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Interactive training in the russian language
for students of non-language specialties

The article deals with one of the ways to modernize education on a competence basis, namely, through the
use of interactive forms of teaching in teaching the Russian language. Examples of interactive teaching meth-
ods in the Russian language classes are presented: brainstorming, project, debate, presentations. The use of
interactive teaching methods in the classroom helps motivate students to the learning process, arouse interest
in the subject and increase cognitive and intellectual ability, as well as independence in actions. The rele-
vance of the problem is due to a sharp decrease in the cognitive and motivational interest of students in the
problems of a linguistic personality. Scientific and innovation theoretical significance: identified and com-
pared various approaches to the analysis of the motivational foundations of students; the features of the appli-
cation of interactive learning technology at the university are highlighted and described; A model for the de-
velopment of motivation for teaching students through interactive teaching of language disciplines at the uni-
versity was developed and put into practice.
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In a changing world, the education system should shape such new qualities of a graduate as initiative,
mobility, flexibility, dynamism and constructiveness. A future professional should have a desire for self-
education throughout his life, master new technologies and understand the possibilities of their use, be able
to make independent decisions, adapt in the social and professional sphere. In these conditions, to achieve
the most optimal result in the training of future specialists, the use of interactive training is of particular im-
portance. It should promptly respond to changes in demand in the labor market and respond immediately to
emerging needs.

Teaching the Russian language is one of the main elements of the system of professional training of
specialists at all levels in Kazakhstan, including in higher educational institutions. In the modern world, not a
single person can do without knowledge of the Russian language. Proficiency in Russian is necessary to be a
competitive person in the labor market.

One of the forms of interactive learning is a learning game, which allows you to engage the largest
number of students in the learning process and make learning interesting, exciting and fruitful.

My teaching practice at the West Kazakhstan Agrarian and Technical University showed that first-year
students to a small degree have the skills of purposeful organization of independent work. Therefore, one of
the main tasks of the teacher of the Russian language is to maintain interest in the subject, the desire to work
day after day. In order for this interest not to disappear among students, the teacher should not only know his
subject, but also look for new teaching methods that develop a cognitive interest in learning.

Applying intellectual games in the Russian language classes, the main goal is to create comfortable
learning conditions in which the student feels his success, which makes the entire learning process produc-
tive. An important role is given to business games.

Interactive technologies can increase the quality of knowledge, as well as apply them in practice [1; 97].
Note that the most important condition for acquiring interactive teaching skills for the teacher; his personal
experience of participating in a game, brainstorming, or discussion.

Interactive activities in the classroom of the Russian language involves the organization and develop-
ment of communicative dialogues, which leads to mutual understanding, interaction, to joint solution of
common tasks for each student. During dialogue, students learn to think critically, analyze information, make
informed decisions, and participate in discussions. According to this aim, in these classes, individual, pair
and group work is organized, research projects, role-playing games are being implemented, work is under-
way with documents, and creative tasks are used. So, I used such forms of interactive learning as brainstorm-
ing, «lesson-competition», «scholar» and others. What is valuable in them is that they allow the student not
only to express their opinion, opinion and assessment, but also, having heard the arguments of the partner in
the game, abandon their point of view or substantially change it.
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«Interactive communication does not occur spontaneously, it requires serious efforts to organize certain
conditions» [2; 17]. In the process of monitoring the assimilation of knowledge on the current topic, students
can offer the intellectual game «Scrabble». Two students become its participants: one in the role of a student,
the other in the role of a teacher. The «teacher» asks several control questions, to which the «student» gives
written answers, making one mistake. When checking, the «teacher» must detect it. This task develops the
student's attentiveness and deep lasting memorization of information.

«A joint project». Groups are working on different tasks on the same topic. After completion of work,
each group presents their research, as a result of which all students get acquainted with the topic as a whole.
«Brainstormy». To solve a problem, students are encouraged to find as many paths, ideas, suggestions as pos-
sible, each of which is fixed on a blackboard or piece of paper. After creating such a «bank of ideas», an
analysis is carried out. The game is educational in nature (fosters a sense of collectivism), enhances motiva-
tion to study the topic, and the element of competition mobilizes the thought and energy of playing students,
creates an atmosphere of emotional tension.

The game, as a method of active learning, is a way of activating the educational and cognitive activities
of students, which encourage them to actively think and practice in the process of mastering the material dur-
ing the game, when not only the teacher is active, but the students are also active.

The pedagogical essence of the game is to intensify the thinking of students, increase the independence
of a future specialist, introduce a spirit of creativity in training, and prepare for professional practical activi-
ties. This method reveals the student’s personal potential: each participant can diagnose their capabilities
alone, as well as in joint activities with other participants. The students' activity is manifested vividly, is con-
tinuous and «makes» them be active. In the process of preparing and conducting a business game, each par-
ticipant should have the opportunity for self-affirmation and self-development. The teacher should help the
student become in the game what he wants to be, show him himself his best qualities that could be revealed
in the course of communication.

In the traditional understanding of the learning process, the student simply assimilates the knowledge
that is given to him, but in the process of conducting an interactive game, special training is organized in
which various types of activity are activated in such a way that the student gradually opens up a new one.
This technology is especially effective in teaching the Russian language, as the subject involves not only
knowledge of the source material, but also its deep analysis. The essence of technology is to create in class
the opportunity and conditions for the creative development of knowledge. The project method contributes to
the development of cognitive skills, critical thinking, the ability to navigate independently in the information
space. I use overview, creative, game, research types of projects. They allow you to form the creative skills
of students.

Information via Internet resources, including the use of modern information technologies, presentations
made by students themselves.

Teaching students the method of projects and their use of the project method using modern information
technologies, work on the problem under study. Advising students, assisting them in making presentations,
homework «Secrets of phraseology» using the latest information technologies. The preparatory phase in-
cludes the coordination of student workloads.

The content of the competition tasks for students depends on the tasks that the teacher is called to solve.
Each version contains tasks for linguistic instinct and ingenuity. This makes participation in the competition
attractive, combines the requirements of gaming and educational activities, interactive forms of training.
Some of the tasks are done at the reproductive level, which allows most participants to experience success.
However, a significant place is occupied by tasks of a reconstructive nature, for the implementation of which
it is necessary to apply well-known methods of activity in a partially changed situation.

«Secrets of phraseology»

Competition 1. Greeting teams.

Demonstration of homework by teams in the form of research projects «Secrets of phraseology» using
information technology.

Like any greeting, this contest involves the teams addressing each other, the fans, and the jury. All this,
of course, should be fun, in a playful way. Since proverbs are also stable linguistic units, they draw closer on
this basis to phraseological units. Therefore, it is completely legitimate, in my opinion, to take one of the
proverbs as the name of the competition. Teams must show what meaning can be put into this proverb.
The theme of the contest is «Secrets of phraseology», and therefore, in their speech, teams need to somehow
beat the phraseologisms used, but this does not mean that absolutely all jokes should be built on their basis.
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When assessing the performance of teams, it is necessary to take into account both the number of slides used,
and their relevance, and relate to the general course of the performance. You can’t just go on stage, present a
project and start pouring idioms. Everything should sound in action.

Competition 2. Competition of captains

Captains are offered tasks to correct errors in the use of phraseological units. Two envelopes with tasks
are being prepared, and the captains themselves choose an envelope. The examples in the envelopes are dif-
ferent.

Task 1. Correct sentences.

1. In fact, he is a cook without a minute, it remains to pass the exam. 2. The writer keeps pace with his
time. 3. Visit you in these places where not only the human foot, but also the foot of the journalist has not yet
set foot. 4. Not everywhere else, the local intelligentsia turned their faces to the centers of culture.
5. The teacher should know what the success of this work lies in, to notice in each pet only one inherent zest.

Answers (you can prepare slide answers for the audience and the jury): 1.... without five minutes a
cook. 2.... keeps up to date. 3.... where no man has gone before. 4.... turned her face. 5.... to notice a highlight
in each pet.

Task 2. Correct sentences.

1. It is necessary to give the most serious importance to the matter of increasing labor productivity in
the factory. 2. A significant effect on the audience has the use of examples taken from life. 3. No need to
lock yourself in, let's share our sore spots. 4. As they say, the farther into the forest, the more chips fly.
5. The next day the team was gone: it crumbled like a small bubble.

Answers (you can prepare slide answers for the audience and the jury): 1... pay attention. 2.... produces
an effect. 3.... let's talk about sore. 4.... the farther into the forest, the more firewood. 5.... burst like a soap
bubble (option: crumbled like a house of cards). Captains training time — 10 min. When correcting errors,
captains must first read the wrong options, and then the corrected ones. For viewers and the jury there is a
demonstration of answers on slides.

While the captains are preparing, a game is being played with the fans. For this game, you can choose
one of the tasks below, if you are conducting an extra-curricular event and are not limited by time — both.

Recall phraseologisms with the words:

take — plainly, in blinkers, with bare hands, throat, sin on the soul, on the sides, on the throat, on the
soul, starvation, boarding, on the arap, on a tug, on a pencil, on the front sight, on the gun, on, on yourself
labor, looking at yourself, under fire, under the wing, into custody, example, failure, your, words back, into
the mind, yourself in your arms, strength, word, from a place, a side, don’t take much on yourself, drops in
your mouth, neither give nor take.

play — cat and mouse, silence, hide and seek, the second violin, eyes, life and death, comedy, on the
nerves, on the arm, the first violin, the role, in words, with fire.

The winner is the one who calls the last idiom — phraseologizm.

Over the past decades, business games have been widely introduced into production, social activities,
economics, management theory, and education — this is confirmed by numerous scientific studies and liter-
ary publications. Among these works, we can distinguish those that are fundamental in the design and use of
business games. First of all, these are the works of Yu.S. Arutyunov, V.N. Burkov, N.V. Borisov, and others.
In the works of the latter, the main characteristics of the educational business game are highlighted, a de-
tailed analysis of the problem of introducing educational business games into the learning process is given.

Unfortunately, there are not so many special studies related to the use of business games in teaching
students. In my opinion, the most interesting studies of N.V. Borisova [3].

For the preparation of business games, all didactic methods can be used: explanatory, illustrative, re-
productive, problematic presentation, partially search, research. Methodological requirements should also be
observed:

1) the game should be a logical continuation and completion of a specific theoretical topic (section) of
the academic discipline, a practical complement to the study of the discipline as a whole;

2) maximum proximity to real professional conditions;

3) creating an atmosphere of search and ease;

4) careful preparation of educational and methodological documentation;

5) clearly formulated tasks; conditions and rules of the game;

6) identification of possible solutions to this problem;

7) the availability of the necessary equipment.
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Positive in the application of a business game: high motivation, emotional richness of the learning proc-
ess, the formation of knowledge and skills, consolidation of knowledge in the discussion of the game.
A business game helps to achieve educational, educational and developmental goals of a collective nature
based on acquaintance with the real organization of work. Cognitive effectiveness is carried out during the
game, by introducing students to the dialectical methods of researching a question (problem), organizing the
work of the team, and the functions of their future professional activities by example [4]. Educational effec-
tiveness lies in the fact that in the process of a business game, the consciousness of belonging of its partici-
pants to the team is formed, the degree of participation of each of them in the work, their relationship in solv-
ing common problems, collective discussion of issues that form criticality, restraint, respect for opinion are
determined others, attentiveness to other participants in the game. Developing effectiveness is carried out
during the game, with the development of logical thinking, the ability to search for answers to the questions
posed, the development of speech, speech etiquette, and the ability to communicate in the process of discus-
sion. The quality of knowledge in a playful way largely depends on the authority of the teacher. A teacher
who does not have deep and stable contact with group members cannot conduct a business game at a high
level. If the teacher does not inspire confidence among students with his knowledge, pedagogical skills, hu-
man qualities, the game will not have the planned result, or may even have the opposite result. Business
games are based on the principles of teamwork, practical utility, democracy, transparency, competitiveness,
maximum employment of each and unlimited prospects for creative activity within the framework of a busi-
ness game. It should include everything new and progressive that appears in pedagogical theory and practice.

Examples of business games:

Station No. 1 «Security Department».

The game is started by company leaders. For them, insidious questions.

To the first president:

* What vowel do you write at the end of a noun?

Can there be various options? Why?

Make an offer. Explain your decision.

Thanks to the firms...

1. thanks to the company: We were able to get a loan thanks

intermediary firm.

2. thanks to the company: We say goodbye, thanks to the company for helping us

obtaining a loan.)

To the second leader:

* Which option do you think is preferable? Why?

Provide leave due to illness.

Provide leave due to illness.

(The pretext I SEE suggests something coming, and the pretext

CONSEQUENCE is something already happened, so the second sentence is correct.)

Third Leader:

* Can | wear a tuxedo for a business meeting?

Is it possible to keep defeat in dispute?

(A tuxedo can only be put on a meeting. To win a victory, to suffer a defeat are stable phrases. You can
only win a victory, you can only suffer a defeat.)

Station number 2 «Scrabbley.

CEOs come into play.

Task to the first general director:

* Demonstrate good business writing skills by inserting missing

letters in words:

adm... n... strat... [ org... n... zats... |

s... leading... general a... t... b... graph

to... m... ersant pr... zid... mind

of..c...alin...c... wa

sq... L... f... kats... I t... 1...

r...s... luc... I pr... fes... ia

I... 8q... zita r... putatz... [

to... nkurenz... [ c... c... reality
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to... mp... those... tn to... ... kti..

m... n... storing m... c... nat

* Explain the lexical meaning of the words: alternative, image.

An alternative is the need to choose between two or more mutually exclusive possibilities.

Image — (eng. — image, image). Representation, opinion, image formed in society or purposefully
created about any object (person, organization, product, etc.)

Assignment to the second CEO:

* Check how you can pronounce business style words correctly.

Accentuate the words correctly:

expert award

consensus loan taken

embargo goods sold

briefing find out the price of a product

alternative you're right

image marketing

incident manager

dividend devaluation

- Explain the lexical meaning of the words: marketing, manager.

Marketing — (eng. — market). Organization of production and marketing of products, based on the
study of market needs for the product.

Manager / ne / — (eng. — manager). The hired head of the enterprise, company or unit.

Assignments to consultants:

- Explain the lexical meaning of words and make sentences with them.

1 consultant: devaluation, consensus.

Devaluation / de / — (German) A decrease in the official gold content of a national currency or a depre-
ciation in relation to currencies of other countries.

Consensus / se / — (lat. — agreement). Consent, unanimous acceptance of anything.

2 consultants: embargo, briefing.

Embargo — (unchanged) (Spanish) The special imposition by the state of a ban (arrest) on the import of
other countries or the export of gold or foreign currency, certain types of goods (for example, weapons).

Briefing — (eng. — briefing). Brief press conference.

Station number 3 «Referentsy.

Remember the structure of business papers and try correctly, keeping all the requirements, write:

1 referent: Application to the admission committee of the university, in which YOU

are going to do.

2 referent: Power of attorney for a bank loan for

building an orphanage.

3 referent: Business letter. (Correspondence between two organizations.)

Samples of business papers.

Power of attorney.

I AM, ,

trust

get the salary due to me for 20 year.

signature number

Business letter.

Speech Standards:

We inform (to you that) that

Please be advised that

We inform you (that) .

The use of interactive games and computer technology in the classroom allows us to solve several prob-
lems at the same time: develops communication skills, helps to establish contacts between students, provides
educational activities, instills independent work skills. In addition, it reduces the mental burden of students,
makes it possible to change the forms of their activity, and switch their attention to the key issues of classes.

Thus, to increase the cognitive activity of students, the teacher is offered many different developed
methods that he can use in his teaching activities. To implement the tasks of training specialists, active teach-
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ing methods should be applied systematically and purposefully. When using group and collective forms of
organization of work with students, it is necessary to take into account the individual characteristics of the
study group and each student individually.
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b.X. KypmanoBa

Tinaik emec MaMaHABIKTAPABIH CTYACHTTEPI YIIIH
OpbIC Tijli ca0aKTapbIH/Ia HHTEPAKTHBTI OKBITY

Makanazna Ky3iperTiiik Herizinae OiiM Oepyai MaHFBIPTYABIH TOCiIAepiHiH Oipi Typasbl ce3 0onaasl, aral
aiiTKaHaa, OpbIC TUTIH OKBITYZAa HHTEPAKTHBTI OKBITY (opmanapsiH maiinanany. Opbic Timi cabarbiHaa
HMHTEPaKTUBTI OJ[ICTEpPMEH OKBITYIBIH MBICAIIAPHl YCHIHBUIFAH: MHFa Ia0ybUI, x00a, MiKipcaiibicTapasl,
TIpe3eHTanusuIap sl XKyprizy. Cabakra HHTEpPAaKTHBTI OKBITY 9JIICTEpiH KONJAaHy CTY[JCHTTEpAI OKY IpoleciHe
BIHTAJTAHJABIPYFa KOMEKTECEHl, IIOHIe MAereH KBI3BIFYIIBUIBIFBIH OSTAIbl, TAHBIMABIK JKOHE 3HATKEpIIiK
KabijeTTepiH, COHBIMEH KaTap ic-opeKeTTeri AepOecTikTi apTThIpagsl. MacelaeHIH ©3eKTUIr CTyJeHTTepaiH
TUIAIK TyJIFa MOceJieliepiHe JereH TaHbIMJBIK JKOHE MOTHBALMSAJIBIK KbI3bIFYIIBLIBIFBIHBIH KYPT TOMEH/CYiHEe
OailnaHpICTBL. ABTOpJAp CTYACHTTEpAiH MOTHBALMSUIBIK HETI3AepiH TajmayJarbl SpTYpii Tociiaepai
QHBIKTAIl, CaJIBICTBIP/bL; KOO MHTEPAKTHBTI OKBITY TEXHOJOTHSCHIH KOJIIaHY epEeKIUETiKTepi CHUMATTaJFaH,
YHUBEPCUTETTE TUIAIK MOHJIEP/l HHTEPAKTUBTI OKBITY apKbUIbl CTYJAEHTTEpPAI OKYFa JEreH BIHTAHBI JAMbITY
MOJIEI JKacalFaH JKoHe TOKipHOere eHri3iIreH.

Kinm coe30ep: wHTepakTHBTI opic, MmFa Mma0ybUl, x00a >KYpridy, ICKepIlik OHBIHAAp, MYNbTHMEIHa
TEXHOJIOTHSICHL.

b.X. Kypmanosa

NHuTepakTHBHOE 00y4YeHHE HA 3aHATHSIIX PYCCKOI0 SI3bIKA
JJISL CTY/IEHTOB HesI3bIKOBBIX CHEIHAJIbHOCTEH

B craree peusr uzmer 06 ofHOM M3 CIIOCOOOB MOAEPHH3AIMH 00pa30BaHMS Ha KOMIIETEHTHOCTHOH OCHOBE,
a IMEHHO TIOCPEICTBOM HCIIOJIL30BAHMS B IIPETIOJaBAHUH PYCCKOTO SI3bIKa MHTEPAKTUBHBIX ()OPM OO0ydeHUSL.
IIpencraBneHsl MpUMEPbl MHTEPAKTHBHBIX METOAOB OOYYEHMS Ha 3aHATHSAX PYCCKOTO S3bIKAa: MO3TOBOIO
HITYypMa, IPOEKTa, MPoBeeHH fe6aToB, npe3eHTanui. IIpuMeHeHre HHTEPaKTUBHBIX METOJI0B 00yUYEHHs Ha
3aHATHUSIX TOMOTaeT MOTHBUPOBATh OOYJAIOIIUXCS Ha Mpolecc 00ydeHHs, BBI3bIBAET UHTEPEC K NMPEAMETY H
TOBBIIIAET TIO3HABATENBHYIO M MHTEIUIEKTYaIbHYI0 CIIOCOOHOCTD, a TAKXKE CAMOCTOSTEIBHOCTD B JIEHCTBUSAX.
AKXTYaJIbHOCTD TIOCTaBJICHHOH IPOOJIeMBl 00YCIIOBIICHA PE3KUM CHIDKEHHEM MO3HABAaTEIbHOTO W MOTHBAIH-
OHHOTO MHTepeca 00yJaromuxcs K MpooIeMaM S3bIKOBOM JTMYHOCTH. ABTOPAaMH BEISIBIICHBI M COITOCTABIICHBI
pa3IUYHBIE MOAXOABI K aHAJIM3y MOTHBAIMOHHBEIX OCHOB CTY/ACHTOB; BBIJEJICHBI M OIMCAHBI OCOOCHHOCTH
NpUMEHEHHs] TEXHOJIOTHH MHTEPAaKTHBHOTO OOYyYeHUs B By3e, pa3paboTaHa M BHEJIpPEHA B MPAKTUKY MOJCIH
Pa3BUTHS MOTHUBALUK YYEHHs CTYAEHTOB IOCPEICTBOM MHTEPAKTUBHOTO 00y4eHHs S3bIKOBBIM AUCHUIIINHAM
B BY3€.

Kniouesvie cnosa: HUHTEPAKTUBHBIE METO/BI, MO3TOBOM HTYypM, NPOEKT, IPOBEACHUE NCJIOBBIX UI'D, MYJIbTHU-
MEara, TCXHOJIOTHA.
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