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Cmammsi  posKpuBae akmyasibHicmb  BUKO-
pucmanHs  eelivihikayii 8  OHNAalH-Has4aHHI
IHO3eMHUX MOB SIK egheKmuBHO20 3acoby 0715
niosuWeHHs1 Momusayjii ma, ocob/1uBo, KOMyHi-
KamusHoi akmusHocmi cmydeHmis. Y cmammi
30ilicHeHO ~aHas/li3  HayKosUX O0OC/lOXeHb 3
0aHoi' rpobsiemamuku, Wo niomsepoXyroms
romeHyjas igpoBuUX e/leMeHmI8 y 3a/1yyeHHi
ma nidmpumyi iHmepecy 00 BUBHEHHSI MOBU B
ducmaruyitiHomy chopmami. Ocobnusy ysazy
MpuUdiIEHO HEOOCMAaMHLOMY BUBYEHHIO B/IUBY
eelimichikayii came Ha pPO3BUMOK KOMYHikamus-
HOI KOMAeMeHUji, BK/IOYaK0YU NPAaKMUKY YCHO20
MOB/IeHHsI ma MDKMOB/IeHHEBY B3aEMOOI0 B8
OH/1aliH-cepedosuli. Memoro O0oC/IIOKEHHST €
meopemuyHe 06rPYHMYyBaHHsI Ma BU3HAYEHHST
Moxsugocmell  3acmocysaHHsT  eelimichikosa-

HUX MexaHiK 07151 akmusi3auyil KoMyHikamusHOI

disi/lbHOCMI cMyOeHMIB, siKi BUBYAKOMb IHO3EMHI
MOoBU OHAalH. B po6omi rpoaHasi308aHo pisHi
enlemMeRmu 2elimichikauyii, maki ik HapaxysaHHs!
6asis, ompumMaHHsi 8ipmya/ibHUX Ha2opoo, npo-
XOOXEHHSI PIBHIB CKIAOHOCMI, BUKOPUCMAHHS
mabnuyb nidepis, opaaHizayis Ksecmis ma
PO/ILOBUX [20P, 3 MOYKU 30pY IX BI/IUBY HA MOMU-
Bayito ma 3as1yqeHicms cmyoeHmis 00 BUBHEHHS
IHO3eMHOI MoBU. Po32/1ssHymo ncuxo/iogiyHi ma
rnedazoaiyHi MexaHismu, Wo /1iexams 8 OCHOBI
eghekmusHocmi - 2elimichikayii 8  0CBIMHbOMY
rpoyeci. BuokpemseHo 2elimichikosaHi rioxodu,
wo marome Halibinbwul nomeHyjaa 07151 cmu-
MY/IH08aHHs1 KOMyHIKamuBHOI akmugHocmi cmy-

0eHmiB, maki ik KOMaHOHI 3aB0aHHsI, CUMY IS

ma IHmepakmusHi rMpoekmu. Ha ocHosi aHasi3y
ICHyto4UX 00C/IOXeHb CGhOPMY/IbOBaHO BUCHO-
BOK PO HEOOXIOHICMb M00a/IbLI020 BUBYEHHS
B/IUBY KOHKpemHux 2eliMichikoBaHux mMexa-
HIK Ha pi3Hi acriekmu KOMyHIKamusHOI Komrie-
MmeHyii cmyodeHmis, BK/IKOYaKHU JIIH2BICMUYHY,
coyio/liHesicmuUY4Hy ma npagmamuyHy CK/1adosi.

LLnkyH A.B.,

acucTeHT kadeapw iHO3EMHUX MOB
HauioHasibHOro yHiBepcuTETY BOAHOIO

3anpornoHoBaHo HanpsiMKu 07151 Mal6ymHix
docrlioxeHb, rnos’sisaHi 3 0YiHKO dos2ompusa-
HUX Hasya/lbHUX cmusiis ma pisHiB BO/IOOIHHS
MOBOK.

KniouoBi cnoBa: celimichikayisi, — OH/alH-
Hag4aHHsI, IHO3eMHI MoBU, Momusayjisi CmyoeH-
mis, KOMyHIiKamugHa aKmuBsHICMb.

The article highlights the relevance of utilizing
gamification in online foreign language learning as
an effective means to enhance student motivation
and, particularly, communicative activity. The
article analyzes scientific research on this topic,
confirming the potential of game elements in
engaging and sustaining interest in language
learning within a distance format. Special
attention is paid to the insufficient investigation
of gamification’s impact specifically on the
development of communicative competence,
including spoken practice and interpersonal
interaction in the online environment. The aim
of the study is to theoretically substantiate and
determine the possibilities of applying gamified
mechanics to activate the communicative activity
of students learning foreign languages online.
The paper examines various gamification
elements, such as point systems, virtual
rewards, level progression, leaderboards, the
organization of quests, and role-playing games,
from the perspective of their influence on student
motivation and engagement in foreign language
learning. The psychological and pedagogical
mechanisms underlying the effectiveness of
gamification in the educational process are
considered. Gamified approaches with the
greatest potential for stimulating students’
communicative activity, such as team-based
tasks, simulations, and interactive projects, are
identified. Based on the analysis of existing
research, a conclusion is drawn regarding the
need for further investigation into the impact of
specific gamified mechanics on various aspects
of students’ communicative competence,
including linguistic, sociolinguistic, and pragmatic
components. Directions for future research are
proposed, related to assessing the long-term
effects of gamification, its adaptation to different
learning styles and language proficiency levels.
Key words: gamification, online learning, foreign
languages, student motivation, communicative
activity.

rocnoAapcTea Ta NpUpPOAOKOPUCTYBAHHS

MoctaHoBKa npoGnemu Yy  3arasibHOMY
BUINAQI. Y CyyacHOMY OCBIiTHbOMY MNpoOCTOpi, Ae
OHNaliH-hopmar HaBYaHHSA IHO3EMHUX MOB Haby-
Bae BCe OiNbLOI NONYyAsPHOCTI, 0COGMMBOIT aKTy-
a/IbHOCTI MOCTA€E MNWUTaHHA 3a/ly4YeHHS CTYAEHTIB
B HaBYaHHA, a TakKoX CTUMY/IIOBAHHA TXHbOT KOMY-
HiKaTMBHOT akTuBHOCTI [l]. TpagwuuiiHi meToau
OH/aiH-HaBYaHHS 4acTo CTuKalTbCcs 3 npobre-
MO 3HWKEHHSA MOTMBALil Ta HeA0CTaTHLOT 3as1y4e-
HOCTi CTY[EHTIB A0 NPaKTUKX CMiJIkyBaHHA iHO3eM-
HOIO MOBO [8]. ¥ LbOMY KOHTEKCTI, reiimiduikauis,
AK IHHOBaLiNHWIA MigXig B OCBITI, pO3rNsS4aceTbCa sK
NepcneKkTUBHMWIA IHCTPYMEHT, 34aTHUIA TpaHCcdopMy-
BaTW HaBYa/lbHWIA Mpouec, NiaBMLLYYM 3aLllikaB/e-
HICTb, MOTMBAL,it0 Ta aKTUBHICTb CTYAEHTIB [6].

lelimicpikauis, wWo nepenbavae 3acToCyBaHHS
iIrpOBUX MEXaHiK Ta e/IEMEHTIB Yy HE iIrpPOBOMY KOHTEK-
CTi, BXX€ AEMOHCTPYE CBiil NOTeHLian y pPi3HMX cde-
pax, BK/Yatouy HaBYaHHSA Ta PO3BUTOK NepcoHasly
[1; 5], a TakoX y BULLii OCBITI [8]. JocnimkeHHs noka-
3yl0Thb, LLO iHTerpauis irpoBUX enemMeHTiB, Takux sk
6anu, 6eiaxi, piBHI Ta 3MaraHHs, MOXe NO3UTUBHO
BNAMBATU Ha CAPUIAHATTSA HABY&UTbHOTO MPOLLeCy CTy-
OeHTaMy Ta iXHK 3anydeHicTb [2; 3; 7]. 30kpema,
BMKOPUCTaHHA n1aTopM Ha OCHOBI relimMidpikaui,
Takux sk Classcraft Ta Kahoot, BUK/IMKae No3nTUBHY
peakuito cepef CTyAeHTIB Ta cnpusie ix 6inbLll akTuB-
Hil yyacTi [2; 7].

OpHak, nopsg i3 MNO3UTMBHUM BMJIMBOM, ICHY-
0Tb | MOTEHLUIVHI «TEeMHi CTOPOHW» reimidikaLii, sKi
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NoTPebyoTh YBXKHOTO BUBHEHHS Ta BpaxyBaHHSA Nnpu
Il 3acTocyBaHHi B OCBiTHbOMY npoueci [9]. HesBa-
arum Ha 3pocTatouuil iHTepec A0 BMKOPUCTAHHS
relimichikauii B OCBITi, HEAOCTATHbO AOC/IMKEHWA Ti
6e3nocepeHii BB Ha PO3BUTOK KOMYHiKaTUBHOI
aKTMBHOCTI CTYAEHTIB B OHNaliH-cepeaoBuLli. BuHu-
kae notpeba y rnMGoKoMy aHanisi Toro, fK came
rerimipikoBaHi MexaHikn MOXyTb CTUMY/IHOBATU MiX-
MOBJ/IEHHEBY B3@EMOfj0, MPaKTUKy TOBOPIHHA Ta
3ara/ibHy KOMYHIKQTUBHY KOMMETEHTHICTb CTYAEHTIB,
SKi HABYAKOTbCS IHO3EMHMX MOB OHJIAH.

AHani3 ocTaHHiIX pocnimkeHb i nyG6nikauiid.
Ornsag HaykoBMX npaub CBiAYUTH MPO 3pOoCTakuunii
iHTepec [0 3acTocyBaHHSA reimidpikalii B pi3HMX OCBIT-
HiX KOHTEKCTaX, 30Kpema Yy BMBYEHHI IHO3EMHNX MOB.
Tak, y ctarti M. B. ApmcTpoHra 1a P. H. JlaHgepca
[1] po3rnapaeTbes relimicdpikalisi y cdpepi HaBYaHHS
Ta PO3BUTKY NepcoHany, NigKpecnowun ii noTeHwjian
y NiABULLIEHHI 3a/1y4eHOCTi Ta MoTMBaL,il NpaLiBHUKIB.

I biueH Ta C. KomkakowH [2] gocnigkyBasv
CNPUIHATTA CTyAeHTaMu reimidikoBaHoro nigxony
Ha npuknagi BuKopucTaHHs nnatdopmu Kahoot.
Pesynbrarn X AOCNIMKEHHA MoKa3an Mno3UTUBHE
CTaB/IEHHSA CTYAEHTIB A0 BMKOpucTaHHA Kahoot, o
CBiZUNTb NPO MNoTeHuian relrimicpikalii y nigBULLEHHI
3alikaB/IeHOCTi Ta aKkTMBHOCTI Nif 4ac HaBYaHHS.
AHanorivHo, [. A. Xapic Ta E. Cyrito [3] aHanisyBasim
dhakTopw, WO BNAMBAKTb HA NPUAHATTA CTyAeHTaMu
eNeKTPoHHOro HaB4YaHHsA ClassCraft, we ogHiei nnat-
hopmMK, O aKTUBHO BMKOPUCTOBYE €1EMEHTU Feimi-
chikauii gnsa ynpas/iHHA K1acoM Ta HaBYaHHSA.

O. HanuBaliko 3 koneramu [4] posrnsiganu reiimidi-
KaLjito siKk HOBUIA chopmaTt NPOEKTHOI METOAMKN B YMO-
BaxX 3MIlLAHOI0 HaBYaHHA AMCLMMAIH NejaroriyHoro
umkny. Ix po6oTa MigKpectoe MoX/IMBOCTI reimicika-
Uil y nigBULLEHHI MOTMBALLT Ta aKTUBHOCTI CTYAEHTIB
Npu BMKOHAHHI HaBYasibHMX MPOEKTIB. M. [Mepelipa
3 cniBaBTOpamu [5] AOCAILKYBaIN BUKOPUCTAHHS rei-
Midpikauii SIK iIHCTPpYMEHTY A1 NiABULLEHHS KBanidhika-
LT npauiBHYKIB Yepes iHTepakTUBHI IHCTPYKLI.

E. Cadanyp 3 koneramu [6] 3gilicHunu ornsg
HeTpaanLIiHMX METOZAIB HaBYaHHS, BK/IOYAKYMN reli-
Midhikauito, nigkpecnoun i 34aTHICTL  NigBULLY-
BaTU MOTMBALiO Ta 3a/ly4yeHicTb CcTyAeHTiB. E. Can-
yec 3 cnisaBTopamu [7] getasibHO npoaHanisysanu
nnarcoopmy Classcraft, Wo Takox Mae noTeHuian
ONA CTBOPEHHS Biflbll 3aXOMNJIY0ro HaB4as/IbHOTO
cepepoBuLLa A5 BUBYEHHS MoB. I. . CiHbopi 3 kone-
ramu [8] posrnsganm relimicpikalito K iHHOBaLiiHUIA
METO/, HaBYaHHA Y BULUMX HaBYaSIbHWX 3akiagax.
BogHouac, A. M. Toga 3 cniBaBTopamu [9] Haronotuy-
HOTb Ha ICHYBaHHI MOTEHLINHMX HEraTUBHUX HACNIAKIB
relimichikauii B OCBITi, 3aK/MKatoum Ao 06epexHoro Ta
3BaXKeHOro 1i 3acTocyBaHHsA. Lle AocnigkKeHHs Bax-
nvBe ANs PO3yMiHHA MOX/IMBUX PU3MKIB Ta 06Me-
XEHb BUKOPUCTaHHSA reimicpikauii.

BupineHHa  HeBupilleHUX  paHiwe  yac-
TUH 3arasibHOi npo6Gnemu. AHani3 HaBefeHUX

iyl Bunyck 83. Tom 2. 2025

JocnifpkeHb nokasye, WO renmidikauisa posrisaga-
€TbCA SK GaraTtoobiuswounii nigxig Ans NigBULLEHHS
MOTMBALT Ta 3a/Ty4EHOCTI CTYAEHTIB Y Pi3HNX OCBITHIX
KOHTEKCTax, BK/HOYAKUN OHMalH-HaBYyaHHA. OpfHak,
iCHYIOTb HEBMPILLEHI YaCTUHWN 3arasibHOi Npo6nemu,
SAKY LOCTIIKYE LA CTaTTS:

— HepocTtaTHA KiNbKiCTb [OCNIOXEHb, WO KOMI-
NIEKCHO OLHIOIOTb BM/IMB PI3HUX €NeMEHTIB reiimidi-
Kauii caMe Ha PO3BUTOK KOMYHIKATUBHOI aKTUBHOCTI
CTYAEHTIB B OHNaliH-cepefoBuLli BUBYEHHS IHO3EM-
HUX MOB. BiflbLWICTb AOCNiAXEHb 30CepPelKXYTbCA Ha
3ara/ibHil MOTMBaLT Ta 3a/1y4eHOCTi, a He Ha crneuw-
(pivHNX acnekTax KOMyHIKaTUBHOI B3aEMO/,T.

— Motpeba y BUBYEHHI €PDEKTUBHOCTI KOHKPETHUX
relimidpikoBaHMX MexaHik (Hanpwuknag, posboBi irpu,
CUMYNALT, KOMaHAHI 3MaraHHs) 4719 CTUMYNI0BaHHSA
MiXXMOB/IEHHEBOT B3aEMOji Ta MPakTUKM YCHOrO MOB-
JIEHHS B OHNaliH-qpopmarTi. Fki came irpoBi e/1leMEHTM
€ HaWbiNbLL AiEBUMW 4718 320XOUEHHSA CTYAEHTIB A0
CMiNKyBaHHS iHO3EMHOK MOBOK OH/alH?

Lis cTatTa cnpssMoBaHa Ha 3aroBHEHHS LyX npora-
NIVH 'y JOCNIMKEHHAX, 30CEePeXYOUNCh Ha BUBYEHHI
BNAMBY relimMichikalii Ha KOMYHIKaTVBHY aKTUBHICTb
CTY/IEHTIB B OH/1aliH-HaBYaHHi iHO3EeMHUX MOB.

dopmMynioBaHHA Lineii cTtarTi (NocTtaHOBKa
3aBAaHHA). MeTol0 L€l cTaTTi € TeopeTnyHe 06rpyH-
TYyBaHHS Ta AOCAIMKEHHA NoTeHLuiany rerimMidikauii sk
3acoby nigBuLLLEHHA MOTMBALLT Ta, 0CO6/MBO, KOMY-
HIKaTMBHOT aKTUBHOCTI CTYAEHTIB y NpoLecCi oHNaliH-
BMBYEHHSA IHO3EMHUX MOB. [1NS OCATHEHHS LiET METU
MOCTaB/IEHO Taki OCHOBHI 3aBAaHHsA: NpoaHanisysaTu
MOXJ/IMBOCTI Pi3HMX eneMeHTiB reimidpikauii (6ann,
6elioki, piBHI, 3MaraHHs, icTopii TOLWO) ANnA CTUMY-
NOBaHHA MOTUBAL,i CTYAEHTIB 4O BUBYEHHS IHO3EM-
HOI MOBW B OHMaiH-cepenoBuwi [2, 3, 7, 8]; BUABUTH
HanbinbL edekTUBHI relimidpikoBaHi nigxoau, WO
CNpUAKTL MNiABULLLEHHIO KOMYHIKATUBHOT aKTUBHOCTI
CTY[EHTIB Mif Yac OHMaliH-3aHSATb 3 IHO3EMHOI MOBM,
BK/IHOYAOUN TX FOTOBHICTb A0 MIXMOBJ/IEHHEBOI B3a-
€Mofji Ta NPaKTUKN YCHOrO MOBNEHHSA [4, 7]; po3rns-
HyTW MNoTeHUian relimicdpikalii ons po3BUTKY Pi3HMX
acrnekTiB KOMYHIKaTUBHOI KOMNETEHLT CTYAEeHTIB.

Buknag ocHoBHOro Martepiany. [elimidika-
Lisl, SIK KOHLENUisi 3aCTOCYBaHHS irpoBUX €enemMeH-
TiB Ta NPUHLMNIB Y He irpOBUX KOHTEKCTaX, 30Kpema
B OCBITI, NpuBepTae BCe OiNbLUy yBary AOC/iIAHNKIB Ta
npakTukis [6, 8]. i noTeHuian A4na NiABULLEHHS MOTU-
BaLil Ta 3a/ly4eHOCTi CTYAEHTIB B OH/AiH-HABYaHHI
IHO3EMHMX MOB € 0CO6/IMBO akTya/lbHUM 3 Orfiagy Ha
BUK/NKK, MOB’A3aHi 3 NiGTPMMKOI TX aKTUMBHOCTI Ta
iHTepecy Ha BiAcTaHi [1, 8]. Pi3HOMaHITHI enemMeHTn
reimidpikayii MOXyTb OyTW iHTErpoBaHi B OH/aWH-
Kypcu iHO3EMHNX MOB 3 METOK CTUMY/THOBaHHS KOMY-
HiKaTMBHOT aKTUBHOCTI CTYAEHTIB. [0 HUX Ha/lexaTb:

— HapaxyBaHHsA 6aniB (points). 3a BWKOHaHHS
3aBAaHb, y4acTb B OGIOBOPEHHSIX, MPOSIB iHiLiaTUBK
CTYAEHTU OTPUMYIOTb 6asnu, WO CTBOPKE BigyyTTA
nporpecy Ta A0CArHeHHs [2, 7].
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— OTtpumaHHa 6Gengxie (badges). BipTyasibHi
Haropoan 3a MeBHi [OCATHEHHSA, Hanpvknag, 3a
ycnilHe MNPOXOKEHHA MOLY/A, akTVBHY Yy4yacTb
y hopymi abo AEeMOHCTpaL,il0 NEBHUX KOMYHiKaT/B-
HUX HaBUYOK [7].

— MpoxompxeHHa piBHiB (levels). CTpyKTypyBaHHs
HaBYasIbHOTO Matepiasly y BUMNALI PiBHIB CKNafHOCTI,
LLI0 MOTMBYE CTYAEHTIB 10 MOCTYNOBOIO PO3BUTKY CBOIX
MOBHMX HaBUYOK Ta KOMYHIKaTUBHOI KOMMNETeHL;i [4].

— Tabnuui nigepis (leaderboards). Bigobpa-
YXEHHA Nporpecy CTyAEeHTIB Yy NOPIBHAHHI 3 iHWMN (3
MOX/IMBICTIO HaNaLITYBaHHA aHOHIMHOCTI), L0 MOXe
CTUMYJIIOBATW 3[10POBY KOHKYPEHL0 Ta nparHeHHs
[0 Kpawnx pesynsrarTis [2].

— Enementn  ponboBoi  rpu  (role-playing
elements). CTBOpeHHS cCLeHapiiB, Yy AKUX CTYAEHTU

MOXYTb  NPaKTUKyBaTW  CMifIkyBaHHSA  iHO3EMHOI0
MOBO, BUKOHYHOUM NEBHI PO/l Ta B3aEMOZi0UN OANH
3 ofHUM [4].

McuxonoriyHi Ta nmepgaroriydi MexaHiamu BnnBY
reimicpikaLii Ha MOTMBaLt0 Ta KOMYHIKaTUBHY aKTWB-
HICTb CTYAEHTIB € pi3HOMaHITHUMW. BiguyTTa gocsr-
HeHHS Ta nporpecy, Lo 3abesnevyeTbca 6anamm Ta
piBHAMUW, MIATPUMYE BHYTPILLHIO MOTMBAL,0. KOHKY-
peHuis, cTUMyfnboBaHa TabmuaMu Nigepis, Moxe
NiABULLMTA aKTUBHICTb CTYAEHTIB, AKi nparHytb Ao
nigepctea [7]. ENeMeHT! HOBM3HM Ta HEeCMoAiBaHKu,
B/1ACTMBI irpamM, MOXyTb MNiATPUMYBaTW iHTEpec Ta
3aUTy4eHICTb CTYAEHTIB NPOTArOM TpMBaJ10ro yacy [6].
JocnimpKeHHs BXe AEMOHCTPYIOTb NO3UTUBHUIA BNIVB
refmidoikaLii Ha 3as1ly4eHiCTb Ta MOTUBALLO CTYAEHTIB
Yy BMBYEHHI iIHO3€MHUX MOB OHNawH [2, 3, 7]. Hanpu-
knag, BukopucTaHHA Kahoot! nokasano 3pocTaHHsA
piBHS1 3240BO/IEHOCTI Ta aKTUBHOCTI CTYAEHTIB Nif, Yac
3aHATb [2]. IHTerpauia enemeHTiB Classcraft cnpusna
NigBULLLEHHIO MOTMBALT Ta BifnoBiAa/IbHOCTI CTYAEH-
TiB [3, 7]. OfHaK, BaXNMBO 3a3HaunTH, WO eeKTmB-
HICTb reimicpikalii 3anexunTb Bif pPeTelbHOro NpPOoeEk-
TyBaHHSI HaBYaU/TbHOIO MPOLECY Ta iHTerpauii irpoBux
enemMeHTIB. HenpogymaHe BUKOpUCTaHHS reiimidikavi
MOXe MPU3BECTU [0 HEraTvBHUX HaCNIAKIB, TakMx sK
HaAMipHa KOHKYPEHLLiS, 3HVXKEHHSA BHYTPILUHbLOT MOTU-
Bauii abo BigBOMIKaHHSA Bif HaBYaIbHMX Linei [9)].

L8 CTUMY/OBaHHSI caMe KOMYHIKaTUBHOI aKTuB-
HOCTi B OHMaliH-HaBYaHHI iIHO3eMHVX MOB 0CO6/IMBO
BaX/IMBMMU € Taki reiimicpikoBaHi nigxoau:

— KomaHgzHi 3aBiaHHA Ta NPOEKTU. BumaratoTh Bif
CTYOEHTIB aKTUBHOI B3aEMOZT Ta CnisikyBaHHS iIHO3eM-
HOK MOBOH /151 LOCATHEHHS CNiSIbHOT MeTu [4].

— Cumynsauji Ta ponbosi irpu. CTBOPIOKOTb aBTeH-
TUYHI KOMYHIKaTUBHI cuTyauii, B $SKWUX CTYAEHTU
MOXYTb MPaKTUKyBaTU BUKOPUCTAHHS IHO3eMHOI
MOBW B Pi3HMX COLjia/IbHUX KOHTEKCTax [7].

— IHTepakTMBHI KBECTWN Ta ro/I0BOSIOMKU. 3a0XO0-
YyloTb CTYAEHTIB 40 06MiHY iH(hopMaLieto Ta cnifb-
HOTO NOLLYKY pilleHb IHO3EMHOI MOBOHO.

— Cuctemun 3BOPOTHOTO 3B'A3KY 3 efleMeHTamu
rpy. HagaHHsa koMeHTapiB Ta OLHOK Y reimiddikoBaHiii

dhopMi MOXe 3pobuTY NPOLEC OTPMMAaHHS 3BOPOTHOIO
3B'A3KY OiNbLU 3aXOMN/IMBUM Ta MEHLL CTPECOBUM [7].

MoganbLui eMNipuyHi AOCAIMKEHHSA HEOOXIAHI ANns
6isibLL FIMGOKOro PO3YMIHHS BM/IMBY KOHKPETHUX rei-
MichiKOBaHNX MeXaHiK Ha pi3Hi aCnekT KOMYHiKkaTuB-
HOI KOMMNETEHLUIT CTYAEHTIB B OH/MAH-HaBYaHHI iHO-
3€eMHUX MOB.

BucHoBKu. [lpoBegeHe TeopeTUyHe  AOCHi-
[DKEHHS NIATBEPKYE 3HAYHWIA MoTeHujan relimidika-
Uil sIK edpeKTMBHOrO 3aco0by NigBULLEHHST MOTMBaLT
Ta KOMYHIKaTMBHOI aKTWBHOCTI CTYLEHTIB B OHNaliH-
HaBYaHHI IHO3eMHUX MOB. AHaJli3 iCHYHUOI HayKoBOI
nitepartypv CBig4MTb NPO NO3UTUBHWUIA BNIMB iFPOBMX
e/leMeHTIB Ha 3a/lyyeHiCTb Ta iHTepec CTyAeHTIB [0
HaB4Yas/IbHOTO npouecy. Oco6/MBO  NEPCNEKTUBHUM
€ BMKOPUCTaHHA reiimicdpikoBaHMX MiagXoAiB oSt CTBO-
PEHHSA aBTEHTUYHMX KOMYHIKAQTUBHUX CUTyauild, CTu-
MY/IIOBaHHA MDKMOB/IEHHEBOT B3aEMO/IT Ta NpakTuKn
YCHOrO MOBJIEHHSA B OHMaiH-hopmaTi. PizHOMaHITHI
enemMeHTn renmidoikadi, Taki K 6anu, Gengxi, piBHi,
KBECTM Ta PO/LOBI irpu, MOXYTb e(eKTUBHO NifBY-
LyBaTn MOTMBALO CTYAEHTIB A0 OHNaWH-BMBYEHHS
iHO3eMHMX MOB. [elimichikoBaHi nigxoau, Wo nepeaoba-
YyarTb KOMaHAHY po60Ty, CUMYNAUl Ta iHTepPakKTUBHI
3aB[laHHS, MaloTb 3HAYHWIA MOTEHLias1 AN aKTuBi3a-
Uil KOMYHIKATMBHOI AisiNIbHOCTI CTYAEHTIB B OHNalH-
cepenoBuLLi. PeTenbHe NPOEKTYBaHHA Ta iHTerpauis
iIrpOBMX €/TEMEHTIB 3 ypaxyBaHHAM NegaroriyHunx Linen
€ K/II04YOBUM (DAKTOPOM YCMILLHOMO 3aCTOCYBaHHS rei-
Midpikavii B OHNaliH-HaB4aHHI iIHO3EMHUX MOB.

BogHouac, npoBefeHe [OCHIMKEHHA BUSABUO
HU3KY MNEPCNEeKTUBHMX HanpsiMKiB ANs MNo4asbLUMX
HayKoBUX PO3BIAOK: AOCNIIKEHHSA [OBrOTPMBA/IONO
BNAMBY relimidpikauii Ha HaBYaslbHi pe3ynbratn CTy-
OEHTIB Ta iXHK CTiliky MOTMBAL,il0 4O BMBYEHHS iHO-
3eMHOT MOBV OHMAMH; BUBYEHHS BMNJIMBY Pi3HWX TUMIB
relimichikaLii Ha CTyAeHTIB 3 Pi3HMMU HaBYa/IbHUMU
CTUASAMM Ta PIBHAMMW BOJSIOAIHHSA MOBOK, 3 METOH
nepcoHanisalii HaB4Ya/IbHOTO MpoLECy; pPO3podKa
KpUTepIiB OLiHIOBaHHA e(eKTUBHOCTI 3aCcTOCyBaHHSA
relimicpikauii 4N po3BUTKY KOMYHIKATUBHUX HABUYOK
B OH/1aliH-HaBYaHHi IHO3eMHMX MOB. NogasibLui AoCchi-
[)KEHHS B LbOMY HanpsMKy CApUATAMYTb rIMGLLIOMY
PO3YMIHHIO MNOTeHujiany rermidpikanii Ta pospobui
eheKTMBHUX METOAMYHUX peKkoMeHaalil Ana BMKNa-
[adiB iIHO3EMHMX MOB, CNPSAMOBaHUX Ha MiABULEHHS
MOTUBALiT Ta KOMYHIKATUBHOT aKTUBHOCTI CTYAEHTIB
B OH/1aliH-cepeaoBULL.
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