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[piHYeHKa

Y cmammi po3e/isiHymo romeRyitiHi- MOXJ/Iu-
BoCMI ma 0cobuB0CMi BUKOPUCMAHHST Memoody
«eelimichikayisi» sk 3acoby akmusisayii nisHa-
Ba/IbHO20 [HMepecy cmyodeHmis 00 BUBYEHHS
IHO3eMHOI MOBU. HasedeHo cmamucmuyHi OaHi
rposedeHo20 y 2020 p. OOC/OXeHHs1 aHasli-
muyHoro KomnaHieto «DFC Intelligence» wjodo
3aXOI1/1eHHS1 Cy4acHoi Mos100i izpamu. 30iticHeHO
aHasli3  K/IK4Y0BO20  MOHMMS  OOC/IIOXKEHHS
«eelimichikayisi» 3 Mo2/sidy PI3HUX HAaYKOBUX
Mioxo0di8. AKYeHmMOoBaHO yBaz2y Ha BaX/usocmi
BUKOPUCMAHHS1 iHMepakmusHUX e/1ieMeHmis ma
po38ag i3 Memoro rMioBULEHHST piBHs1 dohamiHy,
eHOopahiHIB ma OKCU2EHY, WO crpusie niosu-
WEHHI0 KOHUeHmpayii 00 HagyaHHs ma Kpa-
womy 3anam’simosysaHHIO BUBYEHO20 Mame-
piany. OKpecsieHo ¢hyHKUiI BUKOPUCMAHHSI i2o0p
Ha Mpakmuy4HUX 3aHsimmsix 3 IHO3eMHOI MOBU
(Hasyas1bHa, iHhopmayiliHa, chopmyroya, Komy-
HikamusHa, mMomusayiliHa, opieHmyro4a, Kopu-
2yro4a, KoMrieHcamopHa ma CMUMYJIHOIHYE).
30iticHeHo Knacugbikayjto i20p 3a Has4a/lbHOK
Memor. BusHauyeHo iX Memy ma 3aBOaHHs.
O6ipyHmMoBaHo mexHosIoeil iX BUKOPUCMAaHHS
Mi0 Yac nposedeHHs1 MPaKMUYHUX 3aHIMb 3 IHO-
3eMHOI MoBU. HasedeHo rpuknadu epamamuy-
HUX, 7IEKCU4HUX, OpghozpacghidHuX, (hOHEMUYHUX
ma mBsopyux i20p, siki AOUYI/IbHO BUKOPUCMOBY-

Bamu Ha MpPaKmMu4HUx 3aHAammsix 3 IHO3eMHOI

MOBU 3 Memoto akmusisayii mnisHasa/ibHo20
iHmepecy cmydeHmcbkoi Mosiodi. HasedeHo
(hpasmeHmu asmopchbKoi mexHo/oail BUKopuc-
maHHSs1 iHmepakmugHux i2op («Roll the dice and
make a question», «M&M's activity», «Same
or different», «Rebuses», «Break the code»),
CIIPAMOBAHUX Ha BUBYEHHS! JIEKCUYHUX OOUHUUb,
gpamMamuyHux ma opghospacidHUX HaBUYOK,
ayoitoBaHHs1 ma 3akpir/ieHHs1 BUBYEHO20 Mame-
piany. [losedeHo, W0 nposedeHHs NPaKmMuyHUX
3a@HAMb 3 IHO3eMHOI MOBU 3 BUKOPUCMAHHSM
igposux ¢hopm cripusie 0CoBUCMICHO-OPIEHMO-
BaHOMy ¢hOPMYBaHHIO | BOOCKOHA/IEHHIO IHLLIO-
MOBHUX KOMYHIKAMUBHUX YMiHb | HaBUYOK
cmyOeHmIs;, PO3WUPEHHIO MMi3HaBa/IbHOI Oisi/lb-
HOCMi; akmusHIt pobomi cmydeHmis, X camo-
HasyaHHIO; MioBULEeHHI0 BMOMUBOBAHOCMI cmy-
0eHMCLKOI MO/100i 00 BUBYEHHST IHO3EMHOI MOBU
mouwjo.

KntouoBi cnosa: 2elimichikayisi, iHo3eMHa Mosa,
iepu, nisHasasbHUll iHMepec, Web-cepsicu.

The potential possibilities and peculiarities of
using the method of gamification as a means
of activating students’ cognitive interest in learn-
ing a foreign language are considered in the
article. The statistics of the study conducted in
2020 by the analytical campaign «DFC Intelli-
gence» on the fascination of modern youth with
games are presented. Their analytical analysis
was performed. An analysis of the key concept
of the study «gamification» in terms of different
scientific approaches. Emphasis is placed on
the importance of using interactive elements and
entertainment to increase the level of dopamine,
endorphins, and oxygen, which in turn helps to
increase concentration before learning and bet-
ter memorization of the material studied. The
functions of using games in practical classes in a
foreign language (educational, informational, for-
mative, communicative, motivational, orienting,
corrective, compensatory, and stimulating) are
outlined. The classification of games by educa-
tional purpose is carried out. Their purpose and
tasks are defined. The technologies of their use
during practical classes in a foreign language are
Substantiated. Examples of grammatical, lexical,
spelling, phonetic and creative games are given,
which should be used in practical classes in a
foreign language in order to enhance the cogni-
tive interest of student youth. Fragments of the
author's technology of using interactive games
(«Roll the dice and make a question», «M &
M's activity», «Same or different», «Rebuses»,
«Break the code») aimed at studying lexical
units, grammatical and spelling skills, listen-
ing and consolidation of the studied material. It
is proved that conducting practical classes in a
foreign language with the use of game forms,
promotes personality-oriented formation and
improvement of foreign language communica-
tion skills and abilities of students; expansion of
cognitive activity; active work of students, their
self-study; increasing the motivation of student
youth to learn a foreign language, etc.

Key words: gamification, foreign language,
games, cognitive interest, Web-services.

MocTtaHOBKanpoGnemMmuny sara/ibHOMY BUINAL,.
AKTVBHI TpaHchopmauiiiHi 3pyLleHHs, Wo Bigbysa-
I0TbCA B CUCTeMi BULLOI OCBITU YKpaiHu, Bumara-
I0Tb MOLUYKY Ta BUKOPUCTAHHSA HOBWUX hopM, MeTo-
[iB Ta TEXHOSOTIN BUKNaAaHHS | HaBYaHHSA 3 METOH
aKTuBi3auil Mi3HaBaNIbHOrO iHTepecy CTYAEeHTIB
[0 BMBYEHHA iHO3eMHOT MOBU. O3HayeHe 3yMOB-
JI0E Ky/IbTUBYBAHHSA reiiMicdpikauii sk ogHOro 3 Haii-
edpekTMBHILIMX 3acobiB akTuBi3aLil MisHaBa/bHOIO
iHTepecy CTYAEeHTIB A0 BMBYEHHS1 iHO3EMHOI MOBW.

AKe NpoBefeHHs NPakTUYHWX 3aHATb 3 IHO3eM-
HOi MOBM 3 BUKOPWUCTaHHSM irpoBux OOpm Crnpusie
0COBKUCTICHO-OpiEHTOBAHOMY (POPMYyBaHHIO 11 yao-
CKOHAJ/IEHHIO [HLWIOMOBHUX KOMYHIKAGTUBHUX YMiHb
i HaBMYOK CTYAEHTIB; PO3LUMPEHHIO MNi3HABasIbHOT
[iSNbHOCTI; akTUBHI po6OTi CTYAEHTIB, X camoHaB-
YaHHIO; MiABULLEHHIO BMOTUBOBAHOCTI CTYAEHTCLKOT
MO104i A0 BUBYEHHS iIHO3E€MHOT MOBM TOLLO.

TOoMy BMBYEHHS, y3araJlbHEHHS Ta cucTeMarusa-
Lis nepefoBMX HAyKOBO-NEeAAroriyHnX npakTuk Woao
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BVKOPUCTaHHSA irpoBUX opM, sKi aKTUBI3ylOTb Mi3Ha-
BaU1bHY AiA/IbHICTb CTYAEHTIB Nif, Yac BUBYEHHS IHO3EM-
Hoi MoBY B 3BO, € akTyaslbHUM NUTAHHAM CbOIO4EeHHSA.

AHani3 ocTaHHIX pgocnigpkeHb | nyo6nikauii.
3HauHa KifbKiCTb AOCAIMKEHb Ta HayKOBO-Meaaroriy-
HMX Npaub AOBOAMTb, L0 BUKOPUCTAHHSA reimicpikauii
Ha 3aHATTAX 3 iHO3eMHOI MOBW Jornomarae 3HavyHo
NiABULLIATM MOTUBALLIO Ta Ni3HaBa/IbHWUIA iIHTEpPEC CTy-
AeHTiB [1; 9]. Irpn KOPUCHi TUM, LLIO BOHW 320X04YIOTb,
HaByaloTb Ta [aloTb MOXMBICTb /1A NPaKTUKM Ta
3aKpineHHA NEKCUKM | KOMYHIKATUBHMUX HABUYOK.

PisHOMaHITHMM acnektam npoénemu aktusizawii
ni3HaBasIbHOIO iHTepecy CTYAEHTIB 40 BUBYEHHS iHO-
3eMHOT MOBMW 3 BUKOPUCTAHHAM irpoBmx OopM npu-
CBsSiYeHa 3HayHa KifIbKiCTb HayKoOBWUX [AOCNiAKEHb,
30kpema: revimicpikauis B ocsiTi (E. Ascap, M. bpy-
aep, C. bpynn, K. Bep6ax, P. KanoHeTTo, H. KpaBeLp,
C. MNMepesicnasckbka, /1. Camuyk, k. CTaasibayiHeH,
C. ®peiitac Ta iH.); reimidpikauisa sk 3aci6 nigsu-
LLIEHHA MOTKMBAUT CTyAeHTIB A0 HaByaHHs (K. Babunu,
B. By3bko, O. lop6aHb, J1. >XKybak, [. Knapk,
K. Mexeg, HO. Cno6opgtok, L. AHr Ta iH.); reimidi-
Kauia B HaBYaHHi iHO3eMHUX MOB (T. [O/0BaTEHKO,
N. 3eneHcbka, C. Koxywko, A. Conomaxa, B. TapHo-
NOJIbCLKUIA Ta iH.).

Y KOHTEKCTi Haworo A0CnifpkeHHA 3ac/yroBye Ha
yBary po3pobneHa y 2015 poui kaHagCbKMM HayKOB-
uem L. AHrom ponboBa oHnaiH-rpa Classcraft, 3a
SIKOK BXXE HaB4aloTbCs noHag 7000 gitelt y 25 kpaiHax
cBiTy. Y rpi Classcraft knac abo rpyna cknagaerbcs
3 BOTHIB, MariB i nikapis. BoiHM MOXyTb iCTW B Knaci,
Marn — nepemillyBaTucs 3 fekuii, a nikapi — oTpumy-
BaTW nigkasku Ha icnutax. ['pa, gka Haragye Bigomy
ponboBy rpy Dungeons & Dragons, 3a cnioBamu AHra,
30aTHa AoMOMOrTU BigcTalumm cTygeHtam. OTpu-
MaHi HayKoBLIEM KiNbKiCHI pe3y/sibTaTtu 3acToCyBaHHSA
ponboBOi OHNaviH-rpu Classcraft nicns  gekinbKox
MicALIB 3acBigunny NigBuLEHHA cepefHboro Gasty
CTYAEHTIB Ha 25%, L0 MOB'A3aHO 3i 36i/IbLUEHHSAM
3a/ly4eHOCTi CTYAEHTIB B OCBITHIli NpoLec, BUK/MKa-
HOI TpbOoMa (hakTopamu: BaX/IMBMMK Haropojamu,
6e3nepepBHUM 3BOPOTHMM 3B'A3KOM i 380X0YEHHAM
cnisnpaw,i nig yac npoBefeHHs 3aHATh [5].

BugineHHa He BUpIilleHMX paHille 4YacTuH
3arasibHOI npo6nemu. Oco6/MBICTL HOBOI nNapa-
ONTMU OCBITW nonsira€ B nepeopieHTauii cuctemu
OCBITM 3ara/ioM Ta BWLIOI OCBITU 30Kpema Ha Bpa-
XyBaHHS NoTpe6 Moo LWAsAXoM iHTerpauii irop Ta
IXHIX NPUHUMNIB Y CUCTEMY HaBYaHHS, LLO BKa3ye Ha
HebGalifyXicTb megarora 40 3axOM/ieHb Ta IHTepecis
Cy4yacCHOro MoKOMiHHA. A[Ke Ha npakTuui npouec
3a/ly4eHHs Mosodi cnif 6yayeatu Ha 3a[0BOJSIEHHI
il peanbHUX NOTPe6, BpaxoBykun dopMmart, SKWUiA
bopMy€e LjiKaBICTb, 3MarasibHiCTb, HOBi KOHTaKTW.
Cawme Takuii nigxif y BUKOPWUCTaHHI reiiMigpikoBaHux
akcenepavujiiHux nporpam Ansi 3a/lyd4eHHs Mosogi
(umdppu, keicw, iHCcanTK) € HalibINbLL AiEBUM Mif Yac
BMBYEHHS iIHO3EMHOI MOBMW.

XV Bunyck 42. 2021

MeTta cTaTtTi nonsrae y BMBYEHHI reimicikauii
OCBITHLOrO npouecy fAK 3acoby akTusisaLii ni3Ha-
Ba/IbHOrO iHTEpecy CTYAEHTIB A0 BUBYEHHS iHO3EM-
HOI MOBW.

Buknap, ocHoBHOro marepiany. [ipyra nonosvHa
XX — noyaTok XXI CT. 3HaMeHYETbLCA Eenoxol POo3BU-
TKy IKT, a TakoX YKOpiHEHHSI TpeHdy reliMepcTBa,
XakepcTBa Ta GrorepctBa sk MOSIOADKHOI CYOKyslb-
Typw, YacTka SiKMx CTaHOBWTb NoHag, 3,1 mnpg nogetli
i3 3arasIbHOT KifIbKOCTi HACeNEeHHA NnaHeTy. |3 NosABOI0
NPUXUIBHUKIB KOM'OTEPHMX irop Aepani 6inblue 3poc-
Ta€e CerMeHT CNoXumBadiB, SIKi rpatoThb Birpy Ha cmapTdo-
Hax, Komm'loTepax, iIrpoBuX NpYCTaBkax Ta naaHwwerTax.

O3HaueHe NiATBEPAKYETLCA KiSIbKICHAMU pesyib-
TaTamu nposegeHoro y 2020 p. AocnigkeHHs aHai-
TyHot koMnaHieto «DFC Intelligence» [3]. CTaHOM Ha
cepeaviHy 2020 p. 6n113bko 40% CBITOBOro HacesieHHs
rpawTb B irpu y Tiid un iHWIA doopmi. Takuii CBITOBWUIA
TpeHA, akTyanisye npobaemy BUKOPUCTaHHSA reimidi-
Kauji B iHWKMX cchepax, 0CO6MMBO B OCBITI Ta Hayli.

KopucHICTb Ta 3HauyLLiCTb BUKOPUCTaHHSA irpo-
BUX TEXHOMOr Mig 4ac NpPOBEAEHHS MNPAKTUUHUX
3aHATb 3 iIHO3EMHOI MOBM NiATBEPIKYETHCA TAKOX 1T
(PYHKLIOHANIbHUM CNPAMYBAHHAM, L0 MaE He TiSTbKu
HaBYabHy (hyHKUiO, ane i iHdopmaLilivy, hopmy-
04y, KOMYHIKaTVBHY, MOTMBALLifHY, OPIEHTYIOYY, KOPW-
rytody, KOMNEeHCaTopHY Ta CTUMyntowuy [2; 4].

Y KOHTEeKCTi gocnifxysaHoi npobnemMu Ao0LiNbHO
PO3KPUTK CYTHICTb K/IKOYOBOTO NOHATTA AOC/iAXKEHHSA
«relimicpikanisi», a TakoX PO3KPUTK MOr0 BUTOKM.

CnpaBXHI0 NOMy/nspHICTb reimiduikauis 3mo06yna
B 2010 p. 3aBAsikM NpuKiagam, siki HAO4YHO npoje-
MOHCTPYBa/IN XapakTep i ePeKTUBHICTb ABMLLA B fil,
i Byna iHTerpoBaHa y YMCMEHHI Pi3HOMaHITHI CTpykK-
Typv Ta npefcTaB/ieHa WUPOKi ayanTopii [6].

IcHye 6e3niy TpakTyBaHb MOHATTA «reliMidika-
Lisi», afe BCi BOHW 3BOAATLCA 40 BUKOPUCTAHHS irpo-
BMX TEXHOJIOTI Yy HEIrpOBUX CUTyaLifiX.

LocnigHnua 4. Binnic [9] y cBOIX HaykoBUX A0p0O6-
Kax 3a3Havae, Lo iHTepakTUBHI e/leMeHTH Ta po3Baru
NiABULLYIOTb piBEHb goddamiHy, eHAOoPMIHIB Ta OKCK-
reHy—BCiLj enneMeHTn JonomMaratoTb y NiJABULLEHHI KOH-
LeHTpaLjii Ta CnpuaioTb KpawlomMy 3anam’asToBYBaHHIO
BMBYEHOrO MaTtepiany. AHani3 Ti gocnigpkeHb O0BO-
OVTb, WO MO3UTWUBHI eMouji, fKi MPUHOCATL irpw,
cnpuiiMaroTbCs CTyAeHTaMn KK MOTMBaLis ANns Bia-
BiyBaHHA 3aHATb Ta PO3BUTKY BACHUX HaBUYOK.

Ha gymky K._Kanna [7], relimicikanis — ue BuKoO-
PUCTaHHA MPUHLUMNIB irpOBOI MeXaHiKn, eCTeTUKM
i MUCNEHHA ANsA Toro, Wo6 3anyuntn cnayxadiB go
OCBITHbOrO Mpouecy, NigBULLMT MOTMBALLIIO, aKTUBI-
3yBaTu HaBYaHHSA i BUPILLUTU NPOGIEMMU.

HaykoBeup E. o Kim [8] BBaxae, Wo relimi-
goikauis — Ue BUKOPWUCTAHHS irpoOBMX TEXHOJIOTIN
3 METOI0 NepeTBOPEHHSA 3aBAaHb Ha 6islbLU 3aX0MN/NBI
Ta uikasi. [ig relimidpikauieto cnig po3ymit cnocié
3aCTOCYBaHHSA irpoBMX MeXaHik y HeirpoBux cutya-
LisX ANs OOCATHEHHA MEeBHOI MeTu.
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Tabnmua 1

Knacudikauis irop 3a HaB4a/IbHOIO METOH

Bupau irop 3a . . .
Merta / 3aBgaHHsA | CyTHICTb MisHaBa/IbHOTO iHTEpec .
HaBYaJIbHOIO ! A ! ycr eHTiE pecy Katanor irop
MeTolo YA
— HaBYalOTb BXMBAHHSA MOBHMWX 3pa3kiB, L0 MICTATb NEBHI — «Roll the dice and make a
rpamatunyHi Tpy4HOLL; question»
Fpamatuuni | CTBOPIOKOTb MPUPOAHY CUTYaLilo 418 BUKOpPUCTaHHA MoBne- | — «Describing photo»
HEBOTO 3paskKa,; — «Find the stranger»
— PO3BUBAOTb MOBHY aKTMBHICTb Ta CAMOCTIVHICTb CTYAEHTIB; |— «Taboo»
— ponomararoTb 3aKkpinutu HoBi MO — «Correct the teacher»
— «BcTturHm 3a 60 cekyHa»
. — «How woul feel if....?»
— TPeHyBaHHS Y BUKOPUCTaHHI IEKCUYHNX OAUHULLb; —«M ofee"c:]u g r)ml”ncz)uns?:r»
— aKTMBI3yOTb MOBHO-PO3YMOBY AiSi/TbHICTb; _ «Sr): owb a"?)
KCUYHI - BMBAlOTb MOBH KLLitO; .
Nexe posBumBato 0BHY peakulio; . — «Bingo!» 'pa «JlekcuyHe noTo»
— 03HaNOM/IIOIOTh i3 CNOSYYEHHAM ChiB; N o
. . — «M&M's activity»
— — fonomararoTb 3aKpinuTn Hosi JTO
— «l spy»
— «Ask me»
— HaBYatOTb PO3YMIHHSA 3MICTY OHOPA30BOI0 BUC/10B/IIOBaHHS;
— HaBYatoTb BUAIMIATY FONIOBHE B MOTOL iHCpopmaLii Ta pos- — «A story from my life»
DOoHETUUHI ni3HaBaTW OKPEMi MOBHIi 3pa3ku i CNOJTyYEHHS C/iB Yy NOTOL — «Missing vowels»
MOBJ/IEHHS; — «Rhyming Race»
— pO3BMBalOTb C/IyXOBY Nam’ATb; — «Same or different»
— PO3BUBAIOTb C/TyXOBY peakL,ito
— «Creating»
. . . . — «Rebuses»
— hopMyBaHHs! HABMYOK YCBIIOM/IEHHS MiCLiA NliTepU y CnoBi; | «Where is the logic?»
A | BipK BOEHHA f il B MeXax BUBYEHHSA Jiek- 2
OpdporpadiuHi cmqfu?)(reo 3 a?(:;;n(;? opeporpach exax € ne — «Word-search grid»
' . — «J1enbanHr»
— hopMyBaHHA C/I0BOTBOPHUX Ta OpghoepaghiyHUX HaBUYOK — «Running dictation»
— «Scrabble»
— «Create a story»
— «Simon says»
— TPEHYIOTb Y BXMBaAHHI Pi3HOMAHITHUX rpamaTUyHUX ABULL; — «Change the chant»
Teobui — TPEHYIOTb YCi BUAN MOBHOT AiS/IbHOCTI; — «Roleplay»
( onbosﬁ irpu- |~ BNPaBNAHHA Yy TEXHilj BEAEHHS1 pO3MOBM iHO3EMHOIO MOBOID; |— «Mafia»
p amam’sapi'l' — aKTMBI3YIOTb MUC/IEHHA CTY[EHTIB; — «Dixit»
AP inosi) wh o BNpaB/siOTb Y BUMOBI; — «Who am 1?»
A — PO3LWMPIOIOTL KPYro3ip CTYAEHTIB, 30y4KyHOTh iHTepec A0 — «Remake the movie»
HabyTTA iHLLOMOBHOT KOMYHIKATUBHOI KOMMETEHTHOCTI — «Call my bluff»
— «Guess»
— «Break the code»

Puc. 1. Mpuknag BukopuctaHHAa rpu «M&M's activity»
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OcCKiflbkKM  O3Ha4yeHe [OCNifKeHHs Bigobpaxae
B/lacHWin edekTMBHWIA [OCBI4 aBTopa 3 akTuBi3a-
Uil ni3HaBasIbHOrO iHTEpecy CTYAEHTIB A0 BUBYEHHS
iHO3eMHOT MOBW, Ha Hally AYMKY, AOLiNbHAM € 34ili-
CHEHHA Knacudikauji irop 3a HaB4Yas/IbHOK METOH,
a TakoX OBI'PYHTYBaHHSA TEXHOMOTIT IX BUKOPUCTaHHS
nig vyac NpoBeAeHHs NPaKTUYHKX 3aHATb 3 iIHO3EMHOI
MoBM (Tabnuus 1).

PosrnaHyBLUM knacudikauito irop 3a HaB4aIbHOK
METO0, CNif, HaBeCTn Aekifibka NpuKNagiB KOXHOI i3
3a3Ha4yeHUX BULLE BUAIB irop Ta 3ynMHUTUCS Ha Tex-
HOJTOTiT IX BUKOPUCTaHHA Nif, Yac NpoBefeHHS 3aHATb
3 IHO3eMHOT MOBU.

LlikaBoto rpamatnyHoto rpoto € «Roll the dice
and make a question». CTygeHTam MPONOHYETLCA
TEMATUYHWA HanpsaM Ta LWICTb MNPOHYMEepPOBaHMX
Question Words (1. Who?; 2. Why?; 3. Where?;
4. When?; 5.What?; 6. How?), 3 BUKOPUCTaHHAM SKUX
BOHM MalwTb 3a4aTh NUTaHHA CBOEMY OMOHEHTOBI.
3aBaaHHsA nonsrae B TOMy, W06 CTYAEHT KMHYB KyburK
i CK/1aB 3anMTaHHS, Micas Yoro BUGUPAE, XTO Ha HbOTO
Bignosigatnme. [1ns oHNaiH-BepCii MOXHa CKopucTa-
Tucs cepsicom PiliApp.

YyfoBMM MPUKIAAOM  JIEKCUYHOT TPU  CIyrye
«M&M’s activity» (puc. 1), Aka NoegHye B CObI TakoX
pycy hOHETUYHOT, rpaMaTUyHOl Ta TBOpYOI irop. Ans
rpy NOTPIGHO MiAroTyBaTM MILLIEYKN 3 PI3HOKOSbO-
poBumun uykepkamm M&Ms abo Skittles Ta kapTku
i3 NUTaHHAMM, SKi ByayTb PO3NOAiNEHi 3a KaTeropi-
amu. Mpu UbOMY KOXHa 3 KaTeropiin mae rpagauito
3a neBHUM konbopom (Hanpuknag: Work (red), Life
style (green), Entertainment (yellow), Education
(orange), Family (blue)). CTyaeHT\ po3noginsaTbes
Ha ABi KOMaHAW, KOXXEH rpaBeLb i3 KoMaHaW no Yepsi
BUTSAraE LYKEPKY i 3a/1€XHO Big i KONbopy BMGUpae
KapTKy BifNoOBIAHOIO KO/IbOPY Ta Haja€e PO3ropHyTY
BiAMOBIAb Ha ofAHe i3 3anuTaHb, AKi 3a3HadeHi Ha
kapTui: «What is your dream job?» (red); «Do you

follow any specific diet?» (green)»; «How do you
usually spend your free time?» (yellow); «Do you
get along with your relatives?» (blue) Towo. [lo Toro
X KOXHa 3 KOMaHf, Ma€ CBOrO KanitaHa, Skuii Moxe
jonomarati rpasuto, gawouy npu  LbOMY YCbOro
Tpu migkasky 3a BCHO rpy. Burpae Ta komaHga, sika
HafJacTb HalbiNbLy KifbKICTb MNOBHWUX Ta PO3rOpHY-
TWX Bignosigen.

3 MEeTOK PO3pi3HEHHS 3BYKIB Y BMMOBI A0LiNLHO
BUKOpucTOBYyBatn rpy «Same or different», ska
€ B JOCTyni Ha baraTtbOx HaBYa/lbHUX MaaTopmax:
Cambridge English, British Council, Real English
ToLWO. pa NPonoHye Po3pi3HNTU CXOXi 3a 3ByYaHHAM
CNoBa, asie pi3Hi 3a 3HaYeHHAM (Hanpuknag: sit [SIt]
or seat [s1:t]) (puc. 2).

Puc. 2. NMpuknag 3aBgaHb A0 rpu
«Same or different»

[Ona npaktukyBaHHA opdporpadiyHNX HaBUYOK
[JOLI/TbHO BUKOPWUCTOBYBATW aHIINCLKI pebycu, SKi
MOXHa CTBOpPHOBATM 3a [0MOMOrOK OHNanH-cepsicy
reHepauii pebyciB Rebusl.com. Pebyc reHepyeTbcs
Ha OCHOBI BBE4EHOIr0 KOpucTyBayem cnosa (puc. 3).

Mpuknagom 3axonmMBoi TBOPYOI TpU  Chyrye
«Break the code». CTygeHTam MponoHYyeTbLCA UuUd-
poBUiA KO, Ae KOXHa OKpeMa uudpa Bignosigae nes-
Hii niTepi. CTBOPMBLLM NUTAHHSA 3a BUGPaHOI0 TEMOIO,
Cnif 3reHepyBaTn Ha HUX BIANOBIAj 3 BUKOPUCTaHHAM
TaeMHOro kogy (pwc. 4). Toi, XTO nepwum Bigragae
3aK00BaHi CnoBa, OTpUMae AO0LATKOBUI GOHYCHWIA
6a 3a pob0Ty Ha NPaKTUYHOMY 3aHATTI.

Puc. 3. Mpuknag BMKopuctaHHs cepBicy Rebusl.com:
Ha OCHOBI TOMiKy «Sports»
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Puc. 4. Npuknag BukopuctaHHsa rpu «Break the code»
Ha ocHoBi Toniky «Some facts about me»

BucHoBku. igcymoByoun, cig 3a3HaunTu, Lo
BMKOPWCTaHHSA reiimicpikalii Ha NpakTUYHMX 3aHAT-
TAX 3 IHO3EMHOI MOBM CMpUSIE MiABULLEHHIO PiBHS
BO/IOAiHHS @HINIACbKOK MOBOIO CTYAEHTIB, AA€ 3MOry
peanizyBat¥ MPUHUMNW  AOOCTYMNHOCTI HaBYaHHA,
CNPUSITINBOrO eMoLiiHOro ¢hoHy, oNTMMI3allii OCBIT-
HbOrO npovecy, iIHANBIAYaNIbHOro NiAXoAY B HABYAHHI,
a TakoX CTBOPHE MilyHe NiarpyHTs Ans akTusizauji
ni3HaBasIbHOTO iHTepecy CTYAEHTIB, caMOHaBYaHHS
i camMopo3BUTKY, (DOPMYBaHHA YMiHb MpaloBaTu
B KOMaHfi, HaBW4YOK KOMYHiKauii Ta koonepauil.
MoTuBaujis pa3oM 3 irpoBUMW MexaHikamu, iHTep-
aKTUBHICTIO, 3BOPOTHMM 3B'A3KOM Ta Koonepartus-
HAMK 3aBAaHHAMY CTBOPIOE iHTEpeC A0 3a/lyvyeHHs
y NPOLEC HABYAHHS, a TakoX JonomMarae 3406yBayam
OCBITM Kpallie 3acBOITY Ta BUKOPUCTOBYBATU Ha Npak-
TULi BMiHHSI BOMIOAIHHA aHINiNCbKOK MOBOIO.

HanpukiHui Big3HauYMMO, WO rpamaTtuyHi irpu
CNyrytoTb «MaugapmMom» A0 aKTUBHOTO MOBJ/IEHHS
CTYAEHTIB Yepe3 BUMKOPUCTAHHA rpamaTuyHUX KOH-
CTPYKLIA B aKTUBHOMY MOBJIEHHI; NIEKCUYHI irpu Npo-
JOBXYIOTb «ByayBaTu» OyHAAMEHT MOBU; (DOHETUYHI
irpu BUKOPUCTOBYIOTb A/19 KOPEKLiT BMUMOBKW Ha eTani
(hopMyBaHHA MOBHMUX YMiHb Ta HaBWYOK; opdorpa-
(piyHi X irpu MalTb Ha METi 3aCBOEHHSA MpaBonucy
BUBYEHOT JIEKCUKN.

MepcnekTmBu NOAa/IbLUMX PO3BIAOK MOAATAlTb
B eKCnepyvMeHTasIbHI nepesipui BNavBy relimicdika-
il Ha NigBULLLEHHS PiBHA Mi3HaBa/IbHOro iHTEpecy Ta
BMOTMBOBAHOCTi CTYZEHTIB 0 HABYaHHS aHINiACLKOI
MOBW Mif, Yac NPaKTUYHMX 3aHATb 3 iIHO3EMHOT MOBMW.
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