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AHHOTaNMA

B crarse omeHUBaeTCs CTENCHb BIMSHHUA KOMIUICKCA YIPAKHEHHH, UCTIONB3YIONINXCS TSI Pa3Bh-
THUSI CKOPOCTHON BBIHOCIIMBOCTH, HA OCHOBHBIE TIOKA3aTe)d (CKOPOCTh PEaKIMH, TOYHOCTh JIBUKCHHI) KH-
0epcropTCMEHOB. AKTYaJIbHOCTh HCCIICIOBaHHS OOYCIIOBJICHA HEIOCTATOYHBIM KOJMYECTBOM JAaHHBIX B
HAyYHO-METOANYCCKUX MCTOYHUKAX TI0 BIUSHHIO (PU3NUECKON HArpy3KH Ha OCHOBHBIC MOKA3aTelId KUOep-
CIIOPTCMEHOB. DKCIIEpUMEHTAaJIbHas rpymmna coctouT u3 10 roHomei B Bo3pacte 16—18 yieT yBiIeyeHHbIX
Pa3nUYHBIMU KHOEPCTIOPTUBHBIMHU JHCLUIIMHAMH. DKCIIEPUMEHT BKJIIOYAeT B €0 KOMIBIOTEPHBIE Te-
CTUPOBaHHUS OCHOBHBIX ITOKa3aTesieil KHOepCIOPTCMEHOB 0 U MOCJE BBIIONHEHHS (PU3NYECKOH HArpy3Ku
C TOCJEYIOMNM aHAIN30M MONTYyYEHHBIX JAaHHBIX. [lo pesynpraTtaM SKCTIEpUMEHTa TONYyUYCHBI JaHHBIE O
MOJIOKUTETIHHOM BIUSHAN (PH3MYECKON HArpy3KH Ha CKOPOCTh PEAKIUH KHOEPCIIOPTCMEHA.

KuaroueBsle ciioBa: pusndeckas Harpyska, OlEHKA BIUSHUS, KHOCPCIIOPT, KOMIBIOTEPHBIN CIOPT,
CKOPOCTHAsI BBIHOCJIUBOCTb, IOJPOCTKU.
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Abstract

The article assesses the degree of influence of the complex of exercises used to develop speed en-
durance on the main indicators (reaction speed, accuracy of movements) of e-sportsmen. The relevance of
the study is due to the insufficient amount of data in scientific and methodological sources on the influence
of physical activity on the main indicators of e-sportsmen. The experimental group consists of 10 young
men aged 16—18 years who are keen on various e-sports disciplines. The experiment includes computer
testing of the main indicators of eSports players before and after physical activity, followed by analysis of
the data. According to the results of the experiment, data were obtained on the positive effect of physical
activity on the reaction rate of the eSports player.
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BBEJIEHUE

B Hacrosiiee BpeMst HEOCIIOPUMBIM SBJIAETCS (DAaKT HEOOXOAMMOCTH HCIIONIB30BaHUs (Hu-
3MYEeCKON HAarpy3KH B XH3HH denoBeka. C TOUKH 3peHHst PU3MUECKON KyJIbTyphI MO/l Harpy3Kou
MIOHUMAETCS OINpeNeNieHHass BEIWYMHA BO3ACHCTBHS (DMU3MUCCKHX YIPAKHCHWH HA OpraHU3M
3aHUMAIOIINXCS, @ TAK)KE CTENEHb NPEOJOIEBAEMBIX IIPH 3TOM OOBEKTHUBHBIX M CyOBEKTHBHBIX
TpyaHocTeil. du3nueckue ympakHEHHS AaKTHBH3HMPYIOT Bce (M3HOJIOTMYECKHE MPOLECCH, a
TaKoKe SBIAIOTCS S(G(OEKTUBHBIM CPEICTBOM NPOMMIAKTHKY psina 3aboneBanuid. B orBer Ha Qu-
3UYECKYI0 HAarpy3Ky OpPTaHM3M pearupyeT KOMIUIEKCOM PEaKLUi CO CTOPOHBI Pa3lIMYHBIX CH-
creM opranu3Ma. Ilo pe3ynpraraMm aHanu3a HayqHO-METOAMYECKON JMTEPATyphl Mbl CTOJIKHY-
JIUCh C HEXBATKOM IaHHBIX 1O BIMSAHUIO (DU3NYECKOl Harpy3Kd Ha OCHOBHBIE IOKa3arelld
KHOEpaTIeToB B KOMIIBIOTEPHOM CIIOPTE.

KoMnbroTepHbIil COPT SIBISETCS OAHUM M3 CaMbIX MOJOJBIX, HO OBICTPOPa3BUBAIOIIHX-
cst BUJOB cnopra. K coxanenuro, JaHHBIA BUJ CIOPTa HE BOCIPUHUMAETCS MHOTUMH BCEPbHES,
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TaK Kak, 10 MHEHHIO HEKOTOPBIX aBTOPOB B HEM OTCYTCTBYET (pr3WdecKasi COCTaBIISIONIAS, BEAD
COPEBHOBAHMS MPOXOIAT B BUPTyalIbHOM mpocTpancTse [1]. OmgHako, cieqyeT 3aMeTHTh, dTo,
HalpHuMep, IaxXMaThl TAKKe HE MPEABIBISIOT BEICOKMX TpeOOBaHUN K (PU3UUECKOH MOJATOTOBKE
CIIOPTCMCHA. [ITaxmaTbl OTHOCSITCS K HWHTCJUICKTYaJIbHBIM BHUJaM CIIOpTa U MPEABABIIAIOT I10-
BBILIEHHBIE TPEOOBaHMSI K KauecTBaM, KOTOPbIE HEJIb3sl OTHECTH K (DM3MYECKHM, HalpuMep, B
[IaxMarax 3TO MOXKET OBITh IJIAHUPOBAHHE HA HECKOJIBKO XOZOB BIIEpE]l U OLIEHKa BO3ZMOXKHBIX
BapUaHTOB Pa3BUTHs cOObITHIA [1, 4].

[Ipoanann3npoBaB IesATENBHOCTH KHOEPCIIOPTCMEHOB, MBI TaK)KEe BBISIBHIIM cHenu(rye-
CKHE TTOKa3aTelH, Habop KOTOPBIX MOXKET OBITh Pa3HBIM JJIsl OTACIBHBIX TUCIHUIUIMH KOMIIBIO-
TEPHOTO CIIOPTa, HO CPEIOH CaMBIX HEOOXOMUMBIX MBI MOKEM BBIICIHUTH TaKHe KauecTBa Kak
CKOPOCTh PEaKINH, CKOPOCTh U TOYHOCTH TIEPEMEIICHHS MBIIIIH.

AKTyaJbHOCTh HAIIETO HCCIEIOBAaHUS OOyCIIOBJICHa HEXBAaTKOW IaHHBIX B HAy4YHO-
METOJMYECKUX MCTOYHMKAX IO BIUSHHUIO (PU3MYECKON HAIPY3KH HA OCHOBHBIE ITOKA3aTeNl Ku-
0OepCIOPTCMEHOB.

Llenbro HalIEro UCCIIEAOBAaHUS SBIISUIACH OLEHKA BIMSHUS (U3MYECKON HArpy3KH Ha Oc-
HOBHBIE [T0Ka3aTed KHOEepCIOPTCMEHOB.

METO/JbI 1 OPTAHU3AIIVA UCCIIEJOBAHUA

DKCIepUMEHT MPOBOAWIICS Ha 0a3e TpeHMpoBOYHOTo 1eHTpa «ProBros» m Bkirowan B
ceOst psiZi KOMITBIOTEPHBIX TeCTOB B nporpammax «Training Aim» u «Aim Hero». OnenuBanach
CKOPOCTh PEaKIHH, CKOPOCTh IEPEMEIICHUS! MBIIIH, TOYHOCTH YIIPABICHHUS KOMIIBIOTEPHOU
MBIIIBI0, BHUMaHKe. [pymma uensiTyeMbIx cocrosiia u3 10 roromIei B Bo3pacte 16—18 ner, 3a-
HUMAIOIIUMHCS PA3THMYHBIMUA KHOEPCHOPTHUBHBIMU AWCIMIUIMHAMH, W3 YHCIa KBaJTH()UIMPO-
BaHHBIX KHOEPCIIOPTCMEHOB.

OKCIepUMEHT MPOBOAWICS B TpH 3Tamna. [lepBblil 3Tan BKIOYaN B cebs NMPOXOXKACHHUE
KOMITBIOTEPHBIX TE€CTOB JI0 BBHINOJHEHMA (PU3MUYEeCKuX ynpaxHeHMH. Bropoil sTanm Biimouan B
ce0st KpyroBylo TpeHHPOBKY. Ha TpeThem 3Tare npoBOIMIOCh MOBTOPHOE TECTUPOBAHHE HCIIbI-
TYEMBIX Ha KOMIIBIOTEPAX, Cpa3dy MOCJIC 3aBCPUICHUA TPCHUPOBKU. HaHHbIe, TMOJIYUCHHBIC B XO/I€
9KCIIEPUMEHTA, ObLIH 00pabOTaHbl M 3aHECEHBI B COOTBETCTBYIOIIUE TAOJIHUIIBI.

[epBbIe TpH TecTa NpoBOAMIKCH B Iporpammax «Training Aim» u «Aim Hero». Onenn-
BaJIach CKOPOCTh PEAKINHU, TOYHOCTh M CKOPOCTh NEPEMELIEHHs MBIIIN, KOMIIEKCHOE MacTep-
CTBO crioprcMeHa. [is skciepuMenTa B mporpamme «Training Aim» Hamu ObUIH BBIOpPaHBI Clie-
IYIOIE TECTHI: «eXact aiming» Ha OLIEHKY TOYHOCTH, «press reaction» Ha OIEHKY CKOPOCTH
peaxium, «fast aimingy Ha OIEHKY CKOPOCTH ¥ TOYHOCTH ITEPEMEIICHUS MBIIIIH.

ITocnennuii TecT sBIsAETCS KOMOWMHHPOBAHHBIM M TPOBOAMWTCS B IMporpaMme «Aim
Hero». TectupoBaHue HampaBlI€HO Ha OLEHKY CKOPOCTH M TOYHOCTU IEPEMEILEHMS MBIIIH,
CKOPOCTH pEakIMi, KOMIUIEKCHOTO MacTepCTBa CIOPTCMEHA, a TAaKKE ITO3BOJIAET ITOCUUTAThH
BPEMsi, MEXK1Y BBICTPEIaMH.

Bropoii atan skcriepumenTa ObLI MPoBEICH B (hopMe KPYroBOil TPEHUPOBKH, (parMeHT
MIPOBEICHUSI SKCIIEPUMEHTA NPE/ICTaBICH Ha PUCYHKE 1.
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Pucynok 1. IIpoxosxaeHre KOMIBIOTEPHOI'0 TECTUPOBAHUS M YIPA)KHEHUS U3 OCHOBHOM YacTH TPEHUPOBOYHOTO
3QHATHS
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B moarotoBUTENbHON YAaCTH 3aHATHS MCIBITYEMbIE BBIIOIHAIN KOMIUIEKC OOIIepa3BH-
BAaIOIIUX YNPaKHEHUH, 3a7a4eil KOTOPOTO SIBJISIACH IOATOTOBKA BCEX MBIIIEYHBIX TPYIII HETIO-
CPEIICTBEHHO IePe/l BHIIOIHEHUEM HAarpy3KH.

B 0CcHOBHOI 4acTy 3aHATHsI OBUTH UCIIOJIB30BAHbI CIICAYIOIINE YIIPaKHEHHUS:

BeroBble ynpakHeHUs, yNpaKHEHUs C KaHaTaMH, BEJIOTpPEHaXKep, 3alpbilMBaHHE Ha
TyMOY, YIIpaXHEHHS C OTATOILEHNEM, YIPAaKHEHHUSI C COOCTBEHHBIM BecoM. VIHTepBaibl Mex1y
MOJIX0/IaMU COCTABIISLIN 1-2 MUHYTEIL.

3aKIroYMTeNbHAs YacTh BKIIOYaja B ceOs OeroBoe ympakHEHHE, XOAb0y M PaCTSDKKY
MBIIIIII.

Br100op KoMIUIeKca ynpaXHEHHH 000CHOBAH TEM, YTO MPU HANPABICHHOCTH TPEHUPOBKH
Ha CKOPOCTHYIO BBIHOCIIMBOCTh YIy4IIaeTcsi paboToCrocoOHOCTh KapIHo-pecInpaTopHoil cu-
CTEeMBI, YTO B LIEJIOM OJIAarOTBOPHO CKasbiBaeTcsi Ha pabore mosra [3, 5]. Tlo 3aBepiueHuto Tpe-
HUPOBOYHOTO 3aHATHS UCIIBITYEMBIM OBUIO NPEUIOKEHO MOBTOPHOE MPOXOKACHHE KOMIBIOTEP-
HBIX TECTOB, JUIS OLIEHKH U3MEHEHUI1 B UCCIIEAYEMBIX MTOKA3aTEIsX.

PE3VJIBTATBI UCCJIEJJOBAHUMA U UX OBCYXXKAEHUE

Ha PUCYHKE 2 OpEeACTaBJICHBI JaHHBIC 110 BO3PACTy U pacpeAC/ICHUIO 110 UTPOBBIM JUC-
TUITIMHAM.

Pacnipegeienue no Bo3pacry Pacnpepe/ienne Mo HrpoBoii MCHMIIINHE
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PI/ICyHOK 2- PacnpeueneHne HCIIBITYEMBIX I1I0 BO3PACTYy U UT'POBBIM TUCHUIITIMHAM B IPOLUICHTHOM COOTHOIICHUN

Iocne ¢u3nveckoil HArpy3KH HCIBITyEMBIE TOBTOPHO MPOILIM TECTHPOBAHHUE, IMONY-
YeHHbBIE JaHHBIE M0 Pe3yJIbTaTaM TECTUPOBAHHS 10 M MOCie (GU3MYECKONH HArpy3Kd MPeaCcTaB-
JIeHsl B Tabmuue 1.

Tabnuua 1 — CpomHas Tabnuia mo pesyibTaraM TECTHPOBAHUS 0 M Mocjie (DU3UUECKOH
HarpysKu.

HasBanue M+m p-value
TouHOCTH ABIKEHMS MBIIIH, (TIONATaHUI/ MUHYTY) Ho 79+9,2
? TTocne 75,5+8,7 p>0,05
Jo 21,4+42,5
CKOpocCTh peakIuy, (MAIIUCEKYHT) Tocne 192535 p<0,05
> k) ="
CKOpOCTb JABIKEHUS MBIIIH, (MAJUTHCEKYH/T) Ho 32,8433
? Tlocne 35,34+2,6 p=<0,05
N Jo 108,3+7,7
Tonananni, (pas) Tocne 112,0£5,5 p>0,05
Jlo 9,1+4,0
Tpowaxos, (pas) Tlocre 12,1447 p<0,05
Jlo 0,502+0,031
CpenHee BpeMsi Ha BBICTpelI, (CEKyH) Tlocne 046720017 p<0,05
k) 3 ="
Jo 92,3432
0,
Tounocrs (%) Tocre 90,3434 p<0,05
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W3 tabmuupl cnenyet, 4rto nocie (GU3MYECKOH Harpy3KH DOCTOBEPHO CHH3HJIACH TOY-
HOCTh (p<0,05), yBEeNMUYMIOCH KOJHMYECTBO MPOMAXOB U CKOPOCTh ABIKeHHA MbImu (p<0,05),
HO TIPH ATOM JIOCTOBEPHO YIYYIIMINCh CKOPOCTh PEaKIMM U CpeiHee BpeMs MeXIy BhICTpesa-
Mmu (p<0,05). Ilo cymMapHOMY KONHWYECTBY MONAaJaHUM M TOUHOCTH JBMKEHHS MBI JTOCTO-
BEPHBIX M3MEHEHHH oTMedeHo He Obuto (p>0,05). MBI CBs3bIBaEM 3TO C TEM, YTO MHTEHCHB-
HOCTh Harpy3Kkd ObUla Ype3MEpHOH, YTO B CBOIO O4Yepe[b BBHI3BAIO IIEPEYTOMIIEHHE HEPBHOM
CHCTEMBI, 3TO MOBJIMSIIO HA TOYHOCTh JIBW)KCHWH MBI U IIPUBEJIO K OOIIEMY J0CTOBEPHOMY
camkeHnto TouHocty. [Ipu stom [JTHC nocne ¢usnueckoil Harpy3ku COXpaHHia CBOIO IOBBI-
IICHHYI0 PabOTOCIIOCOOHOCTD, 9eM H 00YCIOBJICHO JOCTOBEPHOE YIYUIICHHE B MIPOCTOM TECTE
Ha CKOPOCTb PEakIWu, He TPeOyroIllee BBIMOIHEHUS IOTOTHUTEIBHBIX IBIDKCHHUH MBIIIBIO H
TOYHOTO ITPULIETTMBAHNS.

BBIBO/IbI

ITomy4yeHHbIE B X0€ 9KCTIEPUMEHTA JaHHBIE ITO3BOJISAIOT CHAEIATh CIENAYIOIINUE BBIBOBL:

— Tlocne ¢usnueckoil Harpy3Ku XapakTEpPUCTHKU CIIOPTCMEHA, TPEOYIOUINE BBICOKOM
CKOPOCTH peaKLuK (CKOPOCTh ABMKEHHS MBIIIN U PeaKkiMu Ha OOBEKT, BPEMsi MEXIy BBICTpE-
JIaMH) AOCTOBEPHO YIYYIIMJINCh, HO NP 3TOM YBEJIWYMUIOCH KOIUYECTBO NMPOMAxOB, YTO IpHU-
BEJIO K 00IIEMY CHIDKEHUIO TOYHOCTH HCTIBITYEMBIX.

— HuTeHcuBHOCTH O100PAaHHON HArpy3KH HEOJHO3HAYHO IMOBJIHSIIA Ha KIIIOUEBBIE T10-
KazaTelu KHOEepCHOPTCMEHOB, MBI CBSI3BIBAEM 3TO C IOBBIIICHHEM pabOTOCHOCOOHOCTH HEPB-
HOW CHCTEMBI BO BpeMsl (PM3MUYECKON HArpy3KH W HAKOMMBIIEMCS] yTOMJIEHHEM. Takxke MbI Mo-
JlaraeM, 4To KpaTKOBPEMEHHasl Harpy3Ka MOIJIa HE BBI3BaTh OXKHIAEMBIX CIBHIOB, HEOOXOIMMO
PaccMOTPETH 3TOT aCMEKT B TMHAMHUKE, TAK KaK OKOJIO IOJIOBHHBI UCIIBITYEMBIX HE 3aHHUMAIOTCS
CHCTEMAaTHYEeCKIMH (PU3MYECKUMHU Harpy3KaMH.

— To4HOCTB SBISETCSA ONHUM M3 KIIOYEBBIX IOKa3aTellell B KOMIIBIOTEPHOM CIIOPTE,
TpeOyIOTCs alIbHEHIIINE UCCIIEI0BaHMs ISl BBISIBICHHUS HanOOJee ONTUMAaIbHOTO BU/Ia, HHTEH-
CHBHOCTU M IPOJOJDKUTENLHOCTH (u3nueckoil Harpy3ku. Cieayer yBeNIWYuTh KOJIMYECTBO
KOHTPOJIBHBIX MTPo0 rocie Gpu3ndeckoil Harpy3Ku Jyisi 00Jjiee TOYHOTO BBISBICHHS HACTYIUICHHS
(a3l TOpMOXKEHHS Tociie (PU3MUECKOM Harpy3ku, BO3BPAICHUIO OCHOBHBIX IOKa3areliel Ku-
6epcropTCMEHOB 10 MPEACTapTOBBIX 3HAYECHHH.

JIUTEPATYPA

1. bBe3bokoBa, .M. Bausnue ¢pusnueckoil KyasTypbl Ha TApMOHIHYHOE Pa3BUTHE 3aHUMAIOIINX-
cs maxmaramu / MI.M. Bbe3bokoBa, A.B. Kapmenkxo, T.H. Copokuna // IX Bcepoccuiickas HaydHO-
npakTuaeckas koHpepeHnus Monoapix yueHsx “POCCUS MOJIOAAS” : cOopHHUK MaTephalioB KOH}e-
penuuu. — Mocksa, 2017. — C. 1-2.

2. Jlebenera, B.A. KommbroTepHblil criopT kak onuH u3 BumoB cropra / B.A. JleGenesa, E.H.
Ckapxunckas // VI MexxayHapoHas HaydHas KOH(EPEHIHs CTYJCHTOB M MOJIOJBIX YUYEHBIX “‘yHUBEPCH-
TETCKHIA CIIOPT: 37I0POBbE U MPOIBETAHUE HAIIMK ™ : COOPHUK MaTepuasioB kKoHdepeHimu. — Mocksa, 2016.
—C. 107-109.

3. Mamnbies, A.M. BausHue ¢usudeckux Harpy3ok Ha opraHusMm uenoBeka / A.M. Maibles,
E.B. EropsrueBa, U.B. Uepnsimesa // YenoBek, obmiecTBo U Kynsrypa B XXI Beke : ¢0. Hayd. TpyIOB. —
Benropon, 2017. — C. 134-137.

4. Muxaiinosa, A.M. IllaxmaTsl Kak TIOJHONPABHEIA BHJ] CIIOPTa: COBPEMEHHas! Ipo0iieMaTHKa U
MeTomoornueckue acnekts! / A.M. Muxaiinosa, A.C. MaxoB // Ydensle 3anucku yHuBepcurera uM. [1.0.
Jlecradra. —2015. — Ne 6 (124). — C. 132-140.

5. OcoOCHHOCTH MPOSIBICHUST CKOPOCTHOM BBIHOCIIMBOCTH Y FoHOMICH 15—17 net B Oere Ha 800 M
/ M.X. Xaynmes, M.M. Kupxunos, A.M. Arabues [u ap.] // CoBpemeHHbIe MpobIeMbl HAyKu U 00pa3o-
Banmsi. — 2016. — Ne 2. — URL : https://science-education.ru/ru/article/view?id=24434 (nata oOpauieHus:
01.01.2020).

REFERENCES

1. Bezbokova, .M., Karpenko, A.V. and Sorokina, T.N. (2017), “Influence of physical culture
on the harmonious development of chess players”, Proceedings of the IX All-Russian Scientific and Prac-

251



Yuenuvie 3anucku ynueepcumema umenu Il1. @. Jleccagpma. — 2020. — Ne 3 (181).

tical Conference of Young Scientists "RUSSIA YOUNG, Moscow, pp. 1-2

2. Lebedev, V.A. and Skarzynskaya, E.N. (2016), “Computer sports as one of the sports”, Pro-
ceedings of the VI international scientific conference of students and young scientists “University sports:
the health and prosperity of the nation”, Moscow, pp. 107-109.

3. Maltsev, A.M., Egorycheva, E.V. and Chernyshev, I.V. (2017), “Influence of physical exertion
on the human body”, Proceedings of the “Man, society and culture in the 21st century” conference, Bel-
gorod, pp. 134-137.

4. Mikhailov, A.M. and Makhov, A.S., (2015) “Chess as a full-fledged sport: contemporary is-
sues and methodological aspects”, Uchenye zapiski universiteta imeni PF. Lesgafta, No. 6 (124), pp. 132-
140.

5. Housew, M.H., Karginov, M.M., Atabaev, A.M., Cahow, S.Z., Soblirov A.M. and Perichi, T.
A. (2016), “Peculiarities of speed endurance of young men of 15-17 years in the women's 800 m”, Modern
problems of science and education, available at: Academy Of Natural Sciences, https://science-
education.ru/ru/article/view?id=24434.

KonTakTHast nngpopmanus: enet@list.ru

Cmamus nocmynuaa 6 peoaxyuro 04.03.2020
YK 378.147

MPOBJIEMbI 1 BO3MOKHOCTHU TIPUMEHEHHUSA TEXHOJIOT Ui
JTOMOJHEHHOM U BUPTYAJIbHOM PEAJIBHOCTH B ITPENIOJIABAHUA
HNHOCTPAHHOI O S3BIKA
Bnaoumup Buxmoposuu Komenko, cmapuwiuii npenoodasamens, Qunancogulil yHugepcumen
npu Ilpasumenvcmee P®, denapmamenm 5361Kk0801 noocomosku, Mocksa

AHHOTANMSA

Texnomnoruu BuptyansHoit (VR) u momonneHHoi#t (AR) pealbHOCTH Ha JaHHBI MOMEHT SIBJISIFOTCS
HMHHOBAIIMOHHBIM TOXOJIOM B MPENOAABAHUY PA3IUYHbIX JUCIHUILUINH, B TOM YHUCIIE HHOCTPAHHBIX S3bIKOB.
B oreuecTBeHHOH menaroruke pa3paboTka METOJOJIOTMU HCIOJIB30BAHUS 3THX TEXHOJIOTHIH OCTaeTcs Ha
HavYaJdbHOM JTame, HO BCIEACTBHE BHICOKOTO IMOTEHNHMANa MPEACTABISACTCS HEOOXOAUMBIM HCCIIEIOBATh
kimoueBble acrieKTel AR 1 VR B s13p1k0BOM 00pazoBanuu. Llens mccnenoBanus — BEISIBUTD KIIFOUEBBIE TTPO-
0eMBI ¥ epcHeKTUBHI Hcnonb3oBanust AR B VR B npenogaBaHuy HHOCTPaHHBIX SI3BIKOB B PaMKax IIpoO-
rpaMM BBICIIETO 0Opa3oBaHMA. MeToauka W OpraHu3anysl HcclieqoBaHUs. [IpoBOIMTCS aHANM3 JIyUIINX
MIPAKTHK NPUMEHEHUs YKa3aHHBIX TEXHOJOIMH B 3apyOexHbIX yueOHbIX 3aBeneHusx (CILA, BenukoOpu-
TaHus1, OpaHIus), a TAKKe ONMPEACIISIOTCS KIIFOYEBble 0apbephl, KOTOPBIE MPEMSTCTBYIOT MpUMEHEeHHI0 AR
u VR B poccuiickoii cucteme o0yuenus. BeiBonsl — Texnonoruu AR u VR obnagaror 6onbIiMM noTeHIH-
aJIOM HPH MPENOoaBaHNN WHOCTPAHHBIX SI3BIKOB, O Y€M CBHUAETEIBCTBYET YCIIEIIHbBIH ONBIT HHOCTPAHHBIX
y4eOHBIX 3aBEICHHM.

KnioueBble cj10Ba: BUPTyanbHas PEanbHOCTb, JOMONHEHHAs PEaTbHOCTH, MPETOABaHUE HHO-
crpaHHbIX 1361K0B, IKT B 00pa3oBanum, s36IK0BOE 00pa3oBaHHE.
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CHALLENGES AND OPPORTUNITIES OF APPLICATION OF AUGMENTED AND
VIRTUAL REALITY TECHNOLOGIES IN TEACHING THE FOREIGN LANGUAGE
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Abstract

Introduction of Virtual (VR) and augmented (AR) reality technologies are currently the innovative
approach in teaching to various disciplines, including the foreign languages. In domestic pedagogy, the
development of the methodology for using these technologies remains at the initial stage, but due to its
high potential, it seems necessary to study the key aspects of AR and VR in language education. The pur-
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