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Abstract  
The modern educational process is now moving into the digital space, as information technology and 
the Internet improve its efficiency and make it more diverse, interesting, and accessible. Among the 
latest technologies for teaching foreign language to preschool and primary school children, digital 
educational resources occupy an important place. 

Games, as you know, are the most effective form of teaching preschoolers at an early stage of 
mastering a foreign language. They help turn the learning process into an exciting experience and are 
a powerful incentive to learn a foreign language. The gaming component in digital educational 
resources for children is designed to promote the development of creative thinking, increase interest in 
language learning, and enhance cognitive activity. Games also contribute to the development of 
qualities such as independence and initiative. 

The digital space allows for the creation of games in a multimodal format, which involves several 
modes of translation of meanings: text, audio and visual. Games that integrate text, images, motion 
and sound are only possible in the digital environment.  

As an example, the creators of the online school of Russian language for children ages 3-5, "Living 
Fairy Tales", show that multimodal games are a good way to enhance vocabulary, grammar and 
listening and speaking skills, contributing to the formation and development of students’ 
communicative competence. 

Games contribute to the implementation of important methodological tasks, such as creating 
psychological comfort in the process of learning a foreign language, providing a natural opportunity for 
multiple repetitions of the language material, and aiding students in choosing the right speech model, 
which contributes to the development of spontaneous situational speech in general. 
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preschool children. 

1 INTRODUCTION 
In today's digital world, it is already quite difficult to imagine an educational process that does not use 
the Internet, a computer and all sorts of gadgets. 

 The integration of digital technologies in the process of teaching Russian as a foreign language to 
children of preschool and primary school age meets the demands of modern education and increases 
the efficiency of teaching.  With the help of a variety of digital educational resources containing game 
elements, students can increase their interest, motivation and degree of involvement in the learning 
process, as well as consolidate knowledge gained in the traditional way. 

 Currently, a huge number of digital educational resources are being created that allow us to diversify 
the learning process and to make it more understandable, intuitive and accessible, as they can be 
used almost anywhere and at any time.  Digital educational resources in a broad sense are “digitized 
photographs, video clips, static and dynamic models, virtual reality and interactive modeling objects, 
cartographic materials, sound recordings, symbolic objects and business graphics, text documents 
and other educational materials required  for the organization of the educational process "[1]. 

 Of course, digital educational resources cannot replace traditional education; however, they can be 
actively used at any stage of education as an aid to learning or evaluation. 

 At the moment, digital educational resources occupy a worthy place in the process of teaching 
Russian as a foreign language to preschool and primary school children, thanks to multimodal, 
multipurpose and multi-format tasks. 
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2 METHODOLOGY 
This article discusses various multimodal interactive games as a necessary component of digital 
educational resources for children. Built on the basis of multimodal games, the online school “Living 
Tales” [https://skazki.pushkininstitute.ru/] teaches Russian as a foreign language to non-native 
preschool and primary school children.  

To summarize the results of the analysis of this online resource in terms of the effectiveness of using 
multimodal interactive games in the process of learning a foreign language, the induction method was 
used, as well as the comparative method of research. 

3 RESULTS 
In preschool and primary school age, the goal of learning a foreign language is to master the language 
as a means of communication. The main priority is that children learn to understand and react to the 
foreign language. At this age, the foundations of pronunciation are laid. Children memorize and learn 
to recognize words and phrases. 

It is most effective to structure the teaching of children in a foreign language around games, fairy tales 
or songs, since it is difficult for children to sit in one place and focus on any one task. In this regard, 
digital educational resources intended for children must necessarily contain game elements. The 
game not only allows children to learn new words, phrases, speech patterns and grammatical 
structures in a an engaging form, helping them consolidate the material, but also encourages cognitive 
activity, contributes to the development of figurative thinking and increases interest in learning the 
language. A variety of game situations contribute to helping the child freely build statements in a 
foreign language without involving his own native language. Digital games allow children to learn a 
foreign language on their own, while parents or teachers can play the role of a tutor who only directs, 
instructs, helps, and corrects the learning process. 

It should be noted that only in the digital environment can one use so-called multimodal text, which 
involves several modalities of translation simultaneously: text, audio and visual. It is this synthesis of 
text, image, movement and sound that makes digital educational resources attractive for children, 
helps them to master language material faster and more easily and cultivates a sustained interest in 
the learning process. Multimodal text, or text-image, is defined as a type of text characteristic of 
multimedia technologies [2]. 

Thus, games that integrate text, image, motion and sound are only possible in a digital environment. 

Digital educational resources allow for the accomplishment of many tasks using the format of a game; 
for example, the formation and development of phonetic skills; the formation and replenishment of 
lexical stock; the development of listening skills; and the development of speaking and reading skills.  

In the online school for preschoolers "Living Tales" the process of learning Russian as a foreign or 
second language is based on multimodal games. Using material from unique tales written to suit the 
age and psychological characteristics of students, 2 levels of study (one for 3- to 4-year-olds and one 
for 4- to 5-year-olds) have been developed, each including 8 modules. Each lesson contains game 
tasks aimed at the development of communicative and sociocultural skills and abilities. Particular 
attention is paid to the development of speech and auditory skills, which are necessary early in the 
acquisition of a foreign language. 

Multimodal content allows for the inclusion of interactive games that are undoubtedly attractive to 
children. Sound, animation, colorful pictures and interactive characters fascinate children and can hold 
their attention for long periods. 

The incorporation of games begins on the main page of this online school. The child is asked to select 
his age (3-4 years or 4-5 years) by himself or with the help of an adult. After the child has chosen his 
age, he proceeds to a screen showing a map of Russia, on which checkboxes with module numbers 
are displayed, as well as images of animals and trees. All this immediately attracts the child's 
attention. 

Each of the 8 modules is dedicated to a specific topic and is structured according to a specific 
scheme. The modules contain three lessons each, the tasks of which are aimed at developing the 
student’s communicative skills. The game tasks of the first lesson are aimed at studying and 
consolidating the lexical and grammatical material necessary to listen to or read a fairy tale. The 
second lesson entails listening to or reading (optional) a short version of a fairy tale and performing 
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post-text tasks. The third lesson involves listening to or reading the full version of the fairy tale with the 
subsequent execution of tasks of various kinds (riddles, puzzles, ordering events, finding a match, 
etc.). 

So, all the exercises in the online school "Living Tales" contribute to the formation of skills and abilities 
necessary for using the language as a means of communication. 

One undoubtedly attractive game element are fairy characters that accompany the learning process. 
In particular, the brownie serves as an assistant in the game. He asks questions, offers puzzles, and 
evaluates learners. There is also the Serpent Gorynych, who plays the role of an adult and praises the 
child for correctly completed tasks. A good incentive motivating the child to pass every lesson is the 
promise of winning crystals, which he can spend in the store to buy clothes for the brownie. The site's 
menu includes the page "Outfits for a Brownie", where users can select articles of clothing (hats, 
shirts, pants, shoes) to create the following costumes: builder, knight, cosmonaut, fireman, cook, 
pirate, artist, doctor. In the subsequent modules, the brownie will appear already wearing these new 
clothes. This game of "Dressing Up" is of interest to the child, and in the lesson, he seeks to collect as 
many crystals as possible. It is worth noting that the child cannot proceed to the next lesson until he 
has completed all the tasks of the previous one. 

In the online school "Living Tales", there are different types of interactive games aimed at the 
formation of lexical stock, the assimilation of speech patterns and grammatical structures and the 
development of skills for listening, reading and speaking. All tasks in the online school "Living Tales" 
contribute to the formation and development of listening skills, as questions and correct answers are 
pronounced aloud. 

Consider some of these games: 

The game "Choice" (which provides no more than 6 pictures to choose from) is aimed not only at 
vocabulary memorization, but also at the development of auditory skills. Before starting the 
assignment, an adult can name the items in the pictures himself in Russian, asking the child to repeat 
the words. During the game, one of the main characters asks a question, and the child chooses the 
answer in the form of a picture and clicks on it.  

For example, in the "My City" module, 6 cards appear on the screen (bus, tram, plane, trolleybus, car, 
train). The child must choose the correct picture after each question: Where is the bus? Where is the 
car? Where is the trolleybus? Where is the plane? Where is the train? Where is the tram?  

In the module "My Day," the child must choose a picture that matches the description of what the main 
character does: "Misha eats breakfast", "Misha works and plays in kindergarten", "Misha goes to bed", 
"Misha gets up", "Misha draws", "Misha washes himself." When the correct answer is selected, the 
outline of the picture lights up in green, and when the wrong one is selected it lights up in red. After the 
task is completed correctly, the Serpent Gorynych appears, praises the student and gives him green 
crystals that fall into the piggy bank. 

There are also various interactive games in which a child has to drag objects from one place to 
another using a computer mouse in accordance with some task; for example, the game "Helper" in the 
module "My Clothes". The main character, Misha, appears on the screen. He explains the task: "Mom 
asked me to put clean things in the closet. Help me put things on the shelves. Put clothes on the 
upper shelf, headgear on the middle shelf, shoes on the lower shelf. Listen to the name and repeat." 
The screen shows a wardrobe and different articles of clothing. The child must drag the items to their 
correct positions using the mouse. At the same time, when he clicks on an item, the child hears its 
name, which he must repeat. Thus, by playing the game, he learns new words and gets a sense of the 
notation of colors in Russian. For example: red dress, white sneakers, blue jacket.  

The same module contains the game " Pack a Suitcase in Altai", in which Misha names objects and 
the child must find them and drag them into the suitcase with the mouse. This tests the learner's 
understanding and memorization of words and phrases. 

In the game "YES NO", the child first listens to and / or reads a dialogue between the heroes of the 
tale. Next, the brownie asks questions about the content. Large signs appear on the screen: a green 
check mark (YES) and a red cross (NO). After listening to each question, the child responds either 
positively or negatively by clicking on the picture of the correct answer. 

 For example, in the module "My Day", in response to the question "Does Misha wash his face in the 
morning?" the child must choose the answer YES; "Does Misha have lunch in the afternoon?" (YES); 
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"Does Misha walk in the evening?" (NO). At the same time, when the child chooses an answer, a 
goblin appears who either approves the answer or not. 

In the game "Guess the Riddle", one of the main characters presents a puzzle. Picture responses are 
offered in a multiple choice form. The child in the picture should find the item that was designed to 
click on it. 

The “Remember” game task is designed to promote cognitive activity and develop memory. In this 
game, the child must arrange in order images depicting the events of a fairy tale. 

Other game tasks capture the child's attention and can be used to teach speaking. Here the role of an 
adult mentor who can ask questions during the game is important. Tasks of this type include 
"Coloring" (the child is invited to take a virtual brush and decorate a New Year's card on the screen) or 
the collection "On the Lake". 

The fairy tales on the basis of which interactive tasks are created are also themselves presented in a 
game form. The child, by himself or with the help of an adult, can choose the option of voice acting in 
a male or female voice. A fairy tale can also be read. The tale is divided into 5 parts, each of which is 
illustrated. The screen is a book whose pages turn over when you click the Next button. This 
interactive presentation of the fairy tale is very popular with children. 

Grammar structures are worked out in the process of answering questions after dialogues. Questions 
addressed to the child encourage speech activity, and the correct answers, voiced by the magic 
character, help to consolidate the new lexical and grammatical material. 

4 CONCLUSIONS 
Thus, digital educational resources designed for children should contain game tasks. It is desirable 
that they be interactive in character. Multimodal content captures the child’s attention and allows him 
to participate actively in the game, rather than being a passive observer. 

Digital multimodal games are a good means of enhancing vocabulary, grammar and listening and 
speaking skills, which contribute to the formation and development of students' communicative 
competence. Games can be successfully used in the practice of teaching a foreign language to 
children of preschool and primary school age. 
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