MIHICTEPCTBO OCBITHU I HAYKH YKPAITHHA

XAPKIBCbKMH HANIOHAJIBHUHM NEJATOT'TYHUM YHIBEPCUTET
imeni I'.C. CKOBOPOJIU

YKpaiHCbKMH MOBHO-JIiTePATYypHUH (PaKyJIbTeT
iMmeni I'.®. KBitTkn-OcHOB’siHEHKA

Kadeapa 3apy0ixHoi JiTepaTtypH Ta CJIOB’AHCHKHX MOB
iMmeni mpogecopa Muxaitia I'ermanus

AKTYAJIBHI NPOBJEMU
DIJTOJIOI'TYHUX HAYK

MATEPIAJIA
CTYJEHTCBbKOI HAYKOBOI KOH®EPEHIIII,
MPUCBSYEHOI 245-PIYY10 3 IHSI HAPO/UKEHHSI /
I'PUTOPISI ®EJOPOBUYA KBITKU-OCHOB’STHEHKA Nl

(22 mucronmama 2023 poky) /




IIpacosa Ipuna

[TOHSTTS! «TPAaHUYHICTHY» Y TYMAHITAPHOMY TOJI 3HAHD ...evvveennnnns. .. 31
Pyonuyvrxa Anna

CunTakcuuH1 QyHKIIi1 iHQiHITUBA: CydyacH] TEHEHIII1

TX POBMEIKYBAHHS . .« ettt eeeeeeeeeeeeeeeeeeeeeaaanaaannnnns 34

Camoxa Anna
[MTopiBHsITLHUH aHAaJ3 3MiCTYy IOHATH Justice i CripaBeIMBICTh

Y QHTJTIHACHKIA 1 YKPATHCHKII MOBAX .. .vvveenitteeeennneeeenneeennaeeennns. 36
Cuieyposa Ipuna

Moga — nyma Hapoay (KOHUENTYyallbH1 3acagu (ppa3eoaorivHOro

(o (0):33 1715 ) I TS 39

Conomonenxo ap’sa
[ToHATTA cleHry y cy4acHIM yKpPaiHChKIA COLIOMIHTBICTHI. .............. 41

Dedina Anvona
The impact of using games at English lessons on students’ motivation
and interest in vocabulary learning ... 44

AKTyaJIbHI NMPO0JIEeMH CYYACHOIO JIITEPATYPO3HABCTBA M METOAMKU
BHBYCHHS JIiTEPATypH

Boponaesa Oxcana
Crnenndika BUKIaTaHHSI «XUMEPHOI» MPO3H B 3aKJIaJlax CEPeAHBOT
ocBiTH (Ha mpukiaai nosicti B. Ipo3aa «p1it») .......ooovvviinnnn..a... 46

T'anywxina Mapis
O6pa3 ronoBHOI repoini komenli Apuctodana «Jlicictpatay............. 48

I tywenko Mapk
Poman I'epOepra Bemica «MaiiHa 9acy» siK coliaibHa aHTHYTOIIA ...51

Jlanuniwuuna AnHa
Ocob6nuBocti komenii bomapiiie «CeBiIbChbKUN TUPYIBHUKY:
INS201 (0] £0704 01611 (<) 4 S 54



6. Crenanenko O., 3aemns B., Cremuyk FO. CyyacHuit MOJOIDKHUN
CIEHT  YKpaiHChKOi  MoJodl. Axkmyanvui  npoboremu  ¢pinonocii
ma nepexnadosnascmea. XMenbHUIbKUM, 2022. No 24. C. 45-49.

YK 811.111
A.O. Dedina
Xapxie, XHI1Y imeni I'.C. Ckosopoou
Hayx. xep.: k. neo .n., ooy. A.B. Byoko

THE IMPACT OF USING GAMES AT ENGLISH LESSONS
ON STUDENTS’ MOTIVATION AND INTEREST
IN VOCABULARY LEARNING

The use of games in English language teaching has come to light as a
potential tactic to boost students’ motivation and interest in learning
vocabulary.

Recent studies have examined the relationship between students’
motivation and their inclination to acquire vocabulary, particularly in the
context of English language teaching. Smith (2019) highlighted the ability
of digital games to boost motivation and raise student engagement in a
research study that focused on the integration of games into language
learning. According to Andrea Bennett (2011), games are important in
fostering in-depth learning experiences. According to Fromme (2003),
McFarlane and Sakellariou (2002), playing games in the classroom has its
advantages. In addition to lowering anxiety, games are strong motivators.

The use of game-based activities into English language classes
promotes enjoyment, develops teamwork and competition, and offers
quick feedback, all of which help to increase motivation and interest in
learning new vocabulary.

Multimedia tools assist in bringing the learning process to life in a
way that students find interesting and unforgettable through original forms
of self-expression and fresh experiences in the foreign language. There are
some online games for vocabulary learning that can be used in the
classroom: VVocabulary.com (offers a wide range of vocabulary games and
quizzes that adapt to the individual learning level of each student); Quizlet
(offers flashcards, quizzes, and games which can be created at each topic);
Word Wall (allows to create and share word games, word walls, and
quizzes); Duolingo (offers a vocabulary section that can be used to
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enhance English vocabulary); BBC Learning English (provides various
vocabulary and word-based games designed for English learners);
Vocabulary Spelling City (offers interactive games and activities to help
students improve their vocabulary and spelling skills); Kahoot! (allows to
create engaging vocabulary quizzes and games to test and reinforce
students' word knowledge); Crossword Puzzles (online crossword puzzle
generators can be used to create customized puzzles with English
vocabulary words); Word Search (can be a fun and effective way to
reinforce vocabulary).

The use of interactive games to language training has significantly
increased the students’ intrinsic motivation. Additionally, students who
play games show higher levels of enthusiasm and interest throughout
language lessons. Students that are exposed to games demonstrate gains in
their language ability, suggesting that games can promote language
learning. Interactive and immersive game elements boost engagement and
make learning enjoyable and efficient for everyone.

By introducing games into their teaching strategies, educators can
create dynamic learning environments that promote intrinsic motivation
and support more efficient language learning experiences. While this
approach doesn't replace traditional training, it provides a valuable
supplement that can substantially enhance language learning results.

Jliteparypa

1.Kozak A.M. BukopuctanHs Tpu Ha ypoKax 1HO3€MHOI MOBH.
Aneniticoka mosa ma aimepamypa. 2011. Ne 14(312). C. 4-6.

2.1Tononceka T.K. IrpoBa misnmbHICTE SK  3acid  ¢dopmyBaHHSA
KJIFOYOBUX KOMIIETEHTHOCTEH 3700yBayiB OCBITM Ha ypOKax 1HO3EMHOI
MoBH // IIpobnemu cydacHoro migpy4yHuka: 30. HayK. mpailb / [TOJIOB. pej.
O.M. Tomry3o0B]. Kuis: Ilenaroriuna gymka, 2018. Burm. 21. 440 c.

3.Rankin, Y.A. User Centered Game Design: Evaluating Massive
Multiplayer Online Role-Playing Games for Second Language Acquisition
[E-resource]. URL: http://dx.doi.org/10.1145/1401843.1401851 (accessed
26.03.2023)

4. Talak-Kiryk, A. Using Games In A Foreign Language Classroom.
MA TESOL Collection, 484, 2010.

45


http://dx.doi.org/10.1145/1401843.1401851

