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GAMIFICATION AS A METHOD OF TEACHING ENGLISH
FOR STUDENTS OF HIGHER EDUCATIONAL ESTABLISHMENTS

L. Zelenska, K. Kovinko

3anpoBa/pkeHHsT MeTony reimidikamii B 3BO moB’si3aHe 3 HU3KOK MHTaHb, SKi
3YMOBJICHI HEOOXI/IHICTIO SIKICHOT MOJepHi3alii YMHHOI CUCTeMHU BHINOI OCBiTH. OIHIEO 3
OCHOBHUX IIPUYMH BIPOBAPKCHHS I[OTO METONY € HEOOXIIHICTh IiBHINCHHS PiBHA
BOJIOZIHHS aHTJTIMCHKOK MOBOIO, MOTHBAIII{ Ta 1HTEPECYy Cy4aCHOTO CTY/AEHTa A0 HaBYaHHS
AHTJIHACHKOT MOBH. Y CTATTi MOJAHO OTJISA MIJIXOJIB 10 TIYMA4eHHS Ta PO3POOKHA METOIy
reiimidikanii 3apyObKHUMU BUYeHUMHU. JlOBEJEHO, IO MOMIMPEHHS I[LOTO METOIY B
3apyOiKHIA OCBITHIA MPAKTHII JO3BOJSE PO3B’SI3yBaTH HU3KY MNpoOJeM, IMOB’SI3aHHUX 13
MOIIMPEHHSIM €JIEMEHTIB CMAapT-OCBITH y BUINIM LIKOJI, peai3alli€lo MPUHIIHUITB TPYIHOCTI
W JIOCTYITHOCTI HAaBYaHHS, 1HAWBIIYAJILHOTO ITiIX0/y, ONITHMI3allii HABYaJILHOTO IMPOIECy, a
TaKOX MiJABUIIEHHSAM PIBHS 3alliKaBJICHOCTI MpeaIMeToM, (OPMYBaHHSIM Yy CTYJIEHTIB YMiHb
MpaloBaTH B KOMaHJIl TOLIO. AKIIEHTY€ETbCS yBara Ha BUCHOBKaX 3apyOI’KHUX YYEHHUX IO
Te, 0 MEeTOJ reiiMidikaliii € He JuIIe 11€BUM CIIOCOOOM HaOYyTTS 3HaHb, i€ i Ma€ MOTYXKHI
Bakeni /Uit GOpPMYBaHHS B CTYJEHTIB HABUUOK BHpIIIEHHS MpoOeM, opraHizaiii criBIpaii
Ta KOMYHiKauii. Y JOCHI>)KEHHI BUCBITJIICHO PI3HOBUAM METONy TeiimMidikarii (rpymosa Ta
IHIUBITya bHA (OPMH), @ TAKOXK MPEACTABICHO PEe3yJIbTaTH TEJArorivHOro eKCIepUMEHTY,
[0 MaB Ha METI BUSIBJICHHS BIUIMBY Ha3BaHOTO METOAY Ha MiJBUIICHHS PIBHS BOJOJIHHS
aHTJHChKOI0 MOBOIO cTyAeHTIB 3BO y mpoiieci HaBYaHHSI aHIIIMCHKOT MOBH Ta 3MIHY iXHBOL
MOTHBAIlIl 10 BHBYEHHs Ili€l HaBUAJIbHOI AUCHMIUIIHU B 1032 ayauTopHui dac. [lo
MEeAaroriyHoro eKCnepuMeHTy Oyno 3aiydeHo 40 CTyleHTIB MEepIIOro poKy HaBYAaHHS, IO
Maiu TpUONHM3HO OJHAKOBHM piBeHb 3HAHb 3 AHMIINCHKOI MOBH. EKCiepuMEHT TpHBaB
MPOTATOM  HaByalbHOro poky. CTyneHTiB Oyiao poO3NOJIIEHO Ha JBlI TpYIH:
excriepumentanbHy (EI' — 20 o0ci6) ta xontpomeHy (KI' — 20 oci6). Cryagenram
eKCIIEPUMEHTAILHOI TPyNnu OyJIM 3aBaHTakeHI Ha MOOLUIbHI Tenedonu momatku Lingvaleo,
English LioDuo, Lingvist, EnglishDom, Ewa, skuMu BOHH aKTHBHO KOPHCTYBAIHCS
BIIPOZIOBXK HABYAIBHOTO poKy. CTyIeHTH KOHTPOJBHOI TpYyHmH TpaiioBand 0e3
BUKOPHUCTAHHS MPOMOHOBAHUX JOAATKIB. Pe3ynbTaTé KOHTPOJBHOTO €Taly eKCHEPUMEHTY
3adikcyBaii CYTTEBE 3POCTAaHHS pIBHS YycmilIHOCTI cTyneHTiB EI' y mnopiBHSHHI 3
KoHTpoibHOW. Jlo Toro >k crymentd EI', Bimmatoum mepeBary TakuM JOJaTKaM, SK
Lingvaleo; English LioDuo; EnglishDom y wHaB4YaHHI aHIJTiCEKOI MOBH, METOIOM
CaMOOLIIHKMA (iKCyBaJdM MiABUIIEHHS pPIBHS Mi3HABAJIBHOIO I1HTEpPECY OO BUBYEHHS L€l
mucturriag y 3BO. Otxke, pe3yapTaTd MPOBEICHOTO AOCITIHKEHHS MIATBEPIUIN BUCHOBKH
3apyODKHUX YYEHUX NpO €(PEeKTHUBHICTh 3aCTOCYBAaHHS METOAy reiMigikallii B OCBITHBOMY
Ipoleci BULIOI IKOJIM, 30KpeMa y HaBUaHH1 aHTJIiCbKOi MOBH.
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The introduction of the method of gamification at higher educational establishments is
associated with several issues that are conditioned by the need for qualitative reorganization
of the current education system. One of the main reasons for introducing this method is the
need to increase the level of language skills, motivation, and interest of the modern student in
learning English. The article gives an overview of approaches to the interpretation and
development of the method of gamification of foreign scientists. It is proved that the spread of
this method in foreign education practice allows solving several problems related to the
spread of elements of smart education in higher education, the implementation of the
principles of difficulty and access to education, an individual approach, the optimization of
the educational process, as well as raising the level of interest in the subject, the formation of
students’ ability to work in a team, etc. Emphasis is drawn on the conclusions of foreign
scientists that the method of gaming is not the only one way of acquiring knowledge, but also
has powerful levels to form students’ skills in problem-solving, organization of cooperation
and communication. The study highlights the varieties of the gamification method (group and
individual forms), as well as the results of the pedagogical experiment, which was aimed at
revealing the influence of the mentioned method on increasing the level of skills of students
in the language of instruction in the process of learning the English language and changing
their motivation to study this discipline in free time. In the pedagogical experiment, it was
involved 40 students of the first year of study, which had approximately the same level of
English. The experiment lasted throughout the school year. Students were divided into two
groups: experimental (EG — 20 people) and control (CG — 20 people). Students from the
experimental group used Lingvaleo, English LioDuo, Lingvist, EnglishDom, and Ewa
applications for mobile phones during the school year. Students of the control group didn’t
use the proposed applications. Results of the control phase of the experiment recorded a
significant increase in the level of success of the students of EG compared with the CG.
Besides, the students of the EG, preferring such applications as Lingvaleo; English LioDuo;
EnglishDom in the teaching of English, using the self-assessment method, recorded an
increase in the level of cognitive interest in studying this discipline at higher educational
establishments. Consequently, the results of the study confirmed the findings of foreign
scientists on the effectiveness of the application of the methodology of gamification in the
educational process at high school, in particular in the teaching of English.

Keywords: English, teaching process, application for smartphones, method of
gamification, motivation, the level of language skills, students, higher educational
establishments, pedagogical experiment.

IHocranoBka npodiaemu. IIpoeBpornelicbkuii Kypc YKpaiHu BUMarae Bijl
CYy4acHOTO CTYy/ICHTa BUILHOTO BOJIOJIIHHS aHTIIMCHKOI MOBOIO. Y TIM, KJIaCHYHA
CUCTEMa HABUYaHHA 1HO3EMHUX MOB B YMOBAax IH(QOpPMaLIHHOIO CYCHIJIbCTBA
BTpavyae e(EeKTUBHICTh 1 MOTpeOy€e BIPOBAKCHHS HOBUX IIKABUX Ta JIEBUX
METOMIB, 30Kpema irpoBux. CpOromHI y CBITI ITpOBI METOAM AKTHUBHO
BUKOPUCTOBYIOTHCS TiJ Yac HaBYaHHS 1HO3EMHOI MOBHU HE JIUIIE B MPAKTHII
poOOTH 3 ITHhbMHU JOUIKIIBHOTO Ta MOJIOAIIOTO IIKIILHOTO BIKy, a HaOyBarOTh
NOIIMPEHHS B OpraHizaiii ocBITHhOro npouecy B 3BO Ta HaBUaHH1 JOPOCIHUX.
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B ymoBax nu@poBoro cycrniibcTBa aKTUBI3yEThCS TAKUN METO]I iIrPOBOT0O
HaBYaHHS, K remidikaiiis. 3 METO IMABUIIEHHS SIKOCTI HaBYaHHS CTYJCHTIB
3BO aHrmnificbkoi MOBHM MPOIMOHYETHCS PO3TISHYTH METOH Teimidikaliii OubI
JETAThbHO 3 HABEICHHSIM KOHKPETHUX TmpukiamiB. lleit meTonm HaBYaHHS €
JIOCUTH HOBHUM, Julie 26% HayKOBUX MyOJiKalliii CTOCOBHO HOTO BIPOBAIXKEHHS
3100yJIM IpaKTHYHE 3acTOCyBaHHS B cucteMi ocBith (Seaborn & Fels, 2015), a
HepIIi Po3pOOKH I[LOTO METOY MOOAYMIIN CBIT JAeKiibka pokiB Tomy (Deterding
et al, 2011). VrtiM, momyssIpHICTH METOAY Treimidikalii CTpIMKO 3pocTae
3aBASKM MOXJIMBOCTI BUPIIICHHS 3aBlaHb, IO MPOTATOM OCTaHHIX POKIB
MOCTaBaJM TMepeJ] CHUCTEMOIO0 KJIACHMYHOI OCBITH, SK-OT: YIPOBAKECHHS
CJICKTPOHHUX 3acO0iB HaBYAaHHS, PO3BUTOK KPEAaTHMBHOCTI CTYICHTIB, IXHBOI
MOOIJIBHOCTI, IIJBUINEHHS MOTHBAIll JO0 HaBYaHHS aHTIIHCHLKOI MOBH TOIIO.
["eitmidikaliiss B 3apyOiKHIM Teopii i MPaKTULI XapaKTEPU3YEThCS SIK AIEBUN Ta
3aXOILTIOIOYMI METO/I HaBYaHHS 1HO3EMHOT MOBH, 30KpeMa aHTIIiHCHKO1.

AHaJIi3 OCHOBHUX JOCJIKeHb i myOsikaniii, B SIKAX 3al04YaTKOBAHO
PO3B’SI3aHHA [AHOI0 3aBJAaHHA. 3apyODKHI JIOCHIIHUKK TMOJAI0Th pPI3HI
BU3HAYeHHS reimMidikarii. 'abe 3ixepmanH 1 Jlinaep BU3Ha4YatoTh reiimidikalito
K MPOLEC BUKOPUCTAHHS IrPOBOI MEXAaHIKM 1 MHCIEHHS [UIsl TOro, 00
3aXONUTH AyJUTOPII0 1 BUPIMIATA IOTOYHI MHUTAHHS, IO HOCTAIOTh MEpen
3mo0yBauamu ocBitu (Zichermann, Linder, 2010). Emi /I)xo Kim yBaxae, 1110
reimiikaiisa — e BUKOPUCTAHHS ITPOBUX TEXHOJIOTIM 3 METOIO MEPETBOPEHHS
3aBmaHb Ha Oumbmn 3axormmroroui Ta mikasi (Kim, 2000). Kapa Kamn momae
HaWOUIBII PO3TOPHYTE, HA HAII TOTJISAM, BU3HAueHHs renmidikamii. Ha #ioro
JYMKY, 11€ BUKOPUCTAHHS MIPUHITUIIB IrpOBOT MeXaHiku (HaOopy Aiil Ta mpaBui,
10 Peali30BYIOThCS B IMPOIECI IHTEPAKTHBHOI B3a€EMOJIi I'pH Ta TIPaBIif),
€CTEeTUKU 1 MHCJICHHS ISl TOrO, MO0 3aJIy4UTH CTYJEHTIB JO HABYAJIbLHOIO
Ipolecy, MIJIBUIIUTA iXHIO MOTHBALIIO, aKTHBI3YBATH HABUAHHA 1 BUPIIIUTH
npoosiemy (Kapp, 2012). 3aramom reiiMidikaiifo MOXHA BH3HAYHTH 5K
3aCTOCYBaHHS ITPOBUX MEXaHIK B HEITPOBUX CUTYAIlISX JUIsl TOCSTHEHHSI TTEBHOI
MeTu. IrpoBa MexaHika — Il caMme Te€ sIK BiIOyBaeThCs MPOIlEC IPH Ta MpaBuia
3a SIKUMHU 11e Bi0yBaeTbes. CTpyKTypa Ta AUHAMIKa Tpu (HAMpUKIal, KIJTbKICTh
IPaBIliB, Yac, M0 NPHUCBAYYETHCS TPpi) MAIOTh BIAMOBIJATH KOHTEHTY. B
NPaKTUYHOMY 3aCTOCYBAaHHI Treimidikamii BelMKa yBara NPUAUIIETHCS
EMOIIMHOMY CTaHy CTYJEHTa, 3aJly4eHOro JI0 Tpu Ta Moro ycmixam. Po3mosin
YChOTO KypCy Ha HEBEJHKI «KBECTW» IO3BOJISIE KEPyBaTH yBarolw YYacHHKIB
OCBITHBOTO TPOIIECY, a TAKOXK MIJBUIIYE PEAIbHY MOTHBAIIIIO 10 BUBYCHHS, 110
OyJ10 BUSIBJICHO B MPOIIECI TPOBEICHHS HAIIOTO €KCIIEPUMEHTY .
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Jlo 3aradbHMX NPUHLHUIIB ITPOBHX METOMIB HABYaHHS, 30Kpema
reiMmidikariii, AOCIIJHUKKA BIAHOCATh BHUJIUMHH CTaTyC TpH, COIlAJIbHY
aKTUBHICTh TpaBIiB, iX CB0OOOJYy BHOOpPY, CBOOOAY Iporpairy Ta MIBHIKUAN
3BOPOTHIN 3B'S130k MK THMH, XTO Oepe ydactb y rpi (Dicheva et al, 2015).
Bunumuii cratyc iHpopMye CTYJIEHTIB MPO MPOIEC 3aBEPILICHHS 3aBJIaHHs a00
UTIOCTpY€E iXHIA Tporpec I dYac OBOJIOMIHHS HOBUMH HaBHUYKaAMHU IIPH
3acTocyBaHHI reiiMinry. CorianbHe 3amydeHHs BKJIIO4Yae B ceOe mepeadayuyBaHi
noTpedbu KOHKYPEHIIT MIX CTyJdeHTamu, a0o HaBiTh TIpyHmaMu CTYJIEHTIB,
BOJIHOYAC MOXKE BKJIIOUAaTH B cebe K poOOTy B KOMaHAI ¥ MOXKIMBOCTI
rpynoBoro HaBuauHs (Mak, 2013), Tak 1 B3aeMO/il0 Ta KOOMEpAIilO IMiJ Yac
3anaTh y rpymi (Landers & Callan, 2011). CBoGona BubGOpy nepemdavae, 1o
CTYJIEHTHU BUIbHI Y BUOOPI1 3aBJIaHHS, sIKE BOHU XOUYTh BUKOHYBaTH. Hampukias,
3a XoiamanoM, Arimapom ta @immanom (Holman, Aguilar, & Fishman, 2013),
CTYJIEHTU MOXYTh OOHMpaTH MIX HAIMCAHHSIM €Ce, BEACHHSIM OJIOTY, IPyINOBUM
YU 0COOMCTHM IPOEKTOM, Y TOM Yac SIK 1HII JOCHIAHHUKH, 30KpeMa Jleurytep Ta
Aobens (DeShutter & Abeele, 2014) nponoHyioTh 3aBAaHHS, IO MEPeI0AYAIOThH
cTBOpeHHs Bijeo miua HOTyOy, po3poOKy HaBYaJIbHOI T'pu abO HaINKCAHHS
akagemiuHoro ece. CBoOoJa porpaily BUSBISETbCS B TOMY CEHCI, 110 CTYJAEHTH
MaloTh 3MOTY JPYroi CripoOW BUPIIIEHHS 3aBAaHHsA 0e3 Oynb-aKuX mTpadHUX
caHkiii. [lIBunkuii 3BOpOTHINA 3B'SI30K BIJHOCATH JO ITPOBOTO KOHTEKCTY, IO
Jla€ CTyICHTaM 3MOTY MUTTEBO OTPUMATH BIATYK MPO PE3YNIBTaTH CBOET pOOOTH.

Pucoro, mo Biapi3Hse redmMiQikamio BiJ I1HIIAX METOJIB HaBYaHHS,
3aCHOBAHUX Ha MPUHIIUIAX TPHU, € 3aCTOCYBAHHS KOMIT FOTEPHOI Ta 1HIINX BU/IB
IHTEPAKTUBHOI TEXHIKH, XapaKTEPHUX [JII KOMI'IOTEPHUX Irop, 3 METOI0
aKTHBI3AIlli M3HABAIBHOI MISUTBHOCTI CTYACHTIB M OLIBIIOI iX 3aly9eHOCTI J0
MpoIIeCy HaBYaHHs. 3BaKalOYM Ha II€, ITPU TAKOTO XapakTepy MOXYTh OyTH
MacOBHMMH, PO3PAaXOBAaHMMHU Ha 3HAYHY KUIbKICTh KopuctyBadiB (MMORPG-
irpu — anra. massively multiplayer online role-playing game), BkitouaTu B cede
BIPTyaJIbHY pEaJIbHICTh, KOHTEHT, CTBOpPIOBaHMI KopuctyBauamu. 3 2010 p.
reiimigikamis MUPOKO BUKOPUCTOBYETHCA SIK €IEMEHT MOOYI0BHM HAaBUAIBHUX
nporpam i kypciB. IIpuknagom mMoxyTth ciyryBatu Knewton Math Readiness
(po3pobmenuit 2011 p. y CIIIA) — Kypc HaBYaHHS MaTeMaTHKH 13
3aCTOCYBaHHSAM IrpoBHUX MexaHik; Minecraft (Brmepiie pospoGienuit B 2009 p.
MIBEJICLKUM TiporpamicToM Mapkycom IlepcoHOM 1 Ha CBOTOJHI CYTTEBO
yIIOCKOHAJICHUH) — HABYAHHS 1H)KEHEPHO-OY/IiBEIbHOMY MUCTEITBY. Y TPOIECi
HABYaHHS aHTJIACHKOI MOBM METOJ rerMidikaiiii Takok Mae€ MOTYKHI BaXKed,
OCKUTBKM CYyYacHHU CTYIEHT He Oakae CHpuUiMaTH JUIIE TEOPETHUYHY alo
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3arajibHO J0CTYNHY iH(opmariito. BonHouac reitmidikariiss Mae Haa3BUYANHHO
JI€BUIM TOTEHIan 111010 (OpPMyBaHHS MOTHBIB J0 HaBYaHHS, IOKPAICHHS
pIBHS HaBUYKIB BOJIOJIHHS aHIJIIACHKOIO MOBOIO, KOOTEparlii CTY/EHTIB,
PO3BUTKY B HUX KPEATUBHOTO MUCIICHHS TOIIIO.

Tak, 3apyOikHI BYEHI JOBEIM TO3WUTHUBHUN BIUIMB Tekmidikamii Ha
motuBanito crynenrtiB (Alsawaeir, 2018; Bell, 2017; Bevins & Howard, 2018;
Dicheva, 2015; Faiella, 2015). CtyaeHTH OmaHOBYBajiM HaBYaJIbHI KypCH 3
BUKOPHUCTAHHAM METOAy TeiMidikaiii 3 OUIBIIMM IHTEPECOM, aHIXK IHII Taki
Kypcu. Jlo Toro >k y mpolieci BUKOPUCTAaHHS IIbOTO METOAY MaJlo MicIe
HiBUIINCHHS SKOCTI YMOB Ta pe3yiabTaTiB Hapuanus (Dicheva et al, 2015).
JloCTiAHUKY KOHCTAaTYyIOTh, IO CaMe€ 3aCTOCYBaHHsS €JEMEHTIB Teimidikarii
CIpHs€e TICPETBOPEHHIO HEIIKaBHX 3aBlaHb y 3axorutrorodi (Faiella et al, 2015).
Emoriiini  pe3yiapTaTH  BHKOPHUCTAHHS IThOTO  METOAY, SK  TIPaBHIIO,
30CEPEKYIOThCS Ha TaKUX €JEMEHTaX IIJABUIICHHS PIBHSA CIOPUHHATTA Ta
BOJIOJIIHHS aHTJIIMCHKOIO MOBOIO, SIK MOTHBAIllA, CTaBJICHHS /10 NPEIMETy Ta
3aJI0BOJICHHSI BiJl MPOIIECY HABUAHHS, MPO IO CBIAYATH MPOBEACHI IHTEPB'IO Ta
anketryBanHs (Alsawaeir, 2018; Hamari et al, 2014). Ilpu npomMy HayKOBII
HaroJouyIoTh, 100 Kpalie 3p0o3yMiTH €(EeKTUBHICTh BIUIUBY rermidikaiii Ha
MOTHBALIO, JOCIITHUKAM BapTO MPOBOJUTH JIOBFOCTPOKOBI JOCIIKEHHS, a0o,
HIOHaMEHIIIe, BU3HAYATH, SIKI caMe MEeTOJU Teimidikalli 37aTHI CTUMYJIIOBATH
BHYTpimmHIO MoTuBarito (Alsawaier, 2018).

HaromicTe BuKOpHUCTaHHS MeTony Teimidikaiii He HaOyJI0 CYTTEBOTO
MOIIMPEHHS aHl y TpamsixX 3 JAWJAKTUKA BUIIOI IIKOJIM, aHI B KJIACHYHOMY
BITYM3HSIHOMY OCBITHROMY TIPOCTOPI.

OnHak BBEJICHHS ITPOBUX €JIEMEHTIB I11]] YaC BUBUEHHSI aHTJIINCHKOT MOBU
e uie He € mpouec reimidikanii. Buknagau mae mepcoHipikyBaTH 1TpOBHIA
KOHTEHT, YPaXOBYIOYH HOTO YOTHPU OCHOBHI CKJIQJHUKHU: B3a€EMOJII0 (IITUPOKHIA
CIEKTP TEXHIK, SIK1 3a0€3MeUyI0Th COIlaJibHYy B3a€EMOJIII0 M1 KOPUCTYBauyaMH);
JTUHAMIKY (BUKOPHCTaHHS 3aXOIUIIOIOUOTO CIEHApiio, SKWil mpuBaliIoBaB OU
KOPHUCTYBa4diB Ta CTUMYJIIOBAB iXHIO BIJAMOBIAHY PEAKIIIO0 B PEKUMI peaJbHOTO
4acy); MeXaHiKy (BUKOPUCTaHHS BIPTyaJbHUX BHUHAropoj, CTaTyciB, Oallis,
PIBHIB Ta IHIIHUX €JIEMEHTIB, XapaKTePHUX JUIsl IFPOBOTO TPOIIECY) W €CTETUKY
(cTBOpeHHs 3arajbHOi IrpoBOi arMmocdepu, sKa cOpUsE€ EMOIIHHOMY
3axoruieHH10) (Komaphwuipka , 2016).

MeTo10 CcTaTTi € BUSIBJICHHS BIUTUBY METOJy TeiiMidikaliii Ha miABUIIECHHS
PIBHSI YCIIIHOCTI y TIPOIeCi HABYAHHS AHTJIINCHKOI MOBHM Ta ITiIBUIICHHS

1HTEepecy 3100yBayiB BUIIO1 OCBITH JI0 1 BABUEHHS B 11032 ayIMTOPHUI yac.
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Bukiaa ocHoBHoro marepiaJgy. [lepeBara metroay refimidikarii mossrae
Hacamrepea y IIHHICHO-OPIEHTAIINHIA MOXIMBOCTI ((PYHKIIIS, TMOTEHIIIAI)
rpu: OepydM ydacThb y JUIOBHX IrpaX, CTYAEHTH MOXYTh IHTEPIOpU3yBaTH
IIIHHOCTI SIK 3arajibHO-COIIAJIbHOTO IUIaHy, Tak 1 crnerudiunl npodeciiiHo i
0COOMCTICHO 3HAYYIIl I[IHHOCTI, III0 POOUTH TPy €(PEKTUBHUM IHCTPYMEHTOM
BUXOBaHHA. [HIIOIO TEepeBarord 1rop B OCBITI BBAXKAETHCS (POPMyBaHHS
COLIIAJIBHO-KOMYHIKAaTUBHOI KOMIIETEHTHOCTI, sIKa Iepefdadae 0e3rnocepeaHio
B3a€EMOJIII0 (BCTYN Y KOHTAKT, BIUIMB Ha MapTHEpPA, IEPEroBOPH, IHTEPB'IO,
CIIOCTEPEKEHHSI TOIIO), MUCJIEHHEBI TMPOLECH 3 MPUBOAY B3aeEMOJIl
(IienokIagaHHs, IJIaHyBaHHS, KOPUTYBaHHS, 3/IIMCHEHHS, aHalli3, pedieKkcis),
poboTy Ham coborw K cyO'ektom B3aemondii (camoperynsamis). OTxe,
BUKOPHCTaHHS ITPOBUX METOJIB 3abe3reuye MISIbHICHUN IIX1J B OCBITI.
[IpoBigHMMU HampsiMaMmu reiimigikalli OCBITH MOKHA BBaXKaTH OCBITHI 1TpH 1
3aCTOCYBaHHS ITPOBUX TEXHIK 1 METOAMK (IrpoBOi MOJEI, IrPOBOr0O KOJEKCY,
irpoBoro marepiaiy) 3 ocBiTHROIO MeToro (Tkauenko, 2015).

VY Hamomy JOCIIKEHH] 1IMPOB1 METOM HABYAHHS aHIIIHACHKOI MOBU OyJn
PO3IO/IINICH] HA JIB1 KAaTETrOpii: TPYMOBI Ta 1HAUBIAYaJIbHI.

Jlo 1HIMBIOyaJIbHUX ITPOBHUX METOJMIB BIJHECEHO CIOCOOM opraHizarlii
HAaBYaHHSA CTYJIEHTIB B  IHAUBIAyaJbHOMY HABUYAJIbHOMY pPEXUMI 3
BUKOPUCTAHHSAM JOJATKiB (aHMI. apS) s cMapTdOHIB JUIsi HaBYaHHS
anrmiicekoi MoBH. Ilin yac mpoBeneHHS MEAAroriyHOTO E€KCIEPUMEHTY OyIio
BUKOPUCTAHO O PI3HUX [JOJATKIB, MPOAHAII30BAHO iX BIUIMB Ha pPIBEHb
HaBYAJIbHUX JIOCATHEHb CTYJICHTIB, BUSIBJICHO HANUO1IbII €(DeKTUBHI JOJATKH IS
HABYaHHS aHTJTIMCHKOT MOBH.

JIns1 11p0T0 OYyJI0 BUKOPUCTAHO TaKi TOJATKH I cMapTQOHIB:

Lingvaleo — xapakTepHOIO OCOOJIMBICTIO IIOTO JIOJATKY €, IMO-TIepIIIe,
nepcoHanizaimisi (mporpamMa HaBuaHHA (OPMYETbCS 3 ypaxyBaHHSM pPiBHS
BOJIOJIHHA AaHIJIIMCHKOIO MOBOIK, IIJIbOBOI CIPSIMOBAHOCTI Ta 1HTEPECIB
CTYJICHTIB), TO-JIpyre, 3HAYHUN BUOIp OE3KOIITOBHOTO KOHTEHTY, CYYaCHHX
METOJIMK, 110 CTPSMOBAaHI Ha BUBYCHHS B OCHOBHOMY TEOPETHYHMX ITiIBAJIMH
aHTJIIMCBKOI MOBH;

English LioDuo — moemnye 300paxkeHHs Ta 3ByK, Mae Omau3bko 80
TEMaTUYHUX YPOKIB PI3HOT CHPSIMOBAHOCTI, aMEPUKAHCHKY Ta OPHUTAHCHKY
TpaHCKpHIIii Ha BuOip, miabip cimiB (vocabulary) 3a pi3HHUMHU 3HAYCHHSIMH 1
B)KMBAHICTIO (CKJIaJIHI CJOBa, BiIOpaHi, 3acTapuii, HOBI (MICTUTh CTaTUCTHYHI
JIaH1 100 BXXUBAaHHS Y MOB1 KOXKHOTO OKPEMOTO CJIOBA));
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Lingvist — po3yMHuii J0AaTOK, SKHM Iepea0dadyeHo aHaji3 CIocooy
BUBYCHHS aHTJIACHKOI MOBU Ta MOXJIMBOCTI BpaxXyBaHHS OCOOMCTHX 3aIlUTIB
CTYJICHTIB; BiH MICTUTb Pi3HI TEMATHUYHI HAMPSIMH, PEKUM PO3IM3HABAHHS MOBU
Ta BIJICTEKEHHSI OCOOMCTUX YCIIXiB Y HAaBYaHHI;

EnglishDom — nomartok, chpsmMoBaHMii Ha 3aCBOEHHS JICKCHKH
aHTJIIHCHKOT MOBH Ta PO3IIUPEHHS CIIOBHUKOBOTO 3amacy: Ma€ 4 TUIH BIPaB IS
3araM’sITOBYBaHHS CJIiB (BUOIp MPaBUILHOTO BapiaHTy MepeKiIaay, ayaitoBaHHs,
CKJIaJIaHHsI CJIIB 3 OKPEMHUX JIiTep, ApyKyBaHHA cliB). JIo1aToOK TakoX q00upae
rpadiuHi 300pa’keHHS Ui TIOJIETIICHHS 3araM’ STOBYBAaHHS 3a MPUHIUIIOM
acolllaTUBHOTO MHUCJIEHHS, JO KOXHOTO CJIOBA TMOJAEThCS TPAHCKPHUIILISA,
MEePEeKIIaa Ta MOXJIMBICTh MPOCIYXOBYBAHHS MPABUILHOT BUMOBH; OKPIM ITHOTO,
JOJTATOK MICTHTh «KOHTPOJIb MPOTPECY», IO JO3BOJIIE aICKBATHO OI[IHIOBATH
YCHIIIHICTh CTYJIEHTa Y BUBYEHH1 aHTJIIHCHKOI MOBH; I0AATOK

Ewa — mnHagae mMpOKHMIA CHOEKTp MOXIMBOCTEH MJig OIAHYBAHHS
aHTJIACHKOT MOBH 13 3aJlydeHHSIM METOAIB Ha BHUOIpP: YHUTaHHS KHMT,
IIPOCITYXOBYBaHHS YJIIOOJIEHOT MY3UKH, Neperiia (GiIbMiB Ta BiJIeO KIIMIB; LEH
JIOJIATOK TIEPCOHATI30BAaHUM, BIATaK CTYIACHT Mae 3MOry OOWpaTd piBEHb
TpeHyBaHb, IO BIANOBIAAE HOr0 HABYAIBHUM MOKJIMBOCTSAM 1 CTYIEHIO
M1ArOTOBJIEHOCTI.

Takum dYWHOM, y TpOIECI BUKOPHCTAHHS HAa3BaHWX JOMATKIB JIJIs
cMapT(dOHIB CTYJEHTH HaOyBajdud MOXJIMUBOCTI CAMOCTIHHO PO3IIKUPIOBATH
CJIOBHMKOBHUH 3amac, YJOCKOHAJIIOBATH TpamMaTH4HI HABUYKU, PO3YMIHHS
MpoYUTaHOTO abo mouyToro Touo. BomHovac, HaBUYaHHS aHTIINCHKOI MOBU B
TaKuil Ccrocid 3HIWKYBAJIO €MOIIMHY Hampyry, BHUKJIMKAIO 3alliKaBJICHHS U
M1JIBUIITYBAJIO Mi3HABAIHLHUMN 1HTEpEC.

Jlo megarorivHoro ekcnepuMenTty Oyino 3amydeHo 40 cTyJeHTIB nepiioro
POKY HaBYaHHS, SIKI Majdud MNpUOIU3HO OJIHAKOBUU pIBEHb BOJIOJIHHS
aHTIIIHCHKOI0 MOBOI. EKCIIEpUMEHT TpuBaB MPOTATOM HABYAIBHOTO POKY.
CrynentiB Oyno posnojiieHo Ha aBi rpynu: ekcnepuMmentanbny (EI' — 20 oci6)
ta KoHTposibHY (KI' — 20 oci6). CTyneHTaM eKCHepUMEHTAIbHOI Tpynu Ha
MOYaTKy HAaBYAJILHOTO POKY OyJIO 3alpONOHOBAHO BUKOPHUCTOBYBATH JOJATKH
JUIsi cMapT@OHY y 1032 HABYAJIBHUM 4Yac, 30KpeMa IIiJ] Yac BUKOHAHHS 3aBJaHb
JUI  CaMOCTIHHOT poOOTH 3 METOI TOJIMIICHHS HAaBUYOK BOJIOJIHHS
aHTIMCHKOI MOBOM. J[J1g 11boro iM Oy 3aBaHTa)KeHI Ha MOOUTBHI TenaedoHU
NepeITiueHi BUINE JOJATKU, SKMMH BOHHM AaKTHBHO KOPHUCTYBAIHCS BIPOIOBK
HaBYaJgbHOTO POKY. CTyIeHTH KOHTPOJBHOI Tpymw TparoBaim 0e3
BUKOPUCTAHHS TMPOMOHOBAHUX JIOAATKIB. MeTa JOCHIDKeHHsS TMojsraia y
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BHUBYCHHI JIEBOCTI BUKOPUCTAHHS JOJATKIB JUIsI CMAapT(HOHIB MIOA0 MiABUIIICHHS
pIBHS 3HaHb Ta BMiHb CTYJICHTIB 3 aHTJIIMChKOI MOBH. JIJIs1 OIIHIOBaHHS PiBHS
HaBYAJIBHUX JIOCSATHEHb CTYJICHTIB €KCIIEPUMEHTAIBHOI 1 KOHTPOJIBHOI TPyl 3
aHTIMCBKOIT MOBHM Ha TIOYAaTOK 1 KiHEIb EKCIEpUMEHTY OyJio 00paHo
KOHTpPOJIBHY po0oTy. PiBeHb HABHYOK BOJIOJAIHHS aHTJIIHCBHKOIO MOBOIO
CTYJIEHTIB OIIIHIOBaJM 3a Takoro mkaior: 100-90 6aniB (BinMiHHHIA piBeHB), 82-
89 OamiB (xopommii piBeHb), 74-82 (cepemHiii piBeHs), 60-73 OamniB
(3am0BUTBEHUI piBEeHb). Pe3ynbTaTé mOCHiKEHHS BiIOOpa)XeHO Ha aiarpami
pUCyHKYy 1.

25
20
15

10

(100-90 6anis)  (82-89 6Ganis) (74-82 6anis) (60-73 6anis) KinbkicTb
CTYAEHTIB

EkcnepumeHTanbHa rpyna KoHTponbHa rpyna

Puc. 1. Pe3yabTaTH 10c/iIKeHHs1 piBHSI HABYAJIbHHUX JOCATHEHb CTY/AEHTIB
3 aHIJIIHCHKOI MOBH 110 32aBEPIICHHI eKCIIEPUMEHTY

Takum 9MHOM, PE3yNIBTATH CKCIIEPUMEHTAIBHOI pOOOTH, MTPEACTABICH] Ha
puc. 1, cBiTyaTh, MO CTYACHTH €KCIIEPUMEHTAIBHOI TPYNH MPOACMOHCTPYBAIH
pPiBEHb BOJIOJIIHHS AHTJIIHMCHKOI0 MOBOK BHUIIWN, HDK CTYACHTH KOHTPOJIBHOT
rpynu. Lle cBiguuTh MpO J1€BICTh BUKOPHUCTAHHS MOOITBHUX JIOJATKIB SIK OJTHIET
31 CKJIAJIOBUX METOAY rerimidikaiiii y nporeci HaB4aHHs CTYACHTIB aHTJIIHCHKOI
MOBH. 30KpeMa BUKOPHUCTAHHS JOJATKIB JO3BOJISIE€ OUIBII BUTLHO Ta CAMOCTIMHO
MOKpallyBaTl BMIHHS Ta HaBUYKM BOJIOJIHHS 1HO3EMHOI0 MOBOIO B I103a
ayIUTOPHUU Yac.

Jlpyra 4acTHHa €KCIIEPUMEHTY MaJla Ha METi BUSBJICHHS BIUIUBY METOIY
reiMidikailii 3 BUKOPUCTAHHSIM JOJATKIB JUIsi CMapTOHY HE JMIIe Ha
MBUIIEHHS PIBHS BOJIOMIHHS CTYACHTaMH aHTJIINCHKOIO MOBOIO, ajieé ¥ 3MiHY
iXHBOT MOTHBAIIlT O BUBYEHHS ITi€] HaBYaIbHOI nucturiiing y 3BO. Ockinbku
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BUKOPHUCTAHHS JIOJATKIB J1a€ MOJKJIUBICTh BUIBHO BHUBYATH MOBY B OYIb-SKHX
3pY4YHHUI Yac, a TakoXX IiJIBUIIYE IHTEPEC 10 BUBUCHHS 3aBASKU SICKPAaBOMY Ta
IHTEpaKTUBHOMY KOHTEHTY. [lo 3aBepllieHHI eKCIEpUMEHTY CTyJeHTaM OyJio
3aIPOTIOHOBAHO B3SATH Y4acTh B OMUTYBaHHI i METOJOM CaMOOITIHKH BU3HAYHTH
BIUTUB BUKOPHCTAaHWX JIOAATKIB Ha TI3HABAIBHHWKA I1HTEpEC /0 BHUBYCHHS
anrmiicekoi MoBM 3a 10 OampHoro mmkaiow (10 — mHaiiBummuii Oam, 0 —
HaiiHmwkunii). [Ipy mpomy Opanu 70 yBard pe3y/bTaTUBHICTH CaMOCTIHHOT
poOOTH 3a KPUTEPISIMU BIUIMBY Ha: 30UIbIICHHS 00CATY CIOBHMKOBOTO 3aracy,
HABUYKH NMPABUIILHOT BUMOBHU, 3HAHHS 1 JOTPUMAaHHS IIPABUJI TPaMaTHKU.

Pesynbprati mpoOBEICHOTO ONMUTYBAHHS BHSBWIIMCS TAaKUMH: JOJATOK
Lingvaleo orpumaB cepenuio ominky — 8 OamiB; English LioDuo — 8 Gauis;
Lingvist — 7 oanis; EnglishDom — 8 6anis; Ewa — 5 0ani. Otpumani naHi
MPOUTIOCTPOBAHO HA pUC. 2.

10 10 1010

10 7 o
9 1 8 8
8 1 7
7 .
6 - M CNnoBHWKOBMIA 3anmac
5 A B Bumosa
4 M [pamaTuka
3 .
2 .
1 .
0 T T T T 1

Lingvaleo English LioDuo Lingvist  EnglishDom Ewa

Puc. 2. Pe3yibTaTH ONMTYBAHHSA CTYJEHTIB 110/10 e()eKTUBHOCTI
BHKOPHMCTAHHA JT0AATKIB 10 cMapT(OHIB A/l NiABUILEHHS Mi3HABAJIBHOI0
iHTepecy 10 HAaBYAHHA aHIJiiicbKoi MoBHM y 3BO

Takum umHOM, 3a omiHKOIO cryAeHTiB EI', HaliOuibin edekTuBHUM
JIOJIATKOM JIJIsl CMapTQOHIB, 110 JO3BOJISIE HE JIMIIC iABUIIUTH PIBCHb 3HAHb 3
aHTJIChKOT MOBH, aje W CTUMYJIIO€ Mi3HABAJbHUI 1HTEpeC 10 1i BUBYCHHS
4yepes CTBOPEHHS IMPOBOT0 KOHTEHTY, € jnoaatok EnglishDom.

PesynbTaT MpOBENEHOrO MOCTIIKEHHS 3acBIAYYIOTh TOM (akTt, 110
MeToJ reiMidikalii sk 1HAUBIIYyaIbHOT (OpMU HaBUYAHHSI, TTO3UTUBHO BILIMBAE
Ha T1JBUIIICHHS PIBHS BMiHb BOJIOJIIHHS 1HO3€MHOIO MOBOIO Ta BMOTHBOBAHOCTI
CTYJICHTIB JI0 HAaBYaHHS AHTJIIMCHKOI MOBH, CYTTEBO TOJIETIIYE TN TPOIeC y
mo3a ayJWTOPHHM Yac Ha OCHOBI peai3alllii MepCOHai30BaHOTO IiJIXO0.Y,
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JI03BOJISIE TIPOJTYKTUBHO OPTaHi3yBaTH CaMOCTIMHY poOOTy 3 Ii€i HaBYaIbHOI
nucuumutiag y 3BO.

VY mpotieci A0CTIAHO-EKCIIEPUMEHTAIbBHOI poOOTH Oyn0 po3pobiieHo I
NpUKIIAIM peaiizaiii mertoay reiMidikamii (rpymoBa dopma) y mporeci
HaBuaHHA cTyAeHTIB 3BO aHrmifcbkoi MOBM Mijl 4Yac opraHizailli ayJuTOpHOI
poOOTH (MMpaKTHYHI 3aHATT).

1. KoormepaTtuBHi a00 TpymoBi irpu (aHri. CO-operate/group games). Boun
COpPUAIOTh KOMaHAHIM poOOoTi, HAOYTTIO HABUYOK pO3B’sI3aHHS MpoOIeM i
po3BUTKY TBOpYOocTi. CTylneHTH 3400yBalOTh 3HAHHA Yy THIpoLecl TIpH,
OIATPUMYIOYM OJIMH OJHOTO Ta BJOCKOHAIIOIOYM HABUYKH  BOJIOJIIHHS
aQHTJIMCHKOI0 MOBOIO OJHOYACHO. MeTOoauuHI Topaau JId peajizarii 1€l
dbopmu redMidikaiii Taki: CcIyXaTd OJMH OJHOTO, BHUIPABISATH TMOMUIIKH,
aHamizyBaTy BiamoBigi. Ha puc. 3 HaBeaeHO MpUKIaa KOOMEPATHUBHOI T'PH, 0
AKOI MOXYyTb OyTH 3allydy€Hl BCl CTYJAEHTH IMiJ 4Yac MPAKTUYHOTO 3aHATTS 3
aHTIICHKOI MOBH.

N/

Sy /\\ e na ) /\
were pumped) ina beach car n g dmy
movie on, New Pamf
theater ' vacation York. L
< “— < L
on a in Ln a 3 at a
'y China kifchen Wedding
oy ina b bl » 0 back.
forect % g large o ctart
cpacec gy,lP
p \w%)ﬁ?n when when
in a ;cowgl in love clck
. L ¥ When late
Engich  ¥ilm when s . .
4229 hun@r\f uppouﬁvnenf ‘ﬁnlgh

Puc. 3. Ilpukian KoonepaTUBHOL I'PH HA 3AHATTAX
3 aHraiicbkoi MmoBu y 3BO

2. Ilpaxtuka nmucbMa (aHri1. Writing activity).

CtynaeHTaM TIPOIIOHYETHCS PO3TJSHYTH TPOIMOHOBAaHI MaOHKH abo
dbparMeHTH BiJ€0, a MOTIM HAaNHUCATH KOPOTEHBKY JIOMOBIb YU €CE€ Ha TEMY
TOTO, 10 BOHM MoOauniu abo ysaswim. Peamizariisi 1iporo Metonay mepeadadae
Taki METOIWYHI TPUMOMH, SK OOTOBOPEHHS TBOPIB, NIUCKYCis, poOoTa Haxa
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noMuwikaMu. MeToauydHi mopaju: BUIMPaABICHHS MOMUJIOK IiJl Yac muchMa abdo
nuckycii. I'eiimiikariiss bOro METOAY MOJSATAE y PO3MOAUICHH] poJiel M1 Jac
JUCKYCli 4 MUCBbMOBOI poboTu. Hampukian, yMOBHO Tpylly MOKHA MOJUTATH
Ha PEJaKTOpiB Ta BUKOHABIIIB 3aMOBJICHHS, PEKUCEPIB Ta IIIsI1aviB, TOIIO.

3. Po3smmpeHHs CIOBHHKOBOIO 3amacy Ta MNPAKTHKAa BHUKOPHCTAHHS
rpaMaTHYHMX KOHCTpYKIiKd (anri. vocabulary and grammar activity). Lle#
METOoJ1 nependadyae BUKOPUCTAHHS PO3/IaTKOBOIO MaTepiaiy, a caMe KapToK Ha
3aMpONOHOBAHI TEMH JIJIsl CIIIJIKYBaHHS, a TAKOXK JIOJIATKOBUX KapTOK 31 CJIOBAMHU
aKTUBHOI JIEKCHMKM TMpodeciiHoro copsiMmyBaHHS. MeToau4yHl MOpaau:
BUKOPUCTAHHS CJIOBHMKA AaKTHUBHOI JIEKCUKH, TIYMayHOTO CJIOBHHKA TOIIIO.
[efimidikariiss mbOrO0 METOAY MOJsIrae y crnpodi y4YyaCHUKIB HaBYAIBHOTO
IPOLIECY AATH TAYMA4Y€HHs B IrpoBii (hOPMI, IO TUITY TPU B «KPOKOJIUATIAY.

4. «I'pa B akueHtw». ['pymni CTyAEHTIB MPONOHYETHCS HAMKUCATU
KOPOTEHBKY ITPOMOBY aHTJIIHCHKOK MOBOIO, & MOTIM BUI'OJIOCUTH ii 3 aKIEHTOM
OyIb-sKOi KpaiHM CBITY. [HII YjieHW TPyNH CIIyXarOTh, PO3Mi3HAIOTH BUMOBY,
MOPIBHIOIOUH ii 31 3pa3kaMu. Y Takui crocid Moxke OyTH opraHi3oBaHa poOoTa
HaJ| MPUCTIB IMH Ta TMpPUKa3KaMU 3 aHTJIIHCHKOI Ta yKpaiHChbkoi MOBHU. [lpu
bOMY Bi/10yBa€eThCsl BepOaJibHE TOPIBHSAHHS Ta aKTUBHA JUCKYycCid. MeToanyHi
MOpaJu: aKIEHTYBaHHS yBaru Ha MPaBHJIBHOCTI BUMOBH, MOTJIHOJICHHS 3HAHb
PO KyJIbTYypy MOBJICHHS i pO3MAiTTs MOB.

BucHoBku. TakuM 4YWHOM, peE3yJlbTaTH MPOBEIECHOIO JIOCHIIKEHHS
iATBEPUKYIOTh BUCHOBKHU 3apyOikuux yduenux (Alsawaeir, 2018; Bell, 2017
Bevins & Howard, 2018; Dicheva, 2015; Faiella, 2015) npo edexkTUBHICTH
3aCTOCYBaHHS METOMy Teimidikallii B OCBITHROMY MPOIEC] BHINOI IIKOJH,
30KpeMa y HaBYaHHI aHIJIINCBKOI MOBHM. BuKopucTaHHsS MeTony reimidikaiii
COpHsi€ TMIJBHUILEHHIO PIBHA BOJOJIHHS aHIIIICHKOIO MOBOIO CTYJICHTIB,
JI03BOJIIE  peaii3yBaTH MPHHIMIN JOCTYIMHOCTI HaBUYaHHS, CIPHUSTIUBOTO
emolliitHoro poHy, onTUMI3allli HaB4AJIBHOIO Mpolecy (a came 1000py 3aBIaHb
3 ypaxyBaHHSIM OCOOJIMBOCTEH Ta MOTPed CTYJEHTIB), IHAUBIAYaIBLHOTO MIIX0TY
y HaBYaHHI, a TAKOXX CTBOPIOE MIIIHE MIATPYHTS JJIs aKTHUBI3aIlli Mi3HABaJIbHOI
JMISTBHOCTI ¥ MI3HABAJIBHOTO  IHTEpPECY CTYACHTIB, CaMOHaBYaHHS 1
CaMOpPO3BUTKY, (OpMyBaHHs yMiHb TIpaIfoBaTM B KOMaH[l, HaBUYOK
KOMyHiKalii Ta koomnepauii. MoTuBailisi pa3oM 3 IrPOBUMHU MeEXaHIKaMH
(mpaBWJIaMH TPH), IHTEPAKTUBHICTIO, 3BOPOTHIM 3B’SI3KOM Ta KOOIEPATUBHUMHU
3aBIaHHSMHU CTBOPIOE IHTEpeC N0 3alydeHHs B TPOIEC HABYAHHA, a TaKOX
Jornomarae 37100yBadaM OCBITH Kpallleé 3acBOIiTM Ta BHUKOPHCTOBYBaTH Ha
IIPAKTHI[I BMIHHS BOJIOIHHS aHTJIiHCHKOIO0 MOBOJO.
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IlepcnekTHBYM NMOAAJBIIMX PO3BIIOK TOJIATAIOTh B €KCIIEPUMEHTAIBbHIN
nepeBipill BIUIMBY MeToay Teimidikarii (rpynoBa ¢opma) Ha piBeHb HABHYOK
BOJIO/IIHHS 1 BMOTHBOBAHOCTI CTYICHTIB O HaBYaHHS aHTJIIMCHKOI MOBH ITiJ1 4ac
ayIUTOPHUX (TIpaKTUYHMX ) 3aHATh y 3BO.

32



3eneHcbka Jl. O., KosiHbko K. B. elimihikauist sk MemoO HagYaHHS
3006yeauyie suwoi oceimu aHanilicbkoi MogU

CIIMCOK JIITEPATYPU

Komapnunipka, O. (2016) Oco06auBOCTI 3aCTOCYBaHHS MOOITLHUX TEXHOJIOTIH y HaBYaHHI. Y:
Hosimui  inpopmayitino-koMyHiKayitini  mexHono2ii 8 HABYAIbHOMY  NPOYeci.
akmyanvHi npooremu: mamepiaiu Hayxoeo-memoouunoi kongepenyii, 30 nucronana
2016, Tepnomins (cc. 3-8). Teprnonine: TOKIIIIIO.

Tkauenko, O. (2015) TIeitmidikamis ocBiTH: ¢GopMaTbHUA 1 HEPOPMATBLHUNM TIPOCTIP.
Axmyanoni  numanns  eymanimapuux  uayx, 11, 303-309. Ortpumano 3:
http://nbuv.gov.ua/UJRN/apgnd_2015 11 45.

Alsawaier, R. (2018). The Effect of Gamification on Motivation and Engagement, The
International Journal of Information and Learning Technology, 35, (1), 56-79.

Bell, K. (2017). Game On!: Gamification, Gameful Design, and the Rise of the Gamer
Educator. Baltimore: Johns Hopkins University Press.

Bevins, K. & Howard, C. (2018). Game Mechanics and Why They Are Employed: What We
know About Gamification So Far, Issues and Trends in Educational, 6(1), 1-21.

DeShutter, B. & Abeele, V. (2014). Gradequest-Evaluating the Impact of Using Game Design
Techniques in an Undergraduate Course. Fort Lauderdale: Foundation of Digital
Games, Society for the Advancement of the Science of Digital Games.

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From Game Design Elements to
Gamefulness: Defining Gamification. In: Proceedings of the 15th International
Academic MindTrek Conference: Envisioning Future Media Environments (pp. 9-15).

Dicheva, D. et al (2015). Gamification in Education: A Systematic Mapping Study, Journal of
Educational Technology & Society, 18(3), 75.

Faiella, F. & Ricciardi, M. (2015). Gamification and Learning: A Review of Issues and
Research, Journal of e-Learning and Knowledge Society, 11(3), 1-12.

Hamari, J., Koivisto, J. & Sarsa, H. (2014). Does Gamification Work? A Literature Review of
Empirical Studies on Gamification. Hawaii International Conference on System
Sciences, 3025-3034.

Holman, C., Aguilar, S., & Fishman, B. (2013). GradeCraft: What Can We Learn From a
Game-inspired Learning Management System? Proceedings of the Third International
Conference on Learning Analytics and Knowledge, 260-264.

Kim, A. J. (2000). Community building on the web: Secret strategies for successful online
communities. Berkeley: Addison-Wesley Longman Publishing Co., Inc.

Kapp, K. M. (2012). The gamification of learning and instruction: game-based methods and
strategies for training and education. Bloomsburg: John Wiley & Sons.

Landers, R. N. & Callan R. (2011). Casual Social Games as Serious Games: The Psychology
of Gamification in Undergraduate Education and Employee Training. In: Serious
Games and Edutainment Applications (pp. 399-423), Publisher: Springer, London.

Mak, H. W. (2013). The Gamification of College Lectures at the University of Michigan,
Gamification Corporation, 8, 2-13.

Seaborn, K. & Fels, D. (2015). Gamification in Theory and Action: A Survey, International
Journal of Human-Computer Studies, 74, 14-31.

33


http://nbuv.gov.ua/UJRN/apgnd_2015_11_45

3acobu Hag4YasibHOI ma HayKkoeo-0ocsliOHoi po6omu, 2019, eun. 52
ISSN: 2312-1548 (Print), ISSN 2312-8801 (Online)

Zichermann, G. & Linder,J. (2010). Game-based marketing: inspire customer loyalty
through rewards, challenges, and contests. New Jersey: John Wiley & Sons.

REFERENCES

Komarnytska, O. (2016) Osoblyvosti zastosuvannia mobilnykh tekhnolohii u navchanni. [The
application features of mobile technologies use in the process of studying]. Novitni
informatsiino-komunikatsiini tekhnolohii v navchalnomu pro-tsesi: aktualni problemy:
materialy Naukovo-metodychnoi konferentsii, 30 lystopada 2016, Ternopil [The latest
information and communication technologies in learning: current issues: materials of
scientific and methodological conference. 13.11.2016, Ternopil] (pp. 3-8). Ternopil :
TOKIPPO.

Tkachenko, O. (2015) Heimifikatsiia osvity: formalnyi i neformalnyi prostir. [Gamification of
education: formal and informal space]. Aktualni pytannia humanitarnykh nauk
[Topical issues in the humanities], 11, 303-309. URL :
http://nbuv.gov.ua/UJRN/apgnd_2015 11 45.

Alsawaier, R. (2018). The Effect of Gamification on Motivation and Engagement, The
International Journal of Information and Learning Technology, 35, (1), 56-79.

Bell, K. (2017). Game On!: Gamification, Gameful Design, and the Rise of the Gamer
Educator. Baltimore: Johns Hopkins University Press.

Bevins, K. & Howard, C. (2018). Game Mechanics and Why They Are Employed: What We
know About Gamification So Far, Issues and Trends in Educational, 6(1), 1-21.

DeShutter, B. & Abeele, V. (2014). Gradequest-Evaluating the Impact of Using Game Design
Techniques in an Undergraduate Course. Fort Lauderdale: Foundation of Digital
Games, Society for the Advancement of the Science of Digital Games.

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From Game Design Elements to
Gamefulness: Defining Gamification. In: Proceedings of the 15th International
Academic MindTrek Conference: Envisioning Future Media Environments (pp. 9-15).

Dicheva, D. et al (2015). Gamification in Education: A Systematic Mapping Study, Journal of
Educational Technology & Society, 18(3), 75.

Faiella, F. & Ricciardi, M. (2015). Gamification and Learning: A Review of Issues and
Research, Journal of e-Learning and Knowledge Society, 11(3), 1-12.

Hamari, J., Koivisto, J. & Sarsa, H. (2014). Does Gamification Work? A Literature Review of
Empirical Studies on Gamification. Hawaii International Conference on System
Sciences, 3025-3034.

Holman, C., Aguilar, S., & Fishman, B. (2013). GradeCraft: What Can We Learn From a
Game-inspired Learning Management System? Proceedings of the Third International
Conference on Learning Analytics and Knowledge, 260-264.

Kim, A. J. (2000). Community building on the web: Secret strategies for successful online
communities. Berkeley: Addison-Wesley Longman Publishing Co., Inc.

Kapp, K. M. (2012). The gamification of learning and instruction: game-based methods and
strategies for training and education. Bloomsburg: John Wiley & Sons.

34


http://nbuv.gov.ua/UJRN/apgnd_2015_11_45

3eneHcbka Jl. O., KosiHbko K. B. elimihikauist sk MemoO HagYaHHS
3006yeauyie suwoi oceimu aHanilicbkoi MogU

Landers, R. N. & Callan R. (2011). Casual Social Games as Serious Games: The Psychology
of Gamification in Undergraduate Education and Employee Training. In: Serious
Games and Edutainment Applications (pp. 399-423), Publisher: Springer, London.

Mak, H. W. (2013). The Gamification of College Lectures at the University of Michigan,
Gamification Corporation, 8, 2-13.

Seaborn, K. & Fels, D. (2015). Gamification in Theory and Action: A Survey, International
Journal of Human-Computer Studies, 74, 14-31.

Zichermann, G. & Linder,J. (2010). Game-based marketing: inspire customer loyalty
through rewards, challenges, and contests. New Jersey: John Wiley & Sons.

BigomocTi npo aBTopiB

Zlenskaya Ludmila

Doctor of Pedagogical Sciences,
Associate Professor, Professor of

General Pedagogy and High School
Pedagogy Department of H. S. Skovoroda

3eaenchka Jlroamuia JIMutpiBHa
JIoKTOp TearoriyHux Hayk,

npodecop kadeapu 3araabHOl IeAaroriku
Ta TIeIaroTiKU BHUIOT ITKOJIA
XapKiBCHKOTO HaI[iOHAIBHOTO

NeIaroriyHOrO YHIBEPCUTETY

imeni I'. C. CkoBopoau

Kab. 315-B Byn. BasienTuHiBCEKa, 2,
XapkiB, Ykpaina 61168

Ten. +38(096) 352 03 08

ORCID ID
https://orcid.org/0000-0002-3324-5173
e-mail: zelenskaya ludmila@ukr.net

Kosinbko Kapina BaJsiepiiBna
Buxnanau kadeapu aHICbKOT MOBH
XapKiBCHKOTO HAI[IOHAIBHOTO
yHiBepcurety iMeH1 B.H. Kapasina
Kab6. 10-10 m1. CBoboau, 4, 61022
XapkiB, YkpaiHa,

Ten. +38 (096) 040 40 37

ORCID ID
https://orcid.org/0000-0002-4082-9660

Kharkiv National Pedagogical University
Room 315-B, 2, Valentynivska Str,
Kharkiv, Ukraine 61168

Tel. +38(096) 352 03 08

ORCID ID
https://orcid.org/0000-0002-3324-5173
e-mail: zelenskaya ludmila@ukr.net

Kovinko Karina

Lecturer of the English language
department of V. N. Karazin Kharkiv
National University

Room 10-10, Svobody Square, 4,
Kharkiv, Ukraine, 61022

Phone: +38 (096) 040 40 37

ORCID ID
https://orcid.org/0000-0002-4082-9660

e-mail: kovinkokarina2010@gmail.com

35

e-mail: kovinkokarina2010@gmail.com



https://orcid.org/0000-0002-3324-5173
mailto:zelenskaya_ludmila@ukr.net
https://orcid.org/0000-0002-3324-5173
mailto:zelenskaya_ludmila@ukr.net
https://orcid.org/0000-0002-4082-9660
mailto:kovinkokarina2010@gmail.com
https://orcid.org/0000-0002-4082-9660
mailto:kovinkokarina2010@gmail.com

