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Texnosorusi cO31aHNsI TPOTOTUITHBIX MOJIE 1€l OOIIEHNsT HA OCHOBE TI0/IX0/1a, HA3BIBAEMOTO
«Wizard of Ozy», mupoko mpuMeHsIeTcst B HCCAEI0BAHUSIX HA TEMY YeI0BEKO-MAIMMHHOTO B3a-
MMO/IeHICTBUS, B YACTHOCTH, KACAeMO TEOPHH JUHIBHCTHYECKOrO BhipaBHUBaHUs (linguistic
alignment), u siBJIsieTcsl HEOIIEHUMO# pu cGope JAHHBIX 00 UCHOJIB30BAHUU S3BIKA U MOJIE-
JIMPOBAHUN NPUIOKEHUH /71T 00pabOTKH eCTeCTBEHHOTO s3bika. < ?xml:namespace prefix =
o ns = "urn:schemas-microsoft-com:office:office" />

Wnest IMHIBACTUYECKOTO BHIPABHUBAHKS B JUAJIOraX BBI3BIBACT OIPOMHBIN HHTEpec pas-
PabOTUYNKOB CHCTEM YeJ0BEKO-MAIIHHHOTO B3aUMOIEHCTBHS, a TaKKe IIPU CO3JaHUU KOTHH-
TUBHBIX Mojesieii o6paborkn si3pika |1, 2, 3, 13|. HenaBuue nabionenust mMoKa3plBAIOT, 9TO
JINAJIOTOBbIE ACTIEKTHI SI3bIKA JOJZKHBI B OCOOEHHOCTH YINTHIBATHCSA UCCIEOBATEIIME 1 Pa3-
paboTanKaMu, NMEIOIIUMHE €10 ¢ 00pabOTKON S3bIKA M WHTEPAKTHBHBIMHU cHCTeMaMu [4, 6,
7].

[Mesibro wcceoBaHUS SIBASIETCA U3y UYeHHe MPOOIeMbl THHTBUCTUIECKOTO BHIDABHUBAHUS
B U€JI0BEKO-MAITMHHOM B3aUMO/IEHCTBUH TIOCPEICTBOM €TI0 MOJIeTHPOBAHUS I€Pe3 CePUI0 IKC-
nepuMeHToB ¢ npumenenuem texaunku «Wizard of Oz» [2, 4, 6, 10, 12|. B nokaazae 6yayT
HpeJICTaBJICHBl KOHIENTYAJIbHBIE W MPOIEJIYPHBIE ACIIEKThl METOJOJOIHU, a TaKKe JeTalb-
HBIIl aHAIN3 U Pe3yIbTaThl SKCIEPUMEHTA.

Jlannoe ucc/ieloBaHue IpeJICTaBIsgeT co0O HOBOE HAIIPaBIeHUE U MOXKET OBITH HUCIIOJb-
30BaHO JIjIsT OOOCHOBAHUs U PA3BUTUA HOBOH Mapaj urMbl 0OpabOTKH €CTeCTBEHHOIO S3bIKA,
OCHOBAHHON HA IUAJOTOBOM, MHTEPAKTUBHOM IIOJIXOJE, B3aMeH CYIIECTBYIOIINM, OCHOBAH-
HBIM Ha MOHOJIOTe cucTeMam [8].
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