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Ceimaana Bonox

BUKOPHUCTAHHS ITPOBUX TEXHOJIOI'TA HA MPAKTUYHUX
SAHATTSAX 3 AHIVIIMCBKOI MOBHU VY 3AKJAJAX BHIIIOI OCBITH

VY cTarTi BUCBITIIEHO MHUTAHHS 3aCTOCYBAHHS IrPOBHX TEXHOJIOTIH y HaBUaHHI aHTITIHCHKOT
MOBH Y 3aKJa/laX BHIIOI OCBITH, 3iCTABICHO TPAIHIIHHI MiAXOJM HaBUYAHHS Ta irpOBi TEXHOJOTII.
JlocnipkeHo CYTHICTh MOHSTTS reiMigikaiiii B OCBITHBOMY IpOIIeCi, BU3HAUYEHO ii MepeBaru Ta
HEJIOJIKM TOPIBHAHO 3 TPAIUIIHHUMHU METOJaMH HaBYAaHHS, HAaBEACHO NPUKIAIN 3aCTOCYBAaHHS
reiimidikarii B OCBITI. 3aBIaHHSAM CTaTTI € CIPUSHHS PO3BUTKY HOBHUX, IPOIPECUBHUX MIIXOIB JI0
HaBYAHHS Ta PO3UIMPEHHS BUKOPUCTAHHA iX i 9ac MPAaKTUYHUX 3aHATH 3 AHTIIIHCHKOI MOBH Yy
BHIIINA TTKOJI. Y JOCHIIPKEHHI 3aCTOCOBAHO OIMMCOBUM 1 3ICTABHUM METOIH, a TAaKOX MPOILETYPY
kiacudikauii 1yt aHai3y aBHINa reiimigikanii Ta BU3HaU€HHS 11 OCHOBHUX PHC.

Ha cydacHomy erami tpamuiiiiai (GopMu Ta METOAM HAaBYaHHSA JIHCHO CTAalOTh MEHII
e(peKTHBHIMHU CEpejl MOJIOJI Yepe3 Te, IO BOHM MaroTh HU3bKY MOTHBAIlIO 10 HAaBYaHHSA Ta
MOBCSIKJICHHE JKUTTSA IEpEeHACHYeHE BHUKOPUCTAHHSIM €NEeKTPOHHUX TrapkeTiB. ToMmy ogHUM 13
3aco0iB MOKpaIIeHHs HaBYaHHS € BUKOPUCTAHHS ITPOBUX TEXHOJIOTIH abo “reimidikaris”’, Digital
Game Based Learning (DGBL) — naB4aHHs 11i/1 4ac IKOTO BUKOPUCTOBYIOTHCS KOMIT FOTEPHI IrpH.

OcHOBHMMH TIepeBaramMu revmidikaiiii € MOTHBAIlIS CTYIEHTIB, 3AIY9CHHs 1X J0 aKTHBHOI
JISUTBHOCTI, 3alPOBA/KEHHS €JIEMEHTY 3MaraHHs, 3a0XOYE€HHS, JOKJIaJaHHA OUIbLINX 3yCHUIIb 0
HAaBYaHHS Ta KOHIIGHTpAlii yBaru, MOJINIIEHHS aTMocepu Ha 3aHATTI. Bukopucrtanhs
reiMidikaiii MoxiauBe 0e3 1HPOPMAIIHHUX TEXHOJIOTIH, aje BUKOPUCTAHHS KOMIT FOTEPHHUX Irop
a00 OHJIAiH KOMITOHEHTY 30araTUTh HaBYAJIbHI I'pU Ta IiJIe HA KOPUCTh MIATOTOBI (haxiBIIiB.
TpynHomamu 3anmpoBa/pkeHHs reiMidikaiii B HaBYaJbHUN IMPOILIEC BU3HAUEHO TPYIOMICTKICTh
MJTOTOBKM HAaBYAJBbHHMX 3aBJlaHb, HEOOXIIHICTP BUKOPUCTAHHS TEXHIYHUX 3ac00iB, MOXKIJIHBI
ckianHoi y BukopuctanHi T3H Ha 3aHATTAX 1 KOMIT IOTepHA I'PaMOTHICTh BUKJIA[aviB.

B Vkpaini reiimiikaiiiss He € HOMKUPEHOIO, MIPOTE, 3 OIJISIAY HA Al TIepeBar y MOPIiBHIHHI
TPaIULIMHUMU MiIX0JaMHU, MOXe OyTH MOCTYIOBO BIPOBA/KEHOIO B OCBITHIM MpOIEC 3 METOIO
OCYYacHEHHsl BUKIaJaHHA iHO3eMHHX MOB y 3BO Vkpainu. [lpuknamamu BUKOPUCTaHHS IrpOBUX
TEXHOJIOTI y HaBYaHHI € iHTepHeT-cepBicu 1 ocBitHi mmardopmu. Duolingo - me cepsic s
CaMOCTIHHOTO BUBYEHHS 1HO3€MHOT MOBH, SIKMI pa3oM 3 TUM HaJa€ MOCIYry HOro BUKOPUCTaHHS Y
HaBUAIBHUX 3akiagax. Edmodo ta Kahoot € naBwanbHuME matdopMaMu Ha OCHOBI irop, fKi
MO>KJIMBO BUKOPHCTOBYBATH Ha 3aHATTSAX IHO3EMHOI MOBH.

Ieiimidikariss 1onmoMarae e()eKTUBHO HABYaTH, MOTHBYE CIIBIPAIO 1 B3aEMOJII0 MK

yJaCHMKaMH, aje CIiJ mam’aTaTH, 1[0 BUKOPUCTaHH IrpoBUX TexHousoTil y 3BO — 1e He po3Bara i



He 3aMiHa BUKJIagada. ['elimidikaliis OCBITHBOTO MPOIECY, HA JYMKY aBTOPA, y MEBHUX BHUIIAKaX €
OUIbII eEeKTUBHOIO Yy HAaBYAHHI CY4YaCHUX CTYAEHTIB MOPIBHSHO 3 TPAAUIIIHHUMH METOJaMH 1
BJAJIO JOMOBHIOE iX. 3 OIJISIy HA II€ BaXJIMBUM € BIIPOBA/PKEHHS NOMipHOT reimidikamii y
HaBYAJIBHUIA TIpo1iec B YKpaiHi 3 ypaxyBaHHSIM YCiX IepeBar i TpyIHOIIIB peasi3allii IbOoTo SBHIIA.

Karouosi cioBa: reiimidikaiis, irpoBi TeXHOJIOTIi, rpa, irpoBa AiSIBHICTH, TeWMi(iKkaris

OCBITH.

Beryn. 3 BHHHMKHEHHSM TEPIIUX YHIBEPCHUTETIB OCBiTa CTajga BaKIMBOIO
cheporo ICHYBaHHS JIIOJICBKOTO CyCHUIbCTBA. HalromoBHIINIOW METO OCBITH OYJIO 1
3aJIMIIA€ThCSl 3a0e3MeueHHs HaBuYaHHA Ha BHCOKOMY piBHL. Y XXI cropiuui
BII0OYBAIOTHCS HEMMOBIPHI 3MIHU B yCiX cdepax JIIOJACHKOT0 KUTTS, 1 IEBHUM YHHOM
IIE CTOCYEThCS CydYacHOI OCBITH 1 TexHoJorii HaBuaHHs. CydyacHa MOJOJb
HapoJWIacsd y Mepiod, Y SKOMY IaHYIOTh IHTEPAaKTHUBHI TEXHOJIOTil, HaNpHUKIa,
cMapTPOHHM, KOMIT' FOTEpH Ta iHINI cydacHl mpucTtpoi. Ha HMX BOHHM BHWTpayaroTh
CBIM BUILHUM dYac, mnepeOyBalodud B IHTEPAKTUBHO-ITPOBOMY CEPEIOBHIII, TOMY
3acTapili METOAM HAaBYAaHHS HE BUKIMKAIOTH Y HHUX 3allIKaBJICHOCTI Ta 1HTEpecy 10
HaBYaJIbHOrO Tmporecy. OTxe, BIPOBAIKEHHS CYYaCHHX OCBITHIX TEXHOJIOTIH Y
HaBYAHHS € YK€ BAXJIMBUM 1 aKTyaJlbHUM MUTAHHSAM JUIsl 3aJy4€HHSI CTYAEHTIB 10
aKTUBHOTO HABYaHHS Ta MIJBHUINCHHS MOTHBAIlil, SKOCTI Ta MalOyTHBOT'O PO3BHUTKY
CUCTEMHU BHUIIIOT OCBITH B YKpaiHi.

[Tpobnemi BukopucTaHHs 1HGOPMAIIMHO-KOMYHIKAIIIHHUX TEXHOJIOT1H B OCBIT1
npucBsiueHi pobotu HaykoBiiB B.IO. bukosa, C.A. PakoBa, O.B. CniBakoBChKOTO,
P.C. T'ypeBuua Ta iH. CydacHi OCBITHI MIXOIM JOCHIKYBJIA Yy CBOiX poOoTax
M. Jleeun, H.B. Mopze, A.b. Kavapsn ta iH. [luTaHHS BHKOPUCTAHHS
KOMIT' FOTEPHUX Irop B OCBITHIX IUIAX gociikeHo A.M. bepmancekum ta E.E. SIHKO
[9, ¢.113-123]. HocniypkeHHS HAYKOBIIB BKa3ylOTh Ha Te, IO IrpH MaroTh
MO3UTUBHUM BIUIMB Ha HAIlle >KUTTS, CTBOPIOIOTH ONTHUMI3M 1 JIONUTIUBICTH Ta
MOCHITIOIOTH COIliaJIbHI BITHOCHHH.

I'pa € omHuM 13 HAWJABHINIMX METOJIIB HaBYaAHHSA 4epe3 Te, IO JIOJMUHA 3
PAHHBOI'O IUTHUHCTBA MOYMHAE JOCHIIKYBAaTH HABKOJIMIIIHIN CBIT 3 Irop Ta irpamiok.

I'pa no3BoJisie IOAMHI aKTyalli3yBaTh HaOyTl 3HaHHS, TEHEpyBaTH HOBI 17€i,



npuiimMaTi Ha cebe HOBI poJii 0€3 pU3MKYy Ul Hei, Jonomarae miAroTyBaTHCS 10
peaniit npodeciitHoro xkutta. Came TOMy IrpOB1 METOIM 3aCBOEHHS 3HAHb € OJTHUM 13
Halle(DeKTUBHIIUX CIIOCOOIB y BUBYEHHI Ta 3aCBOEHHI HOBOI 1H(pOpMAIIii.

AHani3 OCTaHHIX JOCHIIPKEHb Ta HAyKOBUX MyOJIKalid 3 MUTaHHS
3aCTOCYBaHHS ITPOBUX TEXHOJIOT1H B OCBITHBOMY MPOCTOPI BU3HAYMB aKTyali3alliio
HAYKOBISIMH HOBOTO HAIpsIMy, IO MOKe OyTH MpEeACTaBICHUM SIK Cy4acHHH cIocio
30araueHHsi ocBiTHROro mporecy. Y mnpamsx K. Bep6ax, JI. Xantep, HO.Yoro,
I'.3ixepmann, A.Kner neii HanpsM mo3HavyeHMi sk reimidikaris [1, ¢.129-135].

Ha ngymky T'eitba 3ixepmanHa, reiimiikariss — 1e 3aJy4eHHsS TEXHOJIOTIH 1
ITPOBUX «MEXaHIK» Ta MOTHBAIIiSl JIIOJEH 3a JOMOMOTM BUKOPUCTaHHS BHYTPILIHIX
ctumyiiB. BiH BBaxae, 1mo Oyab-sika JISUIBHICTH Ma€ OyTH BHHAropoJKEHOI0 Ta B
IpoIieci IpH YYaCHUKH MalOTh OTpUMAaTH TeBHUM ctaTyc [19].

K. Bep0Oax akieHTye Ha MOTHBAIIiHIM (YHKIIII, SIKa JOMOMarae akTUBI3yBaTH
maisutbHiCT JroguHu [16]. J{oTpumyrounch miel mymku, J[.XaHTep 3ayBaxye, M0
reiMiikariss 103BOJISE BUKOPHUCTOBYBATH KOMIIOHEHTH TPU JIJII MOTHBAIlI] JIFOACH
[16]. Takumu KOMIIOHEHTAMH MOXYTh OyTH IOJAPYHKH, MPOOHUKH, OEHIKUKH
TOIIIO.

VY cydacHiif MeTOuIIl BUKJIAQJIaHHS 1HO3EMHUX MOB y BHIIINA IIKOJI B YKpaiHi
TEpMiH rermMidikallis Mai>ke He 3raayeTbCs 1 € HOBUM MOHSTTSAM JJIsI BUKJIAQIAadiB
1HO3eMHUX MOB, XOya Yy BHKJIQJaHHI MOB Yy CBITI HaBYajbHI IrPpU BXKeE
BUKOPUCTOBYIOTBCA JAECATHPIUYsIMU. MoOKHaA 3pOOUTH TPUITYHICHHS, IO TOHSTTS
reiMidikarii BUKJIMKae acorialiii, oB’sa3aHi 3 KOMIT FOTEPHUMH IrpamMu, a BUKJIagadi
1HO3€MHHUX MOB, MAlOYM BEJIMKUN apceHa] MOBHHUX irop, ocoOJWBO HE MOTpeOyBaiu
3aiydeHHs iHGOpMaIIfHIX TEXHOJIOT1H Yy HaBuansHu# nporec. [Ipore, mo-nepie, Mmu
HE MOXXEMO CTBEp/UKyBaTH, [0 Teimidikalis HeMoxiauBa 0e3 iHdopMamiitHuX
TexHojorii. [lo-apyre, BUKOpUCTaHHS KOMIT IOTEPHHUX irop abo OHJIAH KOMIIOHEHTY
TUIbKM 30araTWTh BUINE3rajaHi HaBYAJbHI ITpH Ta ITiJiec HA KOPHUCTH MiATOTOBII

daxisuis [17].



Ha namy nymky, moHSATTS reimidikanii HeOOXiTHO 3alpOBaAUTH B METOAUKY
BUKJIaJaHHs 1HO3eMHUX MOB y 3BO mns Toro, mo0 «iTh B HOTY 3 4YacoMm» Ta
BIJIMOB1IATH BUMOTaM CY4acCHO1 OCBITH.

Mema cmammi — pO3KpPUTU CYTHICTb MOHATTA ‘“‘reimidikaiis’”, 3’scyBaTu ii
nepeBaru Ta HeJOJIIKM, TOPIBHATH TPaAuLIAHI MIIX0IM HABUYAaHHA Ta reimidikaiio,
PO3IJIIHYTH MPUKIAIA BUKOPUCTaHHS Telmidikailii y HaBYaHHI Ta JOCIIIUTH CTaH
reiimidgikanii B VYkpaiHi. 3aBJaHHSAM CTAaTTI € CHOPUSHHS PO3BUTKY HOBHX,
NPOTPECUBHUX MiAXOMIB 1O HAaBYaHHS Ta PO3IIMPEHHS BUKOPUCTAHHS iX MiJ dac
NPAKTUYHHUX 3aHATH 3 AHIVIIMCHKOT MOBH Y BHILINA IKOJI.

MeToau Ta METOAUKHU TOCTiZKeHHsI. Y JOCITIKCHH] 3aCTOCOBAHO OTMCOBUMN
1 3ICTaBHUH METOIM, a TaKOXK TMpoueaypy Kkinacudikamii aus aHamizy sBHIIA
reiimidikailii Ta BU3BHa4YE€HHA 11 OCHOBHUX PHC.

PesyabTaTH Ta auckycii. SBume “reimidikamis” (gamification), Too6TO
BUKOPHUCTAHHS ITPOBUX IIPAKTHUK Ta MEXaHI3MIB y HEIIPOBOMY KOHTEKCTI IS
3aJIydeHHs YYaCHUKIB 70 PO3B'si3aHHS MpoOJiieM y pi3HUX cdepax KUTTENSUIBHOCTI
JOMUHU, SK OAHE 3 HaledeKTUBHIMMX IS MIIABUILIEHHA pe3yJIbTaTHBHOCTI
HaBYaHHs, HE € HOBUM [13, ¢.9-15].

Onna 13 mepmmx 3rajoK BUKOPHUCTAHHS €JIIEMEHTIB Teimidikairii maroBaHa
1896 poxom. Kommanis Sperry & Hutchinson Bumyctuia crerianbai Mapku (S&H
Green Stamp), sAKi BUAABAJIMCh TMOKYIIIAM pO3JAPIOHUX MaraswHiB, aBTO3AIpPaBOK
Tomo. 3i0paHi MapKu BKJICIOBAJIUChH Y CIHEMIANbHUNA anb0oM. Y MOJaNbIIOMy iX
MOJKHa OyJ10 OOMIHIOBAaTH Ha I[iHHI TIOJapyHKH [5].

Lle#t meTon 3amydeHHS KITIEHTIB CTAaB MOMYJISAPHUAM 1 WOrO MEPEWHSIIA 1HIII
kommaHnii. Ame y XXI cropiuui meid Meron HaOpaB HOBHUX (GOpPM 1 IIUPOKOTO
PO3TOBCIOJDKEHHSI 3aBIIKH OprTaHChKOMY po3poOHuKy Bifeoirp Hiky Ileminary (Nick
Pelling), swmii 2002 poky 3acTocyBaB IIed TEpMiH M dYac pPO3POOKH
KOpHUCTYBaIbKoro inrepdeticy. Ile crago ocHOBOIO CTBOpeHHs pyxy Serious Games
Initiative, cyTh skoro mosisrana B ToMy, o0 00’€THATH MiIPUEMCTBA, SIKi IIAPOKO

BUKOPHUCTOBYBAJIM IFPOB1 METOM J1JIsl HABYAHHSI CBOIX CIIBPOOITHUKIB.



2010 poky imest reimidikaiii Oyna mpeacTaBlieHa Cy4acHId CHUIBHOTI Ta
IHTErpoBaHa y pi3HOMaHITHI O13Hec-cTpyKTypu. Y kBiTHI 2011 poky OyB 3poOiieHui
nporHo3, mo g0 2015 poky Ounbmie HiK 50 BIICOTKIB oOprasizauid OyayTh
reiimidikyBaTH IHHOBAIIMHI MPOIECH, PUHOK Tehmidikarii csrae $15 mupa i BoHa
Oyze MaTu Miciie B yCix cepax JroAChKOT TisJIbHOCTI, 30KpeMa B OCBiTi. [6]

2012 poky Ha ocBiTHIM miargopmi Coursera Oyno pa3nmoyaTro HaBYAIbHUI
kypc Kesina Bepbaxa “Gamification”. 3aBasku #HOro BiJICOJICKIISIM MUIBHOHH
KOPUCTYBAYiB 3aJTy4HIIACS JI0 IIbOTO Kypcy [18].

Sk 6auumo, 3anpoBaIKEHHSI IPOBUX TEXHOJOT1H Moyanocs 31 chepu 6i3Hecy 1
ni3Hime Oyso 3amo3uueHo Buioro mikosor. Illaneny nmomymnsipHicTh reimidikaris
3nobyna 2010 poky 3aBAsSKM  OTpUMaHUM  pe3ysibTaraMm, sSIKI  HA0YHO
POJEMOHCTPYBaIN i €PEKTUBHICTh, 1 BOHA Oyja 3alpoBa/KeHa Ta IMpe/ICTaBlICHa
CHUTBHOTI.

Kapn Kannm wanmae nHavmmpine BuU3Ha4YeHHs Teimidikamii. Bin BBaxkae, 1o
reiMiikaris — 1me “BUKOPUCTAHHS ITPOBUX MEXaHIK, €CTETHKA Ta IrpOBE MHUCIICHHSI,
mo6 3ajayyaTd JtoJel, MOTHBYBATH [ii, CHOPHUITH HABYAHHIO Ta BUPINIYBaTH
npobnemu” [8, ¢.10].

Ha cygacnomy etami Tpaguiliifai ¢opMu Ta METOAY HAaBUAHHS JINCHO CTalOTh
MeHII e()eKTUBHUMH CepeJl MOJIOJI1 Yepe3 Te, 10 BOHU MAaOTh HU3bKY MOTHBAIIIIO 70
HaBYaHHS Ta TOBCSKICHHE >KHUTTS TIEPEHACHYCHE BHUKOPHUCTAHHSM EJIECKTPOHHHX
rajpkeTiB. ToMy oHUM 13 3ac001B TOKpAIleHHS! HABYAHHS € BUKOPUCTAHHS ITPOBUX
TeXHOJIOTiH abo “reimidikamis’, Digital Game Based Learning (DGBL) — naBuanus
MiJ] 9ac SKOTO BUKOPUCTOBYIOTHCS KOMIT FOTEPHI irpH.

VY HayKOBO-NIOBIKOBIiH JiTepaTypi, Hampukiaj, y “Bemukomy ToymadHomy
CJIOBHUKY” TIiJ MOHATTAM “‘Tpa” pO3yMIE€ThCS MIAMOPSAKOBAHE CYKYMHOCT TIPAaBUII,
pHUIiOMiB a00 OCHOBAaHE Ha IMEBHUX YMOBax 3aHATTS [2, ¢. 257]. YV rpi OepyTh y4acTh
nBi ab0 OinbIle CTOPiH, SKI BeIyTh OOpOTHOY 3a peanizailito cBoix iHTepeciB. KoxxHa
31 CTOPIH Ma€ CBOIO METY 1 BUKOPUCTOBYE MEBHY TAKTUKY I'PH, sIKa BEJI€ 10 MEPEMOTHU

a0o0 70 mporpaiiry 3aJIeXKHO BiJl MOBEAIHKH 1HIITUX TPaBIIIB.



[eiimidikariss Oyna mochigkeHa y IEKIIbKOX IapuHaxX, cepell IKUX: B3a€MOJISA
3 KJIIEHTaMH, BUKOHAHHS (PI3MYHUX BIpaB, NOBEPHEHHS 1HBECTHI[IM, SIKICTh JTAHUX,
MyHKTYaJIbHICTh Ta HAaBYaHHA. DBUIBLIICTh JOCHIIKEHb 3 IrpoBi3alil MOKa3alu
MO3UTHBHI TEHICHIIIT i revmidikarii [5].

Kesin Bepb6ax, mnpodecop IleHCITBBAHCHKOTO YHIBEPCUTETY, BHU3HAUYUB
reiimigikamnio Sk “BUKOPUCTAHHS €JIEMEHTIB I'PU Ta IFPOBUX TEXHIK Y HEI'POBOMY
KoHTekcTi” [16].

[Tix reiimidikalliero B OCBITI BBaKa€MO 3aCTOCYBAHHS IIPOBHUX TEXHIK, MPAKTUK
Ta Irop 3 OCBITHBOIO METOIO.

Hayxkogeup K. Bepbax 300paxye cTpykTypy reimidikaiii y BUMIISIAL TipamMign

(puc.l).

JIHHAMIKA TPH
[TpHHIHIH po0OTH

KommoHeHTH reAMidikartii

Puc. 1. Cmpyxmypa eeiimigikayii 3a npogecopom K. Bepbaxom

Posrmstnemo  ctpyktypy aetanbHime. [lin  xomnonemmamu  cetimighixayii
PO3yMIIOTh 30BHIIIHI aTpUOyTH, Taki sIK aBaTap, Oanu, piBHI, BIpTyalbHI MPEIMETH,
TAOMMIIl pe3yJbTaTiB, AOCATHEHHS YW BuHaropoau. Jlo npunyunie pobomu
BITHOCATHCS YMHHHKH, 1[0 MOTHUBYIOTH TPaBI TPOJOBXKYBATH TPy, HMPOCYBATHCS
Briepe. [HImMMU croBamu, 1€ MpaBuiia, 3MaraHHs, CTOCYHKH 3 TTAPTHEPOM 10 TPl Ta
3BOPOTHIN 3B'I30K. Jluwamixa epu (3 Tper. -dynamixos- Toid, mo Mae
cwry, oT dunamis - cuira) — 1ie 0JIHa 3 XapaKTePUCTHUK irpoBoro mporecy. OnucaTH ii
MOXJIMBO SIK KUTBKICTh L1KABUX MOJI1M 32 OJMHUINIO Yacy a00 CIOKETHUM BIAPI3OK.

OCHOBHUMHM aclieKTamMu reimidikarii €:

- OUHAMIKa — BUKOPUCTAHHS CIOXKETIB Ta CLIEHapiiB I'pH;



- Mmexanika — HaO1p 0a30BUX N1, TAKUX K KUJKHU KyOUKIB, pyX (IIIOK,
BUTATYBAaHHS KapT; HOBI I'POBI MEXaHIKH 3'SIBISIOTHCS BKpal piako;

- ecmemuka — Kpaca, XyJ0KHICTb, 3arajibHe BpaXKEHHS, 1110 CIIPaBIISIE Ipa;

- coyianbHa 83aEmMo0isi — B3aEMO/Iisl MK MapTHEPaMU T'PH;

OCHOBHI TepMiHH, SIKI BUKOPUCTOBYIOTh Y T€Mi(IKOBAHOMY CEPEIOBUIIL:

- epasyi — y4aCHUKHU T'PH;

- 0ii' — CYKyMHICTh BUMHKIB TPABIIIB JIJIsl TOCSATHEHHS 111,

- pieni maticmepHocmi — CTYIHb SIKOCTI1, BEJIMYMHA Ta 1H., JOCITHYTI Y
poIIeCi IrpOBOi MISUIBHOCTI,

- Momuseayisi — CyKyInHICTh MOTHUBIB, TOKa31B JJIsl OOIPYHTYBaHHS YOrOCh.

XapaKTepHI/IMI/I O3HAKaMM I'pH €:

IpaBuIIa, K1 BIAOMI YCIM YYaCHUKaM;

- y rpi OepyTh y4acTh JIeKiIbKa I'PaBIIiB;

- MOBEIIHKA KOKHOTO 3 YYACHUKIB HEB1IOMa, OCKIJIbKH KOKEH 3 HUX Ma€
JeK1IbKa BapiaHTIB JiH;

- IHTEpECH TPABIIIB MOXKYTb 30iraTucst abo pi3HUTHUCS,

- pe3yIbTaT TPU 3aJICKHUTh B/l CIIUTBHUX 3YCUIIb YCIX YYACHHUKIB.

3BiCHO, [0 KOXHHH 3 miaxoAiB (refimidikaris 3 ogHOro OOKY, TpamuIliiiHe

HaBYaHHS — 3 IHIIOT0) Ma€ CBOI IepeBaru Ta HEeIOJIKH. PO3IIsTHEMO Ta MOPIBHAEMO

1X.

IlepeBaru mpaouyiiino2o nioxooy HAGYAHMHSL:

1) ocoOwucTe CIUIKYBaHHS MK BUKJIaJa4ueM Ta CTYJACHTOM;

2) mepemada Ta 3aCBOEHHS BEJIMKOTO 00csTy iH(pOpMAIIil y CTHCIOMY BUTJISII;

3) MDKOCOOHMCTICHA B3aEMOJIiS 3 IHIIMMHY CTYICHTAMH B TPYITi Ta KOHTPOJIb 3
OOKy BHKJIajaya,

4) oOroBOpEHHS 3 BHKJIaJJaueM HE3pO3yMIJIOTO MaTepiairy.

[lepeBaru ecetimighixayii:

1) BHKOPHCTaHHS TUCTAHIIIHOT (hOPMH HABYAHHS,

2) MOXIJIMBICTh BUKOPUCTAHHS PI3HUX MYJIBTUMEIIHHUX 3aC00IB Ta Cy4acHUX

TEXHOJIOT'1H;



3) PO3KPUTTS TBOPUMX 3TIOHOCTEH JIIOJUHU, TIOCUJICHHS KPEaTUBHOTO
MUCJICHHSI Ta CAMOKOHTPOJTIO;
4) 301BIICHHS 3aI[iKaBJICHOCTI 10 HABYAHHS Yepe3 I[IKaBe BUKIIAJCHHS
Marepiaiy, 10 JoIoMarae miBUIIUTH CTYIIHb 3aCBOEHHS MaTepiay.
Henoniku mpaouyiiinoco nioxooy naguanus:
1) HaBYaNbHI MaTepiaau CTaHAAPTH30BaHI, a I1¢ HE JA€ MOKIIUBICTh
PO3BHUBATHUCSA 310HOCTSIM CTY/ICHTIB,;
2) TOJIOBHA yBara MpUIUISEThCS 3amaM’ SITOBYBaHHIO iHGOpMaIlii , a He
MUCJICHHIO Ta JIOTIYHOMY OOMIPKOBYBaHHIO;
3) 3Ha4HA KUIBKICTh Yacy MPUALUISETHCS OTPUMAHHIO HOBOT 1H(pOpMaIlii, a He
3aKpIMICHHIO 1i HA MPaKTHIIL.
Henomniku eetimighixayii':
1) nedinuT y COUIKYBaHHI i1 YaC HaBYaHHS,
2) IMOBIPHICTH HEMPABUIBLHOTO PO3YMIHHS TEMU,;
3) mkoma A 3M0pOB’S B pe3yabTaTi 30UIBIICHHS MPOBEICHOTO Yacy 3a
KOMIIT I0TEPOM,;
4) MOxJTMBI 3001 11 9ac pOOOTH 3 €IEKTPOHHUMH IIPUCTPOSIMHU;
5) BukIamayi HOTPeOyIOTH CIEMiaabHOT M ATOTOBKU ISl ONlaHYBaHHS
€JICKTPOHHUMH IFPOBUMH TEXHOJIOT1SIMU.
Orxe, reimidikailis, K Oyap-SKUH I1HIIMH METOJ, Ma€ CBOI IepeBaru Ta
HEJIOJTIKH.
l'onoBHa mepeBara reiimidikarlii B ToOMy, 10 HOBa iH(pOpMAaIlis HAJAETHCS
MOCTYIIOBO, 3HAHHS 3aKPIIIIIOITHCS B IrpoBiil (opmi, Micast TOTO, SIK 3HAHHA
3aKpiUIeH] Ta BUBYECHUN MaTepiall BiampalbOBaHUM, BiIOYBA€ThCS MEpPEXia J0 HOBOT
temu. lle 3HAYHO MIABUINYE SKICTh 3HaHb Ta PE3yJbTATUBHICTh HABYAIBHOTO
IporLecy.
OpHi€r0o 3 TO3UTHUBHUX CTOpPIH redMidikamii € Te, MmO aKTHBI3YIOTHCS
KOMYHIKQTHBHI ~ SIKOCTI Ta HABUYKM CTYJIEHTIB JO KOMaHJHOI po0OoTH,

CaMOJIMCITMIUIIHM ~ Ta caMoopraHizaiii. Y mpolieci BHUKOHAHHS 3aBAaHb 3pPOCTa€



3alliKaBJICHICTh Ta a3apT, I€ MiABUINYE MOTHBAIIO CTyJEHTa JO BHBYCHHS
IUCLUILIIHU.

[lin d4ac 1irpoBoi [IBHOCTI CTYACHTH HE  BIIYYBalOTh  BEIUKOI
BIIMOBINAJIBHOCTI 200  TMCHUXOJOTIYHOTO  THUCKY, 3HAHHA 3aCBOIOIOTBCA Y
HEHaB’sI3NUBiN HopMi.

OTtxe, 3acTocyBaHHA reimigikanii B ocBiTHhOMY mpoueci 3BO He BUKIHKaEe
CYMHIBIB 1 Ma€ IIUIMHA psJ MepeBar, 1mo: 1) MOTUBYIOTh CTYACHTIB; 2) 3a1y4aroTh iX
0 aKTUBHOI JisTIBHOCTI; 3) 3MYIIYIOTh OUIbIIE  KOHIEHTpyBaTuCs; 4)
3alpPOBA/KYIOTh CJIEMEHT 3MaraHHs; 5) 3a0X0UyIOTh JOKJIAJATH OUIbIIE 3YCHIb 0
HaBuaHHs; 6) JJONOMararTh CKOHIIEHTPYBATUCS TEBHUW Yac Ha IbOMY BHII
TISUTBHOCTI; /) MOMINIIYIOTh aTMocdepy Ha 3aHATTi. TakuM 4YuUHOM, SIK Oauyumo,
reiimidikaiiss BIAITpa€ BAXKIUBY pOJb 1 TOKpallye pe3yiabTaTH HaBUYaJIbHOT
JUSITTBHOCTI CTY/ICHTIB.

3anpoBa/pkeHHS TeiMidikallii Mae 6araTo MO3UTUBHUX CTOPIH, ajie ICHYIOTH 1
TPYIHOILI BUKOPUCTAHHS 1IbOT'O METOY Y HaBYAIBLHOMY ITPOLIECI.

OckiTbKM 4Yac, MPOBEACHHUI 3a KOMII IOTEPOM, 30UIBIIYETHCS, MOCHIIOETHCS
HEraTUBHUI BIUJIMB Ha OpPraHi3M MOJIOAOI JIIOJAMHM, 30KpeMa Ha 3ip Ta IMOCTaBy.
[TinroToBKa 3aBHaHb CTa€ TPYAOMICTKHM IPOIECOM 1 MOTpedye BUKOPUCTAHHS
cienupiYHUX TEXHIYHUX 3aco0iB Ta KOMIT FOTEPHOI TPAMOTHOCTI BHKJIAJIAdiB.
Haiimenmri TexHigHi 3001 3 TeXHIYHOTO OOKY (BIACYTHICTH €JIEKTPOIIOCTAYaHHS YU
[HTEepHETY) YHEMOKIIUBIIIOIOTH POBEACHHS 3aHSATTS.

3 orsiAy Ha MUPOKY MPAKTUKY 3aCTOCYBAHHS TeMMIi(iKailii y CBiTi, BAKJIUBUM
€ po3riAn craHy reimidikamii B YKpaiHi I aKTUBHOTO BIPOBAKEHHS I[HOTO
Cy4aCHOTO METOJy Y HaBYaHHS 1HO3EMHUM MOBaM yKpaiHCHKHUX Y4HIB, CTYJICHTIB Ta
JOPOCIIHX.

3akon Ykpaimm “IIpo Bumry ocBity” y crarti 3 3a3Hayae, IO JAep’KaBHA
MOJIITHKA Y cepl BUIOT OCBITH peai3ye€ThCsl 3aBIASKH “pO3MIMPEHHIO MOMKJIMBOCTEH
JIs1 3M100yTTS BUIIOT OCBITH [7] , ajne BBEJICHHS ITPOBUX TEXHOJIOTIH Y HaBYAIBHUM

npoiiec He HaOyJI0 MKUPOKOTro MOMUPEHHs Ta odiliiiHoro 3anpoBamxeHHs. Cuctema



BUIIOT OCBITH B YKpaiHl € TOCUTh KOHCEPBATUBHOIO 1 3MIHU NOTPEOYIOTh KPOMITKO1
poOOTH Ta TPUBAJIOTO MEPIOAY Yacy Ha 3aIpOBAKEHHS.

[IpuknaaoM yCHilIHOro 3aCTOCYBAaHHS reMidikaiii y HaBYalIbHOMY IPOLIEC B
VkpaiHi € mepemora BuUuTEeNbKHM aHrJiMcbkoi mMoBu 3 KipoBorpanma Maprapuru
Kamoxxnoi y Hominauii “I'eiimigikaiis” nHa MibkHapoaHoMy KoHkypcei “Microsoft E2
— Educator Exchange” y bynanemti 2016 pokxy. Komanna Mapraputu KantoxHoi
CKJafanacs 3 4OTHUPbOX BuMTeNniB 3 Mamnaiisii, Typeuunnu, [lIBeiinapii Ta Ykpainu.
[lepen HrME Oysi0 MOCTABIICHO 3aBAAHHS BHPIINIMTH OJHY 3 aKTyadbHUX MpoOsieM, 3
SKOIO IIOAHS CTHKatThes Bunteni. Komanaa Mapraputu Mana 3HaWTH pIlICHHS, 110
J03BOJIIIO O 3 MEpIIMX XBUJIUH YPOKY OBOJIOAITH YBarok Y4YHIB Ta 3ally4UTH iX J0
pobotu. [[ns BUKOHAHHS 3aBaaHHs Oynia po3pobseHa irpoBa konmemnilis First Five
Minutes (Ilepmi m’siTh XBWJIMH), sIKa CTBOPIOE atMocdepy 3MaraHHs Ta CIIOHYKae
yuHiB 10 HaB4yaHHA [10]. Lle¥ mpukiaz yMOXKIUBIIOE TTOAIBITY MTPAKTHYHY POOOTY 3
PO3pOOJICHHS ITPOBUX 3aBAaHb, 3aME€BHAE Y MOMIIMBOCTI 3aMpPOBAHKEHHS TEXHOJIOT1]
reiiMipikarii B OCBiTHIO 1 HaBYaIBHY NisUThHICTE Y 3BO YkpaiHu.

3Bakaroud Ha TII€BHI TIepeBard IrpoBUX METOMIB HaJa TpPaJAUIIHHUMH,
reiiMipikarlisi B OCBITHBOMY CEpPEIOBHUIII YPI3HOMAHITHIOE TIPOLIEC OMMaHyBaHHS 3HAHb
Ta poOUTh HaBUaHHS edeKTUBHIMMM. [IpuknagamMu BOpoBapKeHHs revmidikailii B
HaBUYaHHS € CEPBICH 1 OCBITHI IIaTGOPMHU, pO3pOOJICH] K IHTEPHET-IHCTPYMEHTH JIJISI
BUBUYEHHS 1HO3€MHOI MOBH.

Duolingo — 1ie cepBic st caMOCTIHHOTO BHBYCHHS 1HO3EMHOI MOBH. YPOKH
noOy0BaH1 HA BUKOPUCTaHHI KapTOK, TeCTax Ta ay/itoBaHHI. KopucTyBadi MOXYTh
KOMEHTYBaTH MaTepiaiid, a TaKoXX 00 €IHYBAaTHCS IJIs CIUJILHOTO BUBUYEHHS MOBH.
EdextuBnicte minxomy JlyonmiHro, 3acHOBAaHOTO Ha aHaji3l CTaTHCTHKH, Oyla
nepeBipeHa CTOPOHHIM JTOCIIPKEHHSIM Ha 3aMoBiIeHHs komiaHii Duolingo 2012 poky
[12]. Mocnimkenns, npoBeaene npodecopamu Mickkoro yHisepcuteTy Hpro-Mopka i
VYuisepcutery IliBmennoi Kapomiam, mokazano, mo 34 roawHW TpPEHYBAaHHA Ha
JlyonmiHTO Mar0Th CTUIBKHM XK HABUYOK YMTAHHS 1 MUCHhMA, CKUIBKU Ja€ MOYATKOBUU
CEMECTPOBHI KypC B aMEpPHUKAHCHKOMY BHIIOMY HaBYAJILHOMY 3aKkjiaai 00’eMoM

6mm3pko 130 roams. [IpoTe mociimKeHHs HE OIIHIOBAJIO PO3MOBHI HABUYKH.



YV JlyonliHro KOpUCTyBaudl MOXYTh NPAKTUKyBaTH BHMBYEHI CJIOBa Ta
OTPUMYBATH HArOpOJIW 3a BUBYCHHHM MaTepiay MiCis KOXHOTO Ypoky. [IpoTsarom
OJIHOTO Kypcy KopucTyBau Moxke BuBYUTH 10 2000 cimiB. Ilicist oBosoaiHHS
HaJIeKHUMM HAaBUUYKAMU HA YPOKAaX BHMJAECThCS BHYTPILIHS irpoBa BalioTa. Il MoxkHa
BUTpayaTH B IrPOBOMY MarasuHi a0o JapyBaTh KOpHUCTyBauaM, SIKI 3aJULINIH
KOpUCHUII KoMeHTap Ha ¢opyMmi. Ha Oyab-skomy piBHI BUBYEHHS MOBH MOXKHA
NPOWMTH TECT HA 3HAHHS MOBH, IICJISI TPOXOJPKEHHS TecTy Oyne BUIAHUN
eneKkTpoHHuM ceptudikar. Tect MOKHA MPOXOIUTH HEOTHOPA30BO.

Omxe, Ha nymky Cetne3 Bypp (Settles Burr), /{yomiHro BHKOPHCTOBYE st
HaBYaHHS ITIAX1J1, 1110 3aCHOBAHUH HAa aHa131 BEJIMKOT KIJIBKOCTI CTATUCTUYHHUX JaHUX
[14]. Ha xkoxHOMYy eTami cuCTeMa 3amaM'siTOBYE SKi TMHTaHHS BUKIMKAIU Y
KOPHUCTYBayiB TPYAHOIII 1 AKI MOMUIKH Oynu 3xa1kicHeHl. [lotim BoHa 00OpoOsisie 111
JaHl 1 BUKOPUCTOBYE iX IS MAlIMHHOTO HAaBYaHHSA. TakuM YHHOM, (OPMYIOTHCS
IHAUBITYaJTbH1 YPOKHU.

Hyoninro Hagae mocayry “JlyodiHro mis KL, sKa JO3BOJISE Ienaroram
BIJICTEKYBATH MPOTPEC CBOIX YUHIB.

Jlyoninro craB mepemokieMm y HowmiHamii “Kpamuii ocBiTHiM cTapram’” Ha
Crunchies 2014 poky i craB HaiOLIbII 3aBaHTa)KyBaHUM [OJAaTKOM y KaTeropii
“Ocsita” B Google Play y 2013 i 2014 pokax. 2015 poky 151 ocBiTHA 1uiatrgopma
Oyna oroJjiomieHa mepeMoxiieM y kareropii “I'pa 1 HaBuanHs™ B HomiHalii “Jlu3aitH
JUTS TTOJTINIICHHS XKUTTS [3].

[HITi TpUKITa M BUKOPUCTaHHS TerMidikarii y HaBuaHHI — 11e cepBicu Edmodo
i Kahoot.

Edmodo — ocBiTHs TexHOJOTIYHA TIaTdopma, MO MPOMOHYE KOMYHIKAIII0,
CHIBIIPAITI0O Ta MOXJIMUBICTh TPEHEPCHKOI pPOOOTHM IS 3aradbHOOCBITHIX KL,
kosemkiB Ta 3BO. Mepexxa Edmodo nmae Bukimamagam 3Mory JUTATHCS BMICTOM,
CTBOPIOBATH TECTH, BIKTOPHHH Ta OMUTYBAHHS, KEPYBATH CIIJIKYBAaHHSM 3 yYHSMH,
CTyJeHTaMH, Kojeramu Ta 6arbkamu. CucreMa OpieHTOBaHA Ha TEAarora, CTyJIeHTH

MOXYTh npueaHaTucs 10 Edmodo TunbKY 1miciis 3ampomieHHs Bukiagadem [4].



Kahoot — 1ie HaBuanbHa mardhopmMa Ha OCHOBI irop, sIKy BUKOPHUCTOBYIOTh SIK
HaBYAJIbHY TEXHOJOTII0 y HaBYAIBHUX 3aKJIaJaX Pi3HOTO THUITY, BOHA MiTXOAUTH IS
Oynb-sikoro Biky. HaBuanbHi irpu "Kahoots" — 1ie Buj irop-BiKTOpUH 3 MHOKUHHHM
BUOOpPOM, WLI0 JIOMOMAraroTh 3aKpIIUIIOBATH BHBYEHHI MaTepiay. 3arajioM, Take
HaBYAHHS PO3pOOJICHE /JIsi BPIBHOBAKCHHSI TEOPETUYHOTO OCMHCICHHS MPEAMETY 3
MPOIECOM TPHU Ta ISl PO3BUTKY 3/JaTHOCTI TPaBIlsl 3aCTOCOBYBATH JaHHUH MPEIMET y
peanbHOMY CBiTi [15].

Jlist Toro 106 3acTocyBatu npoiiec remidikailii y BUKIaJaHHl Ta HaBYaHHI 3a
mojetro Xyanr Ta Coman [11], HEOOXiHO BUKOHYBATH I’ SITh KPOKIB:

1) BU3HAYUTH LLIHOBY ayJAUTOPIIO Ta GOPMY MPOBEICHHS;
2) OKpECIIUTH METy HaBYaHHS,

3) CTBOPHUTH YITKY CTPYKTYPY;

4) obpartu pecypcu;

5) BHMKOPHCTATH €JIeMEHTH reimMidikarrii.

Hacamnepen, mo6 BU3HAUUTH LUIBOBY ayAUTOPilO, HEOOXITHO 3HATH BIK il
NPE/ICTABHUKIB Ta HABUYKH, IKUMHU YYACHUKH BXKE BOJIOJIIIOTH HA MOMEHT HaBUaHHS.
3a ¢opMoOI0 MpOBEJECHHS HaBUaJbHE 3aHATTS MOXKe OYTH JIeKIlif, MPaKTHYHE YU
IPYIHOBE 3aHATTA.

Merta 3aHATTS Tepeadavae  peamizaiiio  TPhOX  (QYHKIIH: OCBITHBOI,
PO3BUBAKOYO] Ta BUXOBHOLI.

OcBiTHa (QyHKIA 3a0e3reyye 3acCBOEHHS CTYJICHTaMH HAyKOBHX 3HaHb,
dbopMye BMiHHS 1 HABUYKU. BUKOpUCTaHHS IrpPOBUX TEXHOJIOT1H 4yI0BO PO3B’sA3YyeE IIi
3aBIaHHS, OCKUIBKM dYepe3 Irpu MOXKJIMBO HEBHUMYIIEHO Cc(OpMyBaTH HABUYKY 1
JOBECTH 1ii 70 aBTOMATH3My, BHBYHTH HOBUW MaTepiaj, 3acBOITH HABUYKH Ta
BIIMpAIOBaTH iX, OBOJOJMITH YMIHHAM CaMOCTIHHO 3acTOCOBYBAaTH 3HaHHSI Ta
HABUYKH.

PosBuBatoua (QyHkIliss mepegdadae pO3BUTOK Yy CTYACHTIB MUCICHHS,
dbopmyBaHHS BOJI1, EMOLIIMHO-TIOYYTTEBOI chepu, MOTUBALIT Ta TBOPUUX 310HOCTEH.

BuxoBna ¢ynkuis nosjsrae y (GoOpMyBaHHI TaKMX MOpPAJIbHUX SIKOCTEW: MOYYTTS



00OB’sI3Ky, TyMaHi3My, BIANOBIJaJbHOCTI, MO3WTUBHOTO CTaBJCHHS JO Ipail,
HABYaHHS 1 KUTTS B3arail.

BucnoBku. BuxopucTtaHHd IrpoBHX TEXHOJIOTIM CTajlo MOMYJISIPHUM Y
Oaratbox KpaiHax cBity. ['eiimidikamisa gomomarae e(EeKTUBHO HABUYaTH MHCHMY,
YUTAHHIO, MOBJIEHHIO Ta MOTHBYE CIIBIPALIO 1 B3a€EMOJII0 MK yYaCHUKAMH, aje
CJIIJT TaM’SITaTH, 10 BUKOPUCTaHHS irpoBux TexHojorid y 3BO — 1ie He po3Bara i1 He
3aMiHa BUKJaJadya. IrpoBa MAISJBHICTE — 1€ OJMH 13 METOJIB HaBYaHHS, IO
J0TIOMara€e akTHUBI3yBaTH Mi3HABAJIbHY JISUIBHICTh CTYAEHTIB, MiJBUILYE MOTHBAIIIO
70 HaBYaHHS, SKICTb Ta €(QEKTUBHICTb HaBYAJIbHOrO mpouecy. [ehmidikaris
OCBITHBOT'O TIPOLIECY, HA HAIIy TYMKY, Y NMEBHUX BUMNAAKaX € OUTbII €(pEeKTUBHOIO Y
HAaBYaHHI CYYaCHUX CTYJEHTIB TMOPIBHSIHO 3 TPAIULINHUMU METOJAMHU 1 BJAJO
JIOTIOBHIOE iX. 3 OISy HAa 11€ BXKJIMBUM € BIPOBADKEHHS MOMIPHOI reimidikaiii y
HaBYAJIBHHI Tpoliec B YKpaiHi 3 ypaxyBaHHIM YCiX MepeBar 1 TpyAHOLIIB peaizaiii
poro siuina. IlepcnexTuBaMu JOCHIIKEHHS € pO3pO0JIEHHS HU3KU ITPOBUX 3aB/IaHb

JUTISL PO3BUTKY 1 MOMYyJIsipu3aliii Hanpsamy reimidikaiii B ykpaincbkux 3BO.
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Ceeriana  Bosox. Hcnmosb30BaHHWe  HUIPOBBIX  TEXHOJOTHH  HA
NPAKTUYECKUX 3AHATHIX MO AHIVIMHACKOMY SI3bIKY B YYpe:KIeHHsIX BbICIIEr0
o0pa3oBaHus.

B craThe ocBelieHbl BOIPOCH MPUMEHEHHS] UTPOBBIX TEXHOJOTHI B O0OYUEHUH
AHTJIMACKOMY SI3bIKY B YUYPEXKIEHHUSX BBICIIEr0 O0Opa30BaHMs, COMOCTABIICHbI
TpaJIULIUOHHBIE TOJX0/IbI 00yUEHHUS U UTPOBbIE TEXHOJIOTUU. MccnenoBana CymHoCTh
NOHATHS TrelMupuKanuu B  00pa3oBaTeIBLHOM TIpollecce, OMNpeneieHbl  ee
OPEUMYIIECTBA W HEJAOCTATKM IO CPAaBHEHUIO C TPAJAULHOHHBIMH METOJAMHU
oOy4eHUs, TMPUBEACHBI NPUMEPHl TNMPUMEHEHUS TrelMHpUKAIMd B OOpa3OBaHUM.
3amadeil cTaTby SIBISETCS COJICMCTBUE PA3BUTUIO HOBBIX, IPOTPECCUBHBIX MOAXO00B
K OOYYEeHHIO U PACIIUPEHHUE UCIIOIB30BAHUS UX BO BPEMs MPAKTHUECKUX 3aHATUN TI0
AHTJIMHACKOMY SA3BIKY B BBICIIEH LIKOJIE. B HcciienoBaHUM IPUMEHEH ONKUCATEIbHBIA U
COTIOCTAaBUTEIBHBIM METOJIbI, a TaKXKe MpoIeaypa KiIacCH(PUKAIUKM I aHalu3a
SABJICHUS] TeUMU(PUKALIMU U ONPEICICHUE €€ OCHOBHBIX YEPT.

Ha coBpemeHHOM »Tame TpaauIMoHHBIE (OPMBI U METOIABI OOYYCHHS
JIEHCTBUTENBHO CTAHOBATCS MeHee YD (PEKTUBHBIMU CPEIA MOJIOJICKH M3-3a TOTO, YTO
OHM MMEIT HHU3KYID MOTHUBAI[MI0 K OOYYEHHIO U TOBCEJAHEBHASl KU3Hb
MIEPEHACHIIIEHAa WCIIOJIb30BAHUEM JJIEKTPOHHBIX TajKeToB. [losToMy onHMM U3

CPCACTB YIYUIICHHA O6y‘-ICHI/I$I ABJIAICTCA HCIIOJIB30BAHHUC HUI'POBBIX TEXHOJOTUN WJIN



"reiimudukanus”, Digital Game Based Learning (DGBL) - oOyuenue Bo Bpems
KOTOPOT'O UCIOJIB3YIOTCSI KOMIIBIOTEPHBIE UTPHI.

OCHOBHBIMH ~ MPEUMYIIECTBAMU TeUMU(PUKAIIMU  SBISIOTCA: MOTHUBAIUS
CTYJICHTOB, TMPUBJICUCHHE HX K AaKTUBHOM JESITEIHHOCTH, BBEJCHUE JJIEMEHTa
COPECBHOBAHUSI, TOOMIPEHUS, MPWIOKEHUsS] OONBIIUX YCUIUA K OOy4YCHHIO U
KOHIICHTpAIIMM BHUMAaHUS, yiydllleHHe aTMocdepbl Ha 3aHaThH. Vcmosb3oBaHue
reiMudukanm BO3MOXKHO 0e3 MH(POPMAIMOHHBIX TEXHOJIOTUH, HO HCIOJIb30BAHUE
KOMITHIOTEPHBIX UTP WM OHJIAH KOMIIOHEHTa 000TaTUT 00yYarolyue Urpbl U MOUIET
Ha TOJIb3Y MOJATOTOBKE creruaiucToB. K TpynIHOCTSAM BHenpeHus reimMudukanu B
y4eOHBIA TPOLIECC OTHOCATCSA: TPYAOEMKOCTh TOATOTOBKM Y4e€OHBIX 3ajad,
HEOOXOAUMOCTh WCIOJIB30BAaHUS TEXHUYECKUX CPEJICTB, BO3MOXKHBI 3aTPyIHCHUS B
ucnonb3oBaHuu TCO Ha 3aHATUSAX U KOMITBIOTEpHAS TPAMOTHOCTH TIpErogaBaTesiei.

B Vkpaune relimudukanus HE SABISIETCS PACcHpOCTPAHEHHOW, OJIHAKO,
YUHUTBIBAsl Psifi IPEUMYIIECTB [0 CPAaBHEHUIO TPAAULHUOHHBIMU IMOAXOJaMH, MOKET
ObITh TIOCTETIEHHO  BHeApeHa B  00pa3oBaTeNbHBIA  Mpolecc C  HEelblo
OCOBPEMEHUBAHUS MPENOJABAHNS MHOCTPAHHBIX SI3bIKOB B YUPEKICHUSAX BBICHIETO
oOpa3zoBanusa Ykpaunbsl. [IpumepamMu HCHOJB30BaHUS UTPOBBIX TEXHOJOTHUH B
00y4YeHUH SBIISIIOTCS MHTEPHET-CEPBUCH M 00pa3oBaTeabHbIe TuIaTdopmbl. Duolingo
— 3TO CEPBUC [IJIsi CAMOCTOSITEJIBHOTO HW3YYEHUS WHOCTPAHHOTO $3blKa, KOTOPBIN
BMECTE C TeM MPEJOCTABISIET YCIYT'y €ro HCIOJIb30BaHUS B YYCOHBIX 3aBEJICHUSX.
Edmodo u Kahoot sBasitorcs yueOHbIMU miiaTdhopMamMu Ha OCHOBE UTP, KOTOPHIC
MOHO MCIOJIb30BaTh HAa 3aHATUSIX HHOCTPAHHOTO SI3bIKA.

['eiimudukanms IOMOTaeT b exTuBHO o0y4JaTh, MOTUBHUPYET
COTPYAHUYECTBO U B3aUMOJCHCTBUE MEXIY YYACTHUKAMHU, HO CIEAYET IOMHUTh, YTO
HCIIOJIb30BaHUE UTPOBBIX TexHoJorud B YBO — 3TO He pa3BiedyeHHE U HE 3aMeHa
npenogaBarens. ['eiimudukamms o6pa3oBaTensHOTO MpoIecca, 0 MHEHUIO aBTOPa, B
OTIPEJICIICHHBIX CIIydasiX sBiseTcs Oonee d(pPekTBHONW B 00YyUYEHUU COBPEMEHHBIX
CTYIEHTOB 1O CPAaBHEHUIO C TPAJUIMOHHBIMU METOJAMH M YAQ4YHO JOMOJIHSET HX.
VYuuTeiBas 3T0, BaXKHO BHEAPEHUE YMEPEHHOU reMudukanuy B y4eOHBIN mpoiiecc B

YKpanHe ¢ y4eTOM BCEX NMPEUMYILECTB U TPYTHOCTEH peaanu3aiiy 3TOTO SIBJICHUS.



KuroueBble cioBa: reiiMudukanus, UrpOBble TEXHOJIOTMH, WUIPa, WUIPOBAs

JeSTeNbHOCTh, FeiMU(pUKAIUA B 00pa30BaHUU.

Svitlana Volokh. The usage of gaming technologies in practical English
classes in higher educational institutions.

The article highlights the application of game technologies in English language
teaching in higher education institutions, compares traditional teaching approaches
and game technologies. The essence of the concept of gamification in the educational
process Is investigated, its advantages and disadvantages in comparison with
traditional teaching methods are determined, examples of application of gamification
in education are given. The aim of the article is to promote the development of new,
progressive approaches to learning and expand their use in practical English classes
in high school. The study used descriptive and comparative methods, as well as the
classification procedure to analyze the phenomenon of gamification and determine its
main features.

At the present stage, traditional forms and methods of teaching are really
becoming less effective among young people due to the fact that they have low
motivation to learn and everyday life is oversaturated with the use of electronic
gadgets. Therefore, one of the means to improve learning is the use of game
technology or "gamification”, Digital Game Based Learning (DGBL) — learning in
which computer games are used.

The main advantages of gamification are motivating students, involving them
In active activities, introducing an element of competition, encouragement, making
greater efforts to learn and concentrate, improving the atmosphere in the classroom.
The use of gamification is possible without information technologies, but the use of
computer games or online components will enrich educational games and benefit the
training of specialists. The difficulties of introducing gamification into the
educational process are determined by the complexity of preparation of educational
tasks, the necessity of using the technical means, possible difficulties in the use of

them in the classroom and computer literacy of teachers.



In Ukraine, gamification is not widespread, however, taking into consideration
a number of advantages over traditional approaches, it can be gradually introduced
into the educational process in order to modernize the teaching of foreign languages
in the higher educational institutions of Ukraine. Examples of the usage of gaming
technology in education are online services and educational platforms. Duolingo is a
service for self-study of a foreign language, which at the same time provides a service
for its use in educational institutions. Edmodo and Kahoot are game-based learning
platforms that can be used in foreign language classes.

Gamification helps to teach effectively, motivates cooperation and interaction
between participants, but it should be remembered that the use of game technology in
institutions is not entertainment or a substitute for the teacher. Gamification of the
educational process, according to the author, in some cases is more effective in
teaching modern students comparing to traditional methods and successfully
complements them. Taking into account the above, it is important to introduce
moderate gamification in the educational process in Ukraine, considering all the
advantages and difficulties of this phenomenon.

Key words: gamification, gaming technologies, game, game activity,

gamification of education.



