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participation, and makes adolescent learners feel more engaged and interested. In
terms of learning English as a foreign language, gamification can improve vocabulary
and grammar retention through the involvement of multiple senses, repetition, and
interactive tasks, which strengthen memory processes. At the same time, the
effectiveness of gamification depends on its proper implementation. It is important to
maintain a healthy and friendly learning environment and to keep a balance between
deep cognitive activity and gamified elements.

Thus, gamification is considered a powerful innovative method that enhances
learning outcomes and makes language learning more engaging and effective for
adolescent learners.
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Deoopuyk Bikmopia

3000y8ay 0py2020 pieHs U0l 0ceimu,

Teproninbcokutl HaYiOHATLHUL NE0a2o2iyHUll yHigepcumem imeHi Bonooumupa I namioka
Hayxkosuii kepienux: /layxig O. 1., kanouoam nedazoeiunux Hayx,

odoyenm Kaghedpu aneniucokoi Qinonoii ma MemoouKu Ha84aHHA AHSIICHKOI MOBU

HU®POBI 3ACTOCYHKMU 1JIAA ®OPMYBAHHASA
BMIHb AYAIFOBAHHS YYHIB 10 KJTACY

AynitoBaHHS € OJHUM 3 HaWBAXKIIUBINIMNX MOBJICHHEBUX YMiHb, TOPSA 13
TOBOPIHHSAM, YWTaHHAM 1 THUCAMOM. B yMOBax CydacHOTO 3aKiaay 3arajibHOl
cepenuboi ocBiTH yuyHi 10 Kiacy MOBHMHHI BMITH PO3YMITH OCHOBHY iH(oOpMaIlio 3
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pPI3HUX THUMIB ayAiOTEKCTIB, BHOKPEMJIIOBATH JeTalll, POOUTH BHUCHOBKHA Ta
MepeaaBaTh 3MICT TOYYTOTO TTOBIJJOMJICHHS BJIACHUMU CJIOBaMU. TpaaniiitHi MeToIu
HABYaHHs ayJIIOBaHHS 4YacTO HE 3a0e3MeuyloTh JOCTaTHBOI MOTHBAIll Ta BUCOKHUX
HABYAJIBHUX  pPE3yJbTaTiB, OCOOIMBO KOJMM MaTepial OOMEXYyeTbCs JIUIIe
HOIAPYYHUKOM 1 ayjaio3amucamMu 0e3 IHTEpaKTUBHUX 3aBlAaHb. 3HAYHY pOJIb Y
MiIBUIIEHHI €(QEeKTUBHOCTI HABYaHHSA BIAITpalOTh MHQPPOBI TEXHOJOTIi, sKi
JI03BOJISIIOTH IHTETPYBAaTH BiJl€0, aydio, IHTEPAKTUBHI TECTH Ta IrpOBiI €IEMEHTH B
OCBITHIM MpoIiec 3 1HO3eMHOI MOBHU [4, ¢. 236]. BukopucTanHsa TaKMX 3aCTOCYHKIB
CIIpUSI€E PO3BUTKY KOMYHIKATHMBHOI KOMIIETEHTHOCTI, KOTHITUBHMX 3/110HOCTEH Ta
MDKKYJIBTYPHUX YMIiHb YYHIB, IMIJIBHUIIY€E€ IiXHIO MOTHBAIlI0O Ta aKTHUBHICTh Ha
3AHATTSX.

3rifH0 3 YMHHOIO HaBYalbHOIO mporpamoro s 10 kiacy, y4yHl TMOBUHHI:
pO3Mi3HaBaTH TOJOBHY AYMKY Ta J€Talll ayA10TEKCTy; pOOUTH BUCHOBKHU PO MOYYTE;
BIITBOPIOBATH 1H(OpPMAIlII0 BJIACHUMH CJIOBAMHU; PO3YMITH aydIOTEKCTH Pi3HOT
CKJIQJTHOCT1 Ta TEMATHUKH; OpaTH y4acTh Y KOPOTKMX OOTOBOPEHHSX, CIUPAIOYUCH HA
nouyte. Ha kinenp 11-ro knacy y4Hi HOBUHHI pO3YyMITH OCHOBHY IYMKY CKJIAJIHUX 32
3MICTOM Ta CTPYKTYpPOIO BHUCIIOBJIEHb HAa KOHKPETHI i1 aOCTpaKkTHI Te€MH, 30KpeMa Ha
Tl, SIK1 BIANOBIIAI0TE 00paHoOMy NpO(diII0, SIKIIO MOBJIEHHS HOPMATHUBHE, CTEKHUTH 32
MOIIMPEHUM BUCJIOBJICHHSM 1 CKJIQJHOIO apryMEHTalll€l0 B JAUCKYCIi 32 YMOBH, IO
TeMa JIOCUTh 3HaoMa, a HalpsIM JTUCKYCii OKpPECICHO YiTKUMHU Mapkepamu. [1, . 17].

JUi JOCATHEHHS LMX 1L1JIeH Ba)JIMBO MOCHIIOBHO BUKOPUCTOBYBATH 3aBJaHHS,
K1 OXOIUTIOIOTH TPH €Talu — MepeJ] CIyXaHHSIM, M Yac CIIyXaHHs, MICI CIyXaHHS
(pre-listening, while-listening, post-listening). HaBeaemo npukiany Takux 3aBaHb.

3aBnaHHs Tepell CIyXaHHSM MOXYTb BKJIIOYATH MPOrHO3YBAHHS TEMHU
MTOBIJIOMJICHHSI 3a 3aroJOBKOM a00 300pa)KeHHSM; aKTUBAIIIIO JICKCUKHU depe3 (hiier-
KapTKu a00 KOPOTKI BiZIc0; OOTOBOPEHHS OYIKyBaHb IIOJIO 3MICTY ayAiOTEKCTY Y
mapax abo Tpymax. 3aBHaHHA TiJ dYac CIyXaHHsA TmependadaloTh 3alOBHEHHS
MPOMYCKiB Y TEKCTi, MO3HAYCHHS MPAaBUIBLHUX TBEP/KCHb, BU3HAYCHHS TOJOBHHUX
imeit Ta npetaneit. o 3aBmaHb MICHS CIIyXaHHS BIJHOCSITh CTBOPEHHSI pE3IOME
MOYYyTOr0, IHTEPAKTUBHI BIKTOPUHM JJI1 TEPEBIPKA PO3YMIHHS, OOTOBOPEHHS
MDKKYJIBTYPHHX aCHEKTIB aymioTekcty [2, €.181 — 184; 3, c. 166 -198].

AHani3 QyHKIIOHATBHUX MOKJIMBOCTEH MU(POBUX 3aCTOCYHKIB JI03BOJIUB HAM
3pOOWTH BHUCHOBOK MPO TE, IO HA CYYaCHUX YypOKax 1HO3EMHOI MOBH JOIIIBHO
BHUKOPHCTOBYBATH Taki iHCTpyMeHTH sik Edpuzzle, Listenwise, Quizlet, Kahoot!

Edpuzzle — nnatdopma a1s iIHTEpAKTUBHOIO MEPETIIAIY Bifeo. YUUTEIb MOXKE
J0JJaBaTH 3allUTaHHA J0 BiJ€0, BCTABIIATH MOSCHEHHS, IEPEBIPSITH PO3YMIHHS YUHIB Y
pexumMi peanbHOro 4acy. Hampukiaza, mepen meperisiioM Y4HI MPOTHO3YIOTh 3MICT
Bigeo (pre-listening), mix vyac meperisaay BiAMOBIAAIOTh HA IHTCPAKTUBHI 3alUTaHHS
(while-listening), micast 3aBepieHHS OOrOBOPIOIOTH OCHOBHI imei y rpymi (post-
listening).

Listenwise — pecypc i3 peaJbHUMH TMOJKACTAMH Ta ayjaiomMarepiajiaMu Uit
crapiokiacHukiB. Ilnarpopma 103BoJis€ TPOBOJUTH IHTEPAKTUBHI  BIIPABH,
BKJIFOUAIOYH TECTOBI 3aBJJaHHs, IUCKYCIi Ta CIOBHUKOBI1 BIIPABHU.
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Quizlet BukOpUCTOBYETHCS M1 BHBYCHHS JIEKCMKM Ta TEPMIHIB Tiepen
aynitoBanHsM. CTBOpEHI MM 3aCTOCYHKOM (DJieHI-KapTKA Ta 1HTEPAaKTHBHI TECTU
J0TIOMAaraloTh aKTUBI3yBaTH CIOBHUKOBHII 3armac.

[etimicpikoBany 1iarpopmy Kahoot! gomineHO BUKOpUCTOBYBaTH IS
MEPEeBIPKH PO3YMIHHA aydIOTEKCTiB y (OpMi BIKTOPUH. YUHTEIh MOXKE IIBUIKO
OLIIHUTHU PE3YJbTATH Ta 3aJYYUTH BCIO TPYIY 10 OOTOBOPEHHS.

[udppoBi 3aCTOCYHKHM JO3BOJISIIOTH  YUHSM  3HAHOMUTHUCS 3 KYJBTYpOIO
aHIJIOMOBHMX KpaiH uYepe3 aBTEHTHYHI ayjio- Ta Bimeomarepianu. Hampuxnan,
HoaKacTH Ha Listenwise Mo)KyTh MICTUTH 1HTEPB IO 3 HOCISIMUA MOBH, IIIO JEMOHCTPYIOTh
KYJIBTYPHI OCOOJIMBOCTI, 3BUYKH Ta COLIaIbHI peanii. BUKOpUCTaHHS TaKUX MaTepiaiB
noromMarae (GopMyBaTH Yy 3700yBadiB OCBITH MIKKYJBTYPHY KOMIIETEHTHICTh, IO €
OJTHIEIO 3 KJIFOYOBUX LIIJIEH CydacHOi MOBHOI OCBITH. OTKe, BUKOPUCTAHHS LU(POBUX
TEXHOJIOTIA y HaBYaHHI ayJiIOBaHHS chpuse (OPMYBaHHIO BMIHb ay/IIOBaHHS,
MIABUILEHHIO MOTHBALll YYHIB, IHTEPAaKTUBHOCTI Ta 3aJyYEHHIO KOKHOIO YYHS,
PO3BUTKY  KOTHITMBHHUX  3JI0HOCTE, = MOBJIEHHEBUX  Ta  MDKKYJIBTYPHOI
KOMITETEHTHOCTEH, CTBOPIOE JOJIATKOBI MOKJIMBOCTI ISl 1HIUBITyasi3allli OCBITHbOI'O
MPOIIECY.

Bukopucranns nnpposux 3acrocynkiB Edpuzzle, Listenwise, Quizlet ta Kahoot!
Ha YpOKax I1HO3€MHOi MOBHM Uil (OpPMYBaHHS BMIHb ayJIIOBaHHS JOINOMArae
CTBOPUTH CY4aCHE OCBITHE CEPEOBHILIE, SIKE MOEAHYE NMEAAroriyHy e(QeKTUBHICTh Ta
udposi TexHoorii. Lle ocobnuBo BaxnuBo 11 yuHiB 10 Kiacy, siki TOTYIOTBCS 10
HaBUYaHHS y 3aKJIaJaX BUIIOI OCBITU 1 MaOyTHHOI MpodeciiHOT AISTHHOCTI.
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