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Berezneva I., Yakovenko N., Nigametzyanova K. Using Game Technology in
Teaching Foreign Language of Future Specialists of Military Industry

The article deals with new approaches to foreign language teaching military cadets at
universities. The authors emphasize that training at high schools of this type differs specifics
of the educational process and features of didactic material selection, demonstrate the im-
portance of learning a foreign language for future specialists in military industry. One of the
leading factors of learning a foreign language is learning activity and its technologization.
Using help to implement these factors in gaming technologies makes learning interesting and
effective. It is proved that the activity itself occurs infrequently; it is the result of targeted
management and pedagogical influences of educational environment another words educa-
tional technology. High-quality, meaningful activity aspect revealed in the operating system
needs, motivations, attitudes, interests that contribute to the implementation of certain ac-
tions. Therefore, activity works as the subjective conditions of human exploration of reality.
In this regard, technology training game is the most practice-oriented and most appropriate
resolution of problems of personal and professional competence. It was determined that the
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main goals of using games in foreign language classroom is the formation of certain skills,
development of specific language skills, teaching ability to communicate, develop the neces-
sary skills and mental functions, perception (in the formation of their own language) and
storing of linguistic material. It was indicated that educational game is a practical lesson,
which simulates various aspects of professional activity and provides the conditions for com-
plex usage of their existing knowledge of the subject within professional activity, improving
foreign language, as well as better learning of foreign language as a means of professional
communication. The action takes place in a business game in one sphere of professional ac-
tivity. In this regard, simulation of professional activities in business game terms is manda-
tory. It involves the definition of the main areas of professional activity for future specialist.
Author determined the different types of games: quizzes, linguistic, role-playing and simula-
tion games and their main components.

Key words: technology, game, foreign, language, student, military, expert, component,
training, activities.


