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Аннотация

В статье рассматривается интерактивный подход как методологическая основа обучения иностранному языку, даётся анализ интерактивному взаимодействию на иностранном языке, с целью лучшего усвоения аудиторного материала.
Abstract
The article describes the interactive approach as a methodological basis for teaching a foreign language, provides an analysis of interactive interaction in a foreign language, with the aim of better assimilating the classroom material.

An interactive approach to learning a foreign language implies the active interaction of all participants in the learning process, under which a reciprocally enriching exchange of authentic personally significant information in a foreign language and the acquisition of interpersonal skills. Moreover, it is important not only and not so much to learn to exchange information in a foreign language, but also to master the skills of the communication process itself (the ability to listen and hear the communication partner, the ability to logically and reasonably formulate your thoughts either verbally or in writing, communicate with different types of people etc. ).
Among the main methodological principles of an interactive approach to teaching foreign languages ​​are the following:

- mutual  communication in a foreign language with the aim of making and producing authentic information, equally interesting for all participants, in a situation that is important for everyone;

- joint activities characterized by the relationship of three objects: the producer of information, the recipient of information and the situational context;

- changing the traditional role of the teacher in the learning process, the transition to a democratic style of communication;

- the reflectivity of teaching, conscious and critical comprehension of the action, its motives, quality and results both from the teacher and students.

At the same time, the effectiveness of the learning process depends on the implementation of the following principles:

- an integrated approach to the learning process on a communicative basis;

- interactivity;

- differentiated approach;

- accounting for individual characteristics;

- Variability of the operating mode;

- problems (both in the organization of teaching materials, and the learning process itself).

Pedagogical activity within the framework of interactive learning acquires the character of a specific individual (author's) activity of the teacher in designing the student's learning activity and its practical implementation in a specific subject area with an orientation toward organizing the spontaneous interaction of students, becoming the object of instruction through group discussion, , Reflexive analysis and evaluation of results; Using active teaching methods: group discussions, playing roles and actions, simulations and simulation games, role-playing and business games, case studies, exercises for groups with a small number of participants, self-regulation exercises, project work, training, modeling and other.

The use of interactive methods in foreign language lessons is primarily aimed at developing the communicative competence of students. To do this, individual, pair and group work is organized in the lessons, projects, role plays are used, creative work is used.

Interactive learning is based on an interactive approach that involves the interaction of all students, including the educator. Interactive learning is a special form of organizing cognitive activity. She has in mind very specific and predictable goals. One of these goals is to create comfortable learning environments, such that the student feels successful, has an intellectual worthiness, which makes the learning process productive.

The essence of interactive learning is that the learning process is organized in such a way that virtually all students are involved in the process of cognition, they have the opportunity to understand and reflect on what they know and think. Cooperative activity of students in the process of cognition, mastering of educational material means that each contributes its own individual contribution, there is an exchange of knowledge, ideas, ways of activity. Moreover, this happens in an atmosphere of benevolence and mutual support, which allows not only to receive new knowledge, but also develops cognitive activity itself, translates it into higher forms of cooperation. 

The interactional perspective “sees language as a vehicle for the realization of interpersonal relations and for the performance of social transactions between individuals” [1, 17]. Simulations offer the learner the opportunity for the development of their language in a given social context. Research has suggested that simulations can facilitate second language acquisition; learners acquire language when they are exposed to comprehensible input, and they are actively involved and have positive affect [2].

“It is useful to view multimedia design from the perspective of the input it can provide to learners, the output it allows them to produce, the interactions they are able to engage in, and the L2 tasks it supports” [3]. Animated agents  also  used in pedagogical reseach in which such pedagogical agents are defined as “lifelike characters that facilitate the learning process” [4]. Animated pedagogical agents have been used to “increase the computer’s ability to engage and motivate students” [5].

Interactive game - one of the most productive pedagogical technologies, creating optimal conditions for development, self-realization of the participants in the educational process.

The aim of the interactive game is to change and improve the behavior patterns, the activities of subjects of pedagogical interaction and the conscious assimilation of these models.

Game technology as a whole education covers a certain part of the educational process, united by a common content, plot, character. In this game plot develops parallel to the main content of training, helps to activate the learning process, master a number of educational elements. Interaction during the game supports the process of socialization and personal development, and also allows you to test the development and integration of existing skills and abilities. Who actively acts in the group, he also learns more intensively and with greater motivation, unlike those who concentrate only on the leading game. Thanks to children's interactive games, children are much quicker to establish contacts with each other, and actions involving tracking, hunting and helping to participate actively in the game. In addition, the game helps to accelerate the pace of reaction and at the same time gives the opportunity to express their negative and positive emotions.
Interactive games can relate to various topics, for example, learning your own body, mutual contacts and feelings, family or friends, school or home, gifts or letters, illustrating your mood, joy, sadness or maturity; Seasons, flowers or tastes. This is also the setting of genre scenes and improvisations on some topic.
The place and role of gaming technology in the learning process, the combination of the elements of the game and the teaching, largely depend on the teacher's understanding of the functions and classification of pedagogical games. Most games have 4 main features:

1. Free development activity, undertaken at the request of the child. 

2. Creative, improvisational, very active nature of this activity.

3. Emotional elation of activity, rivalry.

4. Presence of direct and indirect rules.
The lesson-game realizes the cognitive, educational and corrective tasks of instruction. In the learning process, the most suitable methods are those that are the most realistic, for example, business games. A business game is a form of people's activity that imitates one or another practical situation, one of the means of activating the educational process in the education system.

The game technology includes possible game modeling - the creation of mock-ups replacing objects of the real situation, as well as manipulating them to replace real experimentation with artificially constructed behavioral patterns. The rules reflect the ratio of all the components of the game. They can be transferred to the game from the actual situation in which the game process unfolds, or they are invented.

Conducting a business game in the educational process allows to form positive attitudes of participants:

-in the interest to training classes and to those problems that are modeled and played out in the game process;
- development of large volumes of information that contribute to the creative search for solutions to production problems;

-formation of objective self-assessment of trainees;

-possibility to an adequate analysis of the real situation;

-development of innovative, analytical, psychological and economic thinking.

We use it to organize the educational process in the framework of the reading of the courses "Russian language:  grammar", "Language adaptation”.
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