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As a result, cooperative learning is an effective tool for developing a foreign
language vocabulary. The use of cooperative techniques within a three-stage system
of exercises optimises the consolidation of the material and forms the readiness of
students to use knowledge in authentic communication. This approach will help
Increase motivation and improve students’ interaction skills during the lesson.
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I'naoka Ynana

3000y8au Opy2020 pieHs euwoi oceimu,

Teproninbcokutl HayioHANbHUL Nedazo2iuHull yHigepcumem imerni Bonooumupa I namioxa
Hayxoeuii kepisnux: Jleguux H.C.., kanouoam nedazociuHux Hayx,

ooyenm xagheopu aneniicbkoi ¢inonoeii ma memoouKy HA8UaHHs AH2IUCLKOI MOBU

BUKOPUCTAHHSA 'EUMIPIKALI SIK MEJATOI'TYHOI CTPATEITI
PO3BUTKY IHHIOMOBHOI'O TOBOPIHHS Y TIOYATKOBIH IIKOJII

Y cydacHOMY OCBITHBOMY MpOCTOpi mpobiieMa ¢GOpMYBaHHS IHIIOMOBHOL
KOMYHIKaTHBHOI KOMIIETEHTHOCTI Y4YHIB IOYAaTKOBOi MIKOJM HaOyBae 0COOJIMBOI
aKTyaJIbHOCTI. Y KOHTEKCTI TJiio0aimi3allii Ta MDKKYJIbTYPHOI B3a€MOJIIi BOJIOJIHHS
1HO3EMHOI0O MOBOIO PO3TJIA/IAE€THCS HE JIMIIE SK HaBYaJlbHA METa, a K HEO0OXiJHa
yMOBa YCHIIIHOI corianizamii ocoductocTi. OgHUM 13 KJIOYOBUX KOMIIOHEHTIB
1HIIOMOBHOI KOMYHIKAaTMBHOI KOMIIETEHTHOCTI € TOBOpIHHS, SKe 3a0e3neuye
MOXJIMBICTh O€3M0CcepeIHbOIT YUacTl y MPOIEeCi CHUIKYBaHHS.

Pazom 13 ThM, mpouec (opmMyBaHHSI IHIIOMOBHOTO TOBOPIHHSA Y MOJOIIINX
IIKOJIAPIB  CYNPOBO/KYETHCS HHM3KOIO TpyaHomIiB. J[o HMX Hamexarb MOBHA
TPUBOXKHICTh, CTpax TOMWJIKH, HEIOCTaTHIA piBEHb MOTHUBAII, OOMEKECHMI
MOBJICHHEBUW JIOCBIJi Ta HEBIEBHEHICTh Y BIACHUX MOBHUX MOKJIHUBOCTSX.
TpanumiiiHi MeTOAW HaBYaHHS HE 3aBXIW 3a0e3MeuyioTh HAJICKHUA PIBEHb
aKTUBHOCTI Y4YHIB, IO 3yMOBJIOE€ HEOOXIJHICTh TNOIIYKY HOBUX €()EeKTUBHHUX
T1TXO/TIB.

Y 1poMy KOHTEKCTI OCOOJMBOTO 3HaueHHs HaOyBae reimidikaiisa 5K
IHHOBallllHa TmeaaroriyHa crparerisi. BoHa mnepenbavae iHTerpamilo I1rpoBHX
€JIEMEHTIB Y HaBYAJIbHUHN MPOIIEC 3 METOIO IMIJABUIIEHHS MOTHUBAIIli, 3aJy4€HOCT] Ta
pe3ynbTaTUBHOCTI HaBuaHHs. [eiimidikamis BucTynmae sK UUTICHA CHCTEMa
oprasizailii OCBITHbOT'O CepeIoBHIIa, 0 0a3ye€ThCs HA BUKOPUCTAHHI MEXaHIK TpU Y
HeirpoBomy KoHTekcTi [1, p. 9].

Mertor 1aHuX Te3 € TEOPETHUUHE OOTPYHTYBAaHHS BUKOPUCTAHHS TeiiMidikarlii sk
MeJaroriyHoil CTpaTerii pO3BUTKY 1HIIIOMOBHOI'O TOBOPIHHS Y MOJIOJIIIUX IIIKOJISIPIB.
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@®opMyBaHHS 1HIIOMOBHOTO TOBOPIHHS Yy MOJOJIIOMY IIKUIBHOMY BiIli
BHU3HAUYAETHCSI TCUXOJOTO-TIEJArOTTYHUMU OCOOIMBOCTSIMH PO3BUTKY MiTed. YuHI
I[HOTO BIKY XapaKTepHU3yIOThCS BUCOKOIO EMOIIINHICTIO, TOTPeOO0IO y Ipi, MPAarHEHHIM
70 aKTHBHOI NISJIBHOCTI Ta Oe3mocepenHboro aocBigy. Came TOMY BUKOPHCTAHHS
irpoBuX (popM HaBYAHHS € MPUPOJHUM 1 IEAATOTIYHO AOLIIBHUM.

[eiimidikariiss IPyHTYETbCS Ha Teopil caMojeTepMiHallll, fKa BHU3HAYa€E TPHU
OCHOBHI TICHMXOJIOTI4HI TMOTpeOM: KOMIETEHTHICTb, ABTOHOMIIO Ta COIlAJbHY
B3aemMofito [2, p. 68]. Y mporeci HaBYaHHS 1HO3EMHOI MOBH 3aJIOBOJICHHS ITMX
noTped crpusie popMyBaHHIO BHYTPIIIHBOI MOTHBALlll y4YHIB, IMJABUIIEHHIO iXHBOI
BIIEBHEHOCT1 y BJIACHUX MOBJICHHEBUX 3A10HOCTSIX Ta 3HW)KEHHIO PIBHS MOBHOI
TPHUBOXKHOCTI.

Kpim Toro, refimiikariisi y3romjKy€eTbes 3 MOJIOKEHHIMU KOHCTPYKTHUBICTCHKO1
Teopli HaBYaHHS, BIATOBITHO JI0 SIKOT 3HAHHS HE MEPENA0ThCsl Y TOTOBOMY BUIJISAIL, a
AKTUBHO KOHCTPYIOIOTBCSI YYHSIMU Yy TIpolLecl IisuIbHOCTI. IrpoBe cepenoBwuiie
CTBOPIOE YMOBH JIJISl TAKOTO KOHCTPYIOBAHHS 3HAHb, 3a0€3MEUYI0OUN aKTUBHY y4acCTh
Y4YHIB Y HaBUYAJIbHOMY IPOIIECI.

BaxnuBuM TeopeTMUHMM 1HCTpyMeHTOM € wMmojens MDA (Mechanics,
Dynamics, Aesthetics), ska A03BoJislE CTPYKTypyBaTh reiMi(ikOBaHE HABYAHHSL.
MexaHiky BKJIIOYAlOTh Oalid, PiBHI, 3HAYKW Ta 1HII €JIEMEHTH, II0 OPraHi30BYIOTh
TISJIBHICTh y4HIB. J[MHaMiKa BH3HAYa€ B3a€EMOJII0 MDK YYaCHHKAMH OCBITHBHOTO
Ipouecy, 30KpemMa CHiBIpalto Ta 3MaraHHs. Ectetuka gopmye emouiiHuil 10cBij,
SIKUH € KIIFOYOBUM YMHHUKOM MOTHBaIii [3, p. 2].

Takox 3HauHy ponb Bimirpae mozenb Octalysis, sika BU3HAYa€ OCHOBHI
MOTHBAIlIHI (PaKTOpH, IO BIUIMBAIOTh HA TOBEMIHKY YYHIB y TeimidikoBaHOMY
cepenoBuilll. Bukopucranus Takux (paxTopiB J03BOJISIE CTBOPUTH OUTBINT €(DEKTUBHI
Ta MPUBAOJIMBI HABYAJIbHI CIICHApIi.

[eitmidikanis Mae 3HAUHUI MOTEHLIAT JUIsl PO3BUTKY 1HIIOMOBHOI'O TOBOPIHHS
y Mojoammx Imkosspis. [To-niepiie, BoHa ciprsie 3HNKEHHIO MOBHOI TPUBOXHOCTI. Y
TpaIUIIHHUX YMOBaX Y4HI 4aCTO OOSIThCSI IOMUJIOK, IO HETAaTUBHO BILTUBAE HA TXHIO
MOBJIEHHEBY AKTUBHICTb. ¥ reliMi()iKOBaHOMY CEpeIOBUII MOBJICHHS IHTETPYETHCS Y
Ipy, 110 3MEHIIY€E MCHUXOJIOTIYHUM THUCK 1 Crpus€e OUIbII BUIBHOMY BUKOPHUCTaHHIO
MoBH [4, p. 45].

[lo-npyre, reliMmiikamiss CTUMYJIIOE MOBJIEHHEBY  aKTUBHICTh  YYHIB.
Bukopucranss irpoBuX €Ie€MEHTIB, TaKUX K Oaiv, piBHI Ta JHOCATHEHHS, TIBUIILYE
iHTepec 10 HaBYaHHS Ta CIOHYKAa€ Y4YHIB /0 AaKTUBHOI Y4acTi Y MOBJICHHEBIH
TisTbHOCTI. JIoCHIIPKEHHS TOKa3ylTh, 10 y TeiMi(piKOBAaHOMY CEpEIOBHUIIl YUHI
YacTillle 1HIIIOITh I1ajJord Ta BUKOPUCTOBYIOTH MOBY y PI3HMX KOMYHIKQTHBHHX
cutyarisx [5, p. 8].

ITo-tpeTe, reimidikamis cnpuse aBTOMATH3aIlii MOBJIICHHEBUX HAaBHYOK.
PerynsipHe BUKOpUCTaHHS MOBHHMX CTPYKTYp Yy ITPOBOMY KOHTEKCTI 3a0e3neuye ix
MPUPOHE 3aCBOEHHS Ta 3aKPITJICHHS.

Cepen ocHoBHUX ¢opM reimMiikamii y HaBYaHHI 1HIIOMOBHOT'O TOBOPIHHS
MO’KHA BUOKPEMHUTH:

e POJIBOBI 1ITPH, SIKI MOJICTIOIOTh PeajbHI KOMYHIKaTHUBHI CUTYAIIii;
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¢ KBECT-ypPOKH, 1110 NepeadadaroTh BUKOHAHHS OCIIIOBHUX 3aB/IaHb;

¢ CUCTEMH OaJiB 1 JOCSTHEHb, SIKI CTUMYJIIOIOTh MOTHBAIIIIO;

« BUKOpHcTanHa nugposux miardpopm (Kahoot, Quizizz, Wordwall);

+ KOMaH/IHI 3aBJaHHA, IO CIPUSIOTh PO3BUTKY COIIaTbHUX HABUYOK.

Taki Qopmu 3a0e3neuyioTh I1HTEPAKTHBHICTH HABYAJIBHOTO IMpoOLleCy Ta
CHpUSIOTH (POPMYBaHHIO KOMYHIKATUBHOT KOMIIETEHTHOCT1 YUHIB.

AHami3 CcydyacHUX HAayKOBUX JIOCHIJUKEHb MIATBEPIKYE €(PEKTUBHICTh
reiimigikaiii y HaBYaHHI 1HO3EMHMX MOB. 30KpeMa, BCTAHOBJEHO, WO ii
BUKOPUCTAHHS CIPUSE MMIIBUIIEHHIO PIBHS MOTHBAIlll, MOBJICHHEBOI aKTUBHOCTI Ta
SIKOCT1 YCHOTO MOBJICHHS YUHIB.

JlocmDKeHHST TOKa3yloTh, IO reimidikaiis J03BOJSE€ 3HAYHO 3OUIBIIUTH
KUIBKICTh MOBJICHHEBUX BHCIIOBJIIOBaHb Y4YHIB, a TaKOXX MOKpAIIUTH iXHIO
BIIEBHEHICTh Y BUKOPUCTaHHI 1HO3eMHOi MOBH. KpiM TOro, BoHa O3UTHUBHO BIUIUBAE
Ha PO3BUTOK COIIAJIbHUX HABUYOK, TaKuUX SK CIIBIOpalls, KOMYHIKaIlis Ta
B3a€MOJIOTIOMOTa.

BogHouac HaykoBLI 3BEpTalOTh yBary Ha HEOOXIJHICTh T'PaMOTHOTO
BUKOpUCTaHHA reiMidikanii. HaqMipHa opieHTaniss Ha 3Maraiisi a00 BUKOPUCTAHHS
JUIIE 30BHIMIHIX CTUMYJIB MOXE€ MPU3BECTU JO 3HWKEHHS MOTHBALli OKPEMHUX
yuHiB. ToMy BaxIuMBO 3a0e3neunTy OanaHC MK PI3HUMHU ITPOBHUMH €JIEMEHTAMH Ta
OpIEHTYBATHUCA Ha 1HIUBITyIbHUM MPOTPEC YUHIB.

Otxe, reimidikaiis € e(QEeKTUBHOI TMEJaroriyHoO CTPATETi€l0 PO3BUTKY
IHIIIOMOBHOTO TOBOPIHHS y MOJIOAMIMX IIKOJsIpiB. BoHa cropusie miIBUIIEHHIO
MOTHBAIIi1, 3HWKEHHIO MOBHO1 TPUBOXKHOCTI, aKTHB13allii MOBJICHHEBOT JISJILHOCTI Ta
(hopMyBaHHIO KOMYHIKaTUBHOT KOMITETCHTHOCTI.

Teopernunuit aHamiz CBITYUTH TMPO Te, IO redMidikaiis IPYHTYEThCS Ha
Cy4acHUX IICHMXOJOTIYHMX 1 TMEAaroriyHuX KOHIICMIIISIX Ta BIJAMOBIA€E BHMOTaM
CydacHOi ocBiTH. [i BUKOpHCTaHHS 103BOJNSAE CTBOPUTU e()eKTUBHE, IHTEPAKTUBHE Ta
MOTHBAIlIITHO HACHYEHE HaBYAJIbHE CEPEOBHIIIE.

[lepcnekTBM  MOAANBIIMX  JOCHIIKEHb MOJSATalOTh Yy  po3polui  Ta
€KCIIEpUMEHTAJIbHINA NIEPEeBIPIl METOJUYHUX MOJIENIe BUKOPUCTAHHS reimidikarii y
HaBYaHH1 1HIIOMOBHOT'O TOBOPIHHS.
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