods is to evaluate
the activities of a teacher and learners using
new ways and technical means of teaching.

Generally methodological approaches in
teaching foreign languages are divided into
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passive, active and interactive methods [2].
Passive methods put a teacher into the center of
teaching process. He plays the most active role
while the learners are passive. Control is
performed by the ways of questions, control
papers, tests and so on. Active methods put
both a teacher and students into equal
collaboration and interaction. Students may ask
questions and express ideas with a teacher.

Interactive methods present a modernized
form of active methods. The term
“Interactive” has quite ambiguous meaning, as
it derives from the word “interact”, where
“inter” means mutual and ‘“act” — action.
Thus, the term “interactive” might be defined
as ability to interact or be in the process of a
dialog with either a person or a computer.
Interaction is special organizational form of
learning and communication process, the most
significant feature of which is the person’s
ability to interpret situation and design his
own actions. Consequently interactive
education means employing in-classroom or
remote teacher—student and student—student
dialogs. Interactive technology education
process is the process based on the scope of
interaction rules for  students, who
communicate with each other as well with
their teacher, who in his turn provides
effective oral conversational students’ activity
[3]. Teachers attach a lot of importance to the
inner activity between students during the
lesson. The learners should have inner
motivation which involves them into active
work or active participation at the lesson. The
role of the teacher in interactive method is to
direct students’ activity to achieving the
pedagogical objective of the lesson which
includes interactive tasks and exercises.

There are several types of interactive
methods, and brainstorming is one of them.
This technique stimulates generating new
ideas on the topic and encourages students to
develop their creative activity in solving
problems and express ideas. The main focus
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here is on quantity — not quality of the ideas.
Teacher is not supposed to criticize the
utterances but listen to all of them and inspire
students to give as many variants of solving
the problem as possible. All the expressed
utterances are written down and analyzed.

Discussion is another type of interactive
technique. It requires studying some lexical
and grammatical material on the topic before
the discussion starts. It helps the learners
consistently and logically express their ideas
by presenting grounds for their utterances.
The work is organized in small groups which
create favorable conditions for students to
express their ideas actively and participate in
discussion.

Role playing is another type to be
discussed here. It is said to be an actively used
teaching innovative method made to improve
the efficiency of teaching. Role playing
involves the learners into active work by
positively influencing their inner activity. The
atmosphere of a game increases their
motivation, personal potentials of inner
activity and helps to form practical skills and
habits. During the role playing life situations
are modeled and played out, which makes this
a good activity to satisfy both social and
educational goals. [4]

In recent years active technologies have
become very popular as well as interactive
ones. They are divided into those which
require computer resources employment and
those, which do not. We came to a conclusion
that the most effective way of teaching would
require the combination of both.

We have decided to concentrate our
attention on quest as one of the interactive
technologies. We believe this method has a lot
of potential for the development of both virtual
reality and real life activity. First we would like
to look through WebQuest as one of the well-
known and widely used methods of teaching
foreign languages, as well as suggest a possible
alternative, drawing on the same idea.

WebQuests. WebQuests were of great
attention on the part of recent scholars and
researchers in foreign language teaching.
WebQuest is considered as a problem-
oriented task or project which implies the
usage of the Internet resources for finding the
solution. It is said that WebQuest has become
a revolutionary technology in teaching. A lot
of disciplines modified their syllabi to include
those types of activities in them. As soon as
the Internet was invented the issue of its
employment in education has become vital.

Back in the early days of the Web, Bernie
Dodge began developing the webquest
strategy at San Diego State University to help
teachers integrate the power of the Web with
student learning. That moment became a
turning point in the process of spreading the
web among ordinary users.

Professor Dodge [5] suggested a particular

WebQuests classification based on the
following criteria:

1) According to the implementation
period they distinguish short and long

WebQuests;

2) According to the subject involvement
there are monoquests (the ones made in
connection with just one subject) and
intersubject (the ones made in connection with
more than one subject) WebQuests;

3) According to the task types, which are
supposed to be done by the participants. Here
we distinguish:

- Retelling is oral demonstration of the
topic understanding basing on the compiled
material from various sources. It might be
either a poster, a presentation or just a story.
This is the simplest type of quest, however, it
is important to remember that a teacher needs
to pay attention to the original text so that to
exclude copying.

- Planning and Projecting is work out of
some plan or project drawing on particular
material and conditions. A particular form and
draft might be given, so that all works are
done according to one and the same pattern.
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- Compilation is processing the
information from different sources and
transforming it into a new format.
Compilation might be presented as an
exhibition or time capsule or cultural capsule.

- Creative task is any work implying some
creative aspect, for example play writing,
painting creation, poster, videogame or any
other type of game, poem writing or a video
creation. This type of exercise requires the
idea evaluation as a main focus, whereas the
quality is of secondary importance.

- Analytical task is information analysis
and the system of its organization.

- Detective, puzzle or some mysterious
story is conclusion creation drawing on
controversial facts.

- Estimation is students’ learning how to
express their personal opinion supported by
some arguments.

- Journalistic investigation might be a
survey on a certain problem and objective
presentation of the collected information.

- Conviction is making your opponents
think the same way you do or take the neutral
position.

- Scientific research is research work into
various phenomena and discoveries using
Internet resources. [5]

Bernie Dodge [5; 6] also considered quests
from the point of their structure and pointed
out the following six building blocks:

e The Introduction orients students and
captures their interest.

e The Task describes the activity end
product. The main requirement for the task is
its clarity, precise formulation of the desirable
result. It might be performed as a number of
questions or presented problem, which
students need to find a solution for, or some
product, which they are supposed to create as
a final result.

e The Process explains the strategies
students should use to complete the task.

o The Resources are the Web sites students
will use to complete the task. It is important to
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remember that the web net is a huge information
container, that is the reason why the students
need to be directed so that the searching area
would be narrowed up to the task. It might be
done with the help of some key words or links.

e The Evaluation measures the results of
the activity. Depending on the type of tasks
for learners a teacher works out the number of
criteria for the work evaluation.

e The guidance on how to organize the
information acquired. This can take the form
of guiding questions, or directions to complete
organizational frameworks such as timelines,
concept maps, or cause-and-effect diagrams as
described by Marzano (1988, 1992) and
Clarke (1990).

e The Conclusion sums up the activity and
encourages students to reflect on its process and
results. The use of this project for students in
future is preferably described at this stage.

WebQuests have one characteristic
feature — they are mostly universal and
multipurpose. [5; 7] They might have

different topics as well as can be adapted to
different language levels. This might be
achieved by proper selection of the
information resources and tasks. However, all
quests have three constant stages:

1. Command stage. Learners get
acquainted with main notions according to the
chosen topic. Teacher introduces main
technical devices and web resources which
will be necessary for a project. It is important
to make sure that all students are familiar with
the instruments to be employed in their work.

2. Role stage. Every student plays a
certain assigned role in order to reach some
general result for a team. WebQuests do not
imply any competition between the participants
of a team. The result and its quality are of
primary importance. All participants are united
with motivation to gain best results following
principals of mutual help and support.

3. Final stage. Students provide a
presentation of some project, jury counts the
scores, and the work is evaluated and discussed.
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After studying some articles on the problem
of WebQuests we came to a conclusion that
they are frequently attributed to project
technologies and might even be distinguished as
one of technology types. Quests follow same

structural pattern as project technologies
require, where the stage of preparation is of
most importance. The technologies allow

student to combine their knowledge from
different fields to solve one problem and also
provides a good opportunity to put these
knowledge into practice, producing new ideas at
the same time. The aim of the project as quest is
achieved through the detailed elaboration of the
problem. They are also considered to be
innovative method of teaching and could be
performed either actively or interactively [4].

Moreover, WebQuests also follow the
same requirements, which are important for
project technology [8]:

- Stated problem in a research creative
plan, which will demand complex of skills
and knowledge to be solved;

- Practical and theoretical
expected results;

- Independent activity of students at
lessons and extracurricular activities;

- Organizing of the project content as a
precise structure;

- Research methods employment.

value of

Nowadays it is hard to imagine any project
not employing technical devices — such as a
computers or Smartphones. However, we would
like to suggest potentially effective “technical
device-free” technology of teaching foreign
languages drawing on the principle of WebQuest
which we would introduce as “LifeQuests”.

LifeQuests. LifeQuests have the format of
ordinary theme role-playing games. To give a
better idea of what we mean, we would like to
explain the main features of role-playing games
first. When saying role-playing games, we imply
all the components of this kind of activity — role
distribution, goal setting, tasks and requisite.

In terms of perception this technique is said
to be the most effective. The role-playing game

helps them to overcome their stiffness and
anxiety. There exist particular rules and students
who are engaged in the game at English lessons
present themselves as someone else in different
situations. There are several types of roles which
students might play — social (teacher, doctor,
shop assistant, etc), interpersonal (friends,
enemies, etc), psychological (neutral, positive,
negative characters). Acting encourages students
to learn how to communicate and discuss,
understand and appreciate the feelings of others,
to find solutions to some problems. The ultimate
goal of any role-playing game in English
learning process is to obtain knew knowledge
and develop new skills.

The difference of the LifeQuest from a role-
playing game [4] is that there is neither definite
script, nor fixed actions for participants. The
most intriguing feature of LifeQuest is its
unpredictability. Everything depends here on the
participants themselves. The only two fixed
aspects in LifeQuest — are roles and characters’
goals. None of the participants have any rigid
instructions on the scenario or ways of achieving
those goals. It contributes to the fact that they
could feel free to improvise and dream up which
makes them involved in the project at maximum.
The preparation stage for LifeQuest is mastering
some lexical-grammatical material, training the
behavioral models, but not learning of the roles.

We believe that LifeQuests are very
effective as activity determined to activate
communicative skills of students who learn
English language. They might be used as a
supplement to every topic.

There is an important requirement for quests
— they need to be organized as a detective story,
so that a participant would be involved in the
process of finding out the truth by solving
problems and employing their communication
skills. The organization of this kind of quest
doesn’t impose anything on participants. There
is a story which serves as a starting point, but
students could modify their roles as they wish —
they could make themselves active, passive or
mixed. Their actions, ideas and speech are
controlled only by themselves. A teacher directs
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and encourages students if necessary, but never
interferes into the game flow.

The structure of LifeQuests is similar to
the structure of WebQuests [5; 6] with only
one difference: the participants don’t need to
search the information on the Internet because
all information they need they are supposed to
know already from the studied program, so
that the role is realized by means of the
covered lexical, grammatical material and
some information given to each of the
participants. Therefore, the detective story is
developing spontaneously when students try
to settle down the problems and find out the
truth on the spot. Tasks might be classified
according to the same principle as in
WebQuests, but what is worth noticing is that
they could be combined and mixed together.
For example, one Life Quest could combine
detective story with an analytical task and a
creative project at the same time.

We have already touched upon the topic of
requisite. This element of the life quest is
vital. The more decorative items we employ,
the more realistic the atmosphere will be and
the more exciting will be the realization.

There is time consuming preparation
work required before you could put the
LifeQuest underway. The teacher has to work
out the layout of a LifeQuest — its unique
story — which might be attributed to the
educational material covered in class. All the
created roles need to be closely connected
and a lot of intricate details need to be hidden
inside the scenario lines. As soon as the plot
is worked out some equipment has to be
prepared as well — we suggest making some
folders for participants with the following
contents:

- A leaflet with a brief description and
characteristic features of the character, goals,
recommendations for the first steps and game
rules.

- Name badge

- Requisite (It might be anything fitting
this or that topic — money, cards, papers, toy-
guns, glasses, badges etc.)
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It i1s important that students participate in
preparation work, especially in preparation of
the requisite. They are supposed to get to a
LifeQuest lesson dressed according to their
roles. It could be something simple — such as
formal or informal style or something more
elaborate — such as celebrity look or a homeless
person look. It automatically programs them for
the upcoming lesson and they get already
involved in the process in advance.

Another significant note for LifeQuests
preparation aspect is that students should
understand what they need to do right on the
spot — at the very first second of the lesson.
That is why the teacher has to prepare them
and train some behavioral models with them
in advance. Here are some options for this
preparation work:

- The roles might be assigned to students
well in advance, so that students get used to
behaving in a certain way, typical for this or
that character. The roles might be distributed
already at the first lesson of the topic.

- Students should also have an opportunity
to practice some tasks and participate in some
situations which they can find themselves in
during the LifeQuest.

- Participants could go through solving of
some problems in groups within limited time
and set conditions, when they are supposed to
obtain some certain result.

- Some possible models of behavior,
action strategies should be discussed and
played through within preparatory lessons.

Time of the lesson for conducting a
LifeQuest is limited, that is why we suggest
working through the preparation activities at
the lesson before the LifeQuest lesson.

The preparatory lesson plan:

1) Students listen to a brief prehistory to
understand what situation they are supposed
to play out.

2) Each of the participants gets a folder
with materials and a leaflet for the role.

3) Students study the content of their
folders — look through the requisite items,
read through the role description and aims.
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4) Each of the participants has to
introduce himself as a character of the play by
making his best to imitate the behavioral
model of the character. It is important to
reveal only some information about the
character, concealing some important facts.

5) Teacher explains the rules of the
LifeQuest and gives the students a home task —
think through the strategy of reaching the
goal, briefly explain it in a written form and
send it to the teacher.

The Life-Quest lesson plan (90 min):

1) Dressing up — all the participants need
to get dressed according to their role with the
help of the requisite they brought — 5 minutes

2) Brief introduction — a reminder to let
the participants understand who they are
going to deal with — 10 minutes

3) The LifeQuest process — 50 minutes

4) All secrets are revealed — 9 minutes

5) The scores are counted — 5 minutes

6) The certificates are presented — 5
minutes

7) Feedback — 6 minutes.

LifeQuests cannot replace ordinary lessons
within the English teaching process.
LifeQuests serve mainly as a way of
communicative skills activation and getting
over the language barrier and all the
difficulties involved. Each LifeQuest has to be
adapted to the level of this or that students
group. This is the reason why we suggest
preparing just drafts for all the requisite and
leaflets, so that to have an opportunity to fill it
in with certain information depending on the
language level of the group participants.

Teacher functions as a person who
facilitates and directs the process. It is very
important that students should not feel
puzzled or confused and pauses get created,
that is why the teacher needs to be highly
attentive to all the participants. If somebody
struggles with the next step, it is possible to
give them a hint or prompt some right
solution. The participants need to feel at ease
while going through the quest and it is most

important that they be interested. The aim is
to let the students forget about the fact that
they speak a foreign language rather than their
native tongue. The only thing they need to
concentrate on is learning the truth in the
intricate plot of the LifeQuest.

Each game is individual and unique. Even
if the goal of the game is the same it could be
reached out by many different ways. It is not
possible to predict for sure how the students
will use the content of their folder — the
magical cards, weapons, prompts, and in what
way the students are going to interact.

The aim of LifeQuest is to make the
students get fully involved into the foreign
language atmosphere. It will contribute to
making the students think more about the
process of the quest rather than how to use the
language with its words and rules. This
activity definitely implies the possibility of
making some mistakes in students’ speech,
however the main goal is to let them feel
confident while speaking, and that is how to
get through language barrier which is a big
problem for students.

One of the most important stages of
LifeQuest is the control stage. It is an integral
part of any activity in teaching process, which
could provide an understanding of its
effectiveness and success. As mentioned
above, the teacher’s interference into the
LifeQuest process is not recommended, as
students need to feel free and relaxed. Mistake
discussion and correction is suggested doing
through the taped video of the game. We
suggest recording the LifeQuest and
distributing it among students. A home task
after this lesson will be that each student
chooses one of their group mates and has to
look through the video chasing their group
mate’s activity during the LifeQuest. They
will need to watch the whole video watching
the chosen character and write down all the
good sides of his activity and mistakes this
person made. We recommend working out a
unified checklist for this work, which might
look as the tab. 1 below:
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Table 1

Student A LifeQuest activity checklist

Grammar |New words used

Acting skills

Secrets revealed/

Total
problems solved otal score

Student A
Scores

Comments

General opinion

Each student needs to be judged from the
point of view of four criteria — Grammar (use
of complex sentences, correct word order,
tenses, etc), new words used (the amount of
used new words from the studied topic, their
correct usage in speech), acting skills
(emotional involvement), secrets
revealed/problems solved (depending on the
Quest — there should be a certain amount of
tasks to be done for each of the participants).
Students can give 1-10 scores according to
each of the criteria. Each criterion requires a
comment, especially if the score is low — it
should be an explanation and a reason of
giving this score instead of 10. Total scores are
counted in the end and a general opinion about
the student’s work is written at the bottom of
the table. Each teacher could modify the
evaluation table according to his needs,
although it is important to remember that each
student has to be evaluated in the same way.

Some time from the following lesson is to
be dedicated to the mistakes discussion. This
work has a number of strong benefits about it:

1) Students have an opportunity to look
at themselves — it helps them to evaluate their
work, see what needs to be worked out to a
greater extent and what was really good.

2) Students study the material they
worked at once again — watching the Quest
will let them once again work with new
lexical and grammatical material.

3) Students learn how to be fair at
evaluating their group-mates.
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4) The teacher might be confident that
each student was evaluated.

Conclusion. We have worked through many
sources [1; 2; 5; 6, etc.] dedicated to WebQuests
and their usage in teaching English language.
There is not much information dedicated to
LifeQuests, in particular. There are obvious
reasons for that, and the main one is that we
need to keep up with the fast developing world.
However, analyzing thoughts of different people
from teaching forums, students’ opinions and the
way the react to different tasks within lessons we
proved that people tend to get tired of modern
technologies which have become an integral part
of our everyday life. It has become evident that
change is highly required. We need to keep up
with up-to-date technical solutions as well as not
to forget that real materialistic world still
matters. People would always enjoy real-life
communication, dressing up as well as playing
roles. Being a teacher means to be always alert
to the current needs of our students. We have
decided to present this LifeQuest not only to
give a fresh idea for our colleagues, but also to
suggest combining both types — Web- and
LifeQuests for achieving even better results.
WebQuests could always be a perfect instrument
for preparation work and LifeQuest might serve
as a perfect way of using the acquired
knowledge creatively, activating it in real life as
well as a great means of solving one of the most
serious problems in foreign language teaching,
that is overcoming language barrier.



ISSN 2227-8591. Bonpocbl MeToankm npenogasanuvs B By3e. 2017. Tom 6. Ne 21

M.E. Me3eHueBa

BUBJINOTPA®UHECKUIA CNUCOK

1. MapresinoBa T.M. Hcrnons3oBaHue MmpoekT-
HBIX 33J]aHHI HA YpOKax aHTJIMHCKOro si3bIka // MHo-
CTpaHHBIC S3BIKHU B mKone. 1999. Ne4. C. 19-21.

2. AzamxonoBa X.H. Interactive methods of
activities in teaching foreign languages// Ct. B c0.:
AKTyabHBIC TIpoONeMBI  (rtosoruu: MaT-nel 11
Mexnaynap. Hayd. koH(d. (Kpachmomap, desp.
2016 r.). — Kpacnogap: HoBauus, 2016. — C. 79-81.
ISBN 978-5-905557-77-4

3. llonosa H.B., OmnHokass M.A. Ilytu no-
BBIIICHHS HMHTEPAKTHBHOCTH B OOYYCHHH HWHO-
CTPAaHHOMY SI3BIKY CTYACHTOB HESI3BIKOBOTO By3a
(Ha npumepe nemoBoro nuckypca) // Tpyasl
CankTt-IleTepOyprckoro rocyJapCTBEHHOTO HH-
ctutyta Kynetypel. 2013. T. 196. C. 133-144.
ISSN: 2308-0051

4. Dodge B. Creating WebQuests. 1999. —
http://webquest.org/

5. Tom March Why WebQuests? 1998. —
http://tommarch.com/writings/why-webquests/

6. Meapauk O.I'. Beb-kBect B 00ydeHUUH
cryaentoB// UzBectusa IODY. Texnuueckue Hay-
ku. 2010. Ne10(111).C. 86-92

7. Frid Boot, Diane (2001) project english.

8. Fries Ch.C. Teaching and Learning English
as a Foreign Language. Ann Arbor, 1947.

9. Hatchinson, Tom (2000) project english.

10. Kathleen Brenny and Kandace Martin
“1000 Best New Teacher Survival Secrets”, Na-
perville, Illinois, 2005

11. Littlewood W. Communicative Language
Teaching. An Introduction. Cambridge. CUP. 1981.

12. Richards J.C. (2001) Approaches and
Methods in Language Teaching. New York

13. AugpeeBa M.B. TexHomorun BeO-KBECT B
(hopMUPOBaHNH KOMMYHHKATHBHOW M COLIMOKYJIb-
TypHOI kommnereHyn / MadpopMamoHHO-KOMMY-
HUKAIMOHHBIE TEXHOJIOTMH B OOYYE€HHH WHOCTPAaH-
HbIM sA3bIKaM. Te3uchl Joki. I MexayHap. Hayd.-
npaxt. KoHg. M., 2004.

14. Baiinyposa JI.A., lllamomnukosa T.B.
MeTon NpOEeKTOB NPU OOYUYECHUH YHYAIIUXCs ABYM
WHOCTPAHHBIM SI3bIKaM // VIHOCTpaHHBIE SI3BIKU B
mkone. 2002. Ne 1. C. 4-11.

15. IMonat E.C. Tumonorus TeleKOMMYHHKa-
MOHHBIX TIpoekToB // Hayka u mkoma. 1997. Ne4.

Me3zenuyesa M.E. KBecT Kak coBpeMeHHBbIH NMpHeM aKTHBHBIX MeTOJ0B 00y4eHUS] HHOCTPaH-

HbIM fi3bIKaM. CTaThsl pacKphIBaeT MOHATHE KBECT B MPUMEHEHUHN K 00yUEHUIO HHOCTPAHHBIM SI3BIKaM
U aKIEHTUPYET aKTyaTbHOCTh MOIU(UKAINN YCTOSBIIETOCS TMOHSATHUS TEXHOJOTUW KBECTa NS JOCTH-
KCHHSI MAKCHMAJIbHBIX PE3yJIbTaTOB Ha mpakTuke. O003HaueHa aKTyaIbHOCTh MCIIOJIB30BAHUS TEXHOJIO-
THH KBECTOB Ha CETOAHAIIHUN JIeHb. B cTaThe paccMaTprBalOTCS JBa THITA KBECTOB — BEO-KBECTHI U KH-
Bble KBeCTHl. lIpuBoaMTCS ompenereHne 000OMX THUIOB, MPUBOAMTCS CYMIECTBYIOMIAs KiacCU(UKALIUS
BE0-KBECTOB, JACTCS THUIIOJNOTUS BUIOB 3aJlaHUl, KOTOpPBIC NPUMEHSIOTCS JJs BBIMOJHCHUS BeO-
KBECTOB; BBIJIEIAIOTCS CTPYKTYpHBIE DJIEMEHTHI BEO-KBECTOB, a TAKXKE YIeNseTCs] BHUMaHHE OOMICTIPH-
HSATBIM 3TaraM, Ha KOTOpbIE MOXKHO TMOJPa3ieNuTh BeO-kBecT. ONpeneisifoTcss OCHOBHBIE pa3inyus U
CXOJICTBa JIByX THUIIOB KBECTOB, PACCMATPUBACTCS MOHSITHE )KMBOTO KBECTA, €r0 OCOOCHHOCTH U Xapak-
TepucTukd. [Ipennaraiorcs peKOMEeHIAIMH N0 CTPYKTYPHPOBAHHUIO M OPTaHHM3AIMH 3TOH TEXHOIOTHH.
Kpowme Toro, aBTOp KacaeTcst BOpoca KOHTPOJIS Pe3yIbTaTOB IIPH MPOBEIEHUH KUBOTO kKBecTa. [Ipume-
Hsisl B MCCJICJIOBAHUY METO/IbI aHAIM3a U HAOIIOJICHYSI, aBTOP TOBOPHUT O TOM, UTO JKUBBIC KBECTHI CTAHO-
BATCS aKTyaJbHBIM JIOTIOTHEHHEM K BeO-KBecTaM, W MX KOMOWHUpPOBAHHE MPEICTABIISIETCS MaKCHMallhb-
HO 3(h()EeKTUBHBIM CPEICTBOM B MOBBIIICHHA MOTUBALIUHU Y CTYJCHTOB, H3YYalOIINX HHOCTPAHHBIH SI3BIK.

BEB-KBECT; JXMBOM KBECT; AKTHMBHBIE M WHTEPAKTUBHBIE METO/Ibl OBYYEHNS;
METOAMKA ITPETIOJJABAHIA NMHOCTPAHHBIX A3BIKOB; ITPOEKTHBIE TEXHOJIOI'M
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