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JlarHoe ncceloBaHne aHAJIU3UPYET UTPhI 2KAHPA «TEKCTOBDIN KBECT» MJIM «TEKCTOBOE ITPU-
KJIIOYEHUEe» KaK CPeJICTBO OOyYeHUsI U BBIABJsAET Hanbosee 3(pHeKTUBHBIE CIIOCOOBI CO3aHUA
TEKCTOBOIO KBeCTa JIJId U3y9eHNs aHIJIOSI3bITHON JTUTEPATYPhl B BBICIIEH IITKOJIE.

B pabore paccMOTpeHbl 0COOEHHOCTH YKaHpa KOMIIBIOTEPHO# HMIPBI «TEKCTOBBLIA KBECT» U
[poaHa/IM3upoBana 3HPEKTUBHOCTE €0 UCIOJIb30BAHNS B KAUeCTBe yIeOHOTO MaTepuasia Jiis
N3y4YeHNs aHTJIOA3BIYHON JIUTEepaTyPHhI.

PaccmarpuBaercs crienuduka n3ydeHns: aHTJIOA3BITHON JIUTEPATYPHI IIPU PAbOTEe ¢ TEKCTO-
BBIMU KBECTaMHU, BBISBJISIOTCA IIPEUMYIIECTBA TEKCTOBBIX KBECTOB B KadecTBe yUeOHOIO MaTe-
puaJia, IpUBOAATCA CTaIUN IIOJI'OTOBKHA 3aﬂaHHﬁ C HUCIIOJIb3OBaHUEM HI'D HO,Z[O6HOFO 2KaHpa.

OcHoBHOe BHHMaHIE B paboTe c(HOKYCHPOBAHO Ha CIOCODAX CAMOCTOSITEIHLHOTO CO3IAHMS
TEKCTOBBIX KBECTOB JIJIA HpeHOrH‘aBaTeﬂeI‘/JI MHOCTPAaHHBIX A3BIKOB B BBICIIIEN IITKOJIE U MeTOINKaX
UX UCIOJIB30BAHUSA B yIeOHOM IIporiecce. PaccMOTpeHbl pa3/inaHble MPOrPpaMMBbl JIJIA CO3IaHUA
TEKCTOBBIX KBECTOB, IPOAHAJIM3UPOBAHBI UX BO3MOXKHOCTH, & TAKXKe UX IPEUMYIIECTBA U HEJIO-
CTaTKN C TOYKH 3PCHUA PA3/IMIHBIX aCIIEKTOB, TAaKUX KaK IIPOCTOTa HCIIOJIb30BaHUA, (byHK]_LI/IO-
HaJIbHOCTHb WU JOCTYIIHOCTD.

AHa M3 MEeTOIUIECKOTO acIleKTa HayIHONH pabOThl MPOM3BOINTCS HA OCHOBE OPUTMHAJIBHOMN
UI'PHI B JKaHPe «TEeKCTOBBIN KBecT» 1o npoussegaernio Ararsl Kpuctu «And Then There Were
Nones».

Tax>ke B pabore MOAPOOHO OIMHUCAH IIPOIECC CO3JIAHUS UTPHI U IPOAHAIN3UPOBAH €€ JIHIaK-
TUYEeCKUt IIOTEeHIIAJI. B uccjeJoBannun TakKzkKe IIpuBOAUTCA HaFHH,ZLHbHU/I IIpuMep UCIIOJIb30BaHUA
UTPBI JIJIs1 00yYeHUs aHTJIOA3BIYHON JUTepaTrype B BUJIE TIJIAHOB 3aHATHI.

PesynbraTh! gannoro uccieoBanust MOTYT OBITH UCIIOJIL30BAHBI ITPEOIABATEIAMU JJIs [TOJI-
Oopa roTOBBIX UI'D B )KAHPE «TEKCTOBOE IPUKJIIOUYEHUE» U CO3/IaHUs COOCTBEHHBIX, a TAKKe JIJIs
JaJIbHETeil paboThl ¢ TEKCTOBLIMU KBECTAMH B Ka9ecTBe yUeOHOIO MaTepualia.
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