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JOLueHT Kadeapw aHrmincbKOi MOBY TEXHIYHOTO crnipsMyBaHHA Ne 2
HauioHanbHOro TexHiYHoro yHisepcuteTy YkpaiHu

«KniBCbKMI NONITEXHIYHUIA IHCTUTYT iMeHi Iropsi CikopcbKoro»

O. C. Amepidse

BUKNagay kacdpeopu aHmikncbKoi MOBU TEXHIYHOTO cnpsimyBaHHsA Ne 2
HauioHanbHOro TexHiYHoro yHiBepcuTeTy YKpaiHu
«KuniBCbKMI NONITEXHIYHWIA IHCTUTYT iMeHi Iropsi CikopcbKoro»

FEAMI®IKALIA HABYAHHSA

Bidkpumuti docmyn 0o cy4dacHux iHgbopmauitHUX mexHoroeilt nopoodXye CyCrifibCmeo HO8020 Murly, siKe
36inbwye npodyKkmueHicmb ma KOHKYPEeHMOCPOMOXHicmb 6yOb-5IKOi KpaiHU Ha C8imo8oMy PUHKY ma rnompe-
6ye 3HayHux 3miH y cucmemi oceimu. OcmatHi Oekifbka PoKie iHghopMayiliHo-KOMyHikamueHi mexHormoaii
rnocmitiHo exodsimb Ao criucky mpeHAie y Hag4aibHOMY rPOUEeci pi3HUX Kameaopil cryxadig. Ix docnidxyroms
¢haxisyi 3 akaleMiHHO20 ma KopropamugHo20 Hag4yaHHs, eug4yaromb OKpeMi oceimHi ycmaHosu. Y cmammi
PO32719HYMO 8UKOPUCMAaHHS Cy4acHUX iHbopMauyiliHO-KOMYHIKamugHUX MexHoo2il y npoueci suknadaHHs
aHeritcbKoI MOB8U y 8ULLUX Has4allbHUX 3akiadax.

lNpoaHanizoeaHo G0cei0 yrposadKeHHs IHGbopMaUiliHO-KOMYHIKamuBHUX MexXHOJ102ili 8 0C8IMHIl rpoyec
suWUX Has4YyanbHUx 3aknadie. Oxapakmepu3oeaHo riepegaau ma HedorliKu IX 3acmocy8aHHs.

OO0HuMm i3 Halibinbw iHHoBauyitiHUX nNidxodie y Hag4yaHHI € 2elmichikaliss Hag4YaHHS, siKa Ma€ 3Ha4Hi MOXXIIUGO-
cmi 0ns nidsuweHHs pigeHs1 doCcKOHanocmi, 3auikaeneHocmi ma 3any4yeHHs1 cmyOdeHmie 00 HagYaHHS, OCKINbKU
CmMeopIoe i2posy ammocghepy 8 Heiepo8ux ymosax. Y 38°a3Ky i3 UUM Memor Hauwlo2o OOC/iOXKEHHS € ropis-
HAMbHUL aHarni3 eukopucmarHs retmicgikauii y suwux Has4anbHUX 3aknadax [lonbwi U YkpaiHu, a makox
8UBYEHHSI egheKmuBHOCMIi 8UKOpUCMaHHS1 0Cc8imHbOI riamghopmu Kahoot sk oOHiei 3 mexHoroait retmicpika-
uii 8 Hag4aHHiI aHaitlicbKoi Mogu cmydeHmi8 mexHiYHUX crieyianbHocmeu. 51k nokasanu pesynsmamu docrii-
OxeHHs, [Monbuwa mae 3HadyHUl 0Ce8I0 8UKOPUCMAaHHSI KOMITIOMEPHUX i2op y suwiti oceimi, modi sik YkpaiHa
nuwe noYuHae 8rposadxysamu Ui mexHornoeii 8 Hag4aHHS. EkcriepumMeHmaribHe 00CiOXeHHsT BUKOPUCMaHHS
ocsimHboi nnameopmu Kahoot Ha 3aHSImmsix 3 aHanilicbkol Mosu O npogbecitliHoz2o cripsimysaHHs (ESP) Ha
YHi8epcumemcbKOMYy PigHi, y SIKUX 8UKOPUCIMO8Y8aluCb MemoOu mecmy8aHHs, CIIOCIMEPEXeHHSs Ui aHKemy-
8aHHs1, rnokasaso eghekmusHicmb i OoUifibHICMb Yiel mexHornoeii, OCKiflbKku cmydeHmu npodeMoHCcmpysarnu
binbW 8UCOKUU pieeHb O0Csi2HEHb, aKMUBHILWY 3auikaerneHicms i Momueauito 00 Hag4YaHHs.

Knroyoei cnosa: celimichikayiss, Momusauis cmydeHmie yHieepcumemy, Kahoot, lNonswa, Ykpaina, ESP.

MocTtaHoBKa npobnemu. Bigkputuii goctyn go
CyyacHuX iHPopMaLiNHUX TEXHOMNOTIN NOPOMAXKYE CyC-
NiNbCTBO HOBOIO TUMY, sike 36iMbLUYy€e NPOAYKTUBHICTb
Ta KOHKYPEHTOCMPOMOXHICTb Oyab-aKOi KpaiHu Ha
CBITOBOMY PVHKY Ta notpebye 3HayHMX 3MiH y cuc-
Temi oceiTu. B ocTtaHHi poku ogHum i3 npiopuTeT-
HUX HanpsMiB PO3BUTKY iHCPOPMALIVIHUX TEXHOMOTIN
€ renmidgikadis, 3okpema ii BNpoBag>KEeHHS B OCBITY
yepes MOKpALLEHHs iCHYIYMX OCBITHIX nnardopm
i CTBOPEHHSI HOBMX irpOBUX Nporpam HaB4YaHHS Ans
BUKOPUCTaHHS Yy BIOKPUMTOMY iH(pOpMaLinHO-OCBIT-
HbOMY cepegoBuLi. [enmidikauia ctana Hesig'em-
HUM Cy4aCHWUM IHCTPYMEHTOM OCBITU Yy 21-My CT., IKUI
MOXe ByTV BUKOPUCTaHWIA BUKNagadYaM Ha 3aHATTAX
sIK 3aCi6 NiaBMLLEHHS MOTUBALLiT Ta 3aNTyYeHHs CTYAEH-
TiB 40 HaB4YaHHSA. OTXe, BUBYEHHS MOXITMBOCTEN, SKi
LA TEXHOMNOriA BiAKPUBAE y NpoLeci HaBYaHHS, npea-
CTaBMsie 3Ha4YHUN iHTepec Yy ranysi ocBiTU. Y 3B’A3Ky
i3 LMM METOI HaLLOoro AOCHigXeHHSA € aHani3 BUKO-
puUCTaHHS renmidikauii y BULLMX HaBYaNbHUX 3akna-
nax MNonbLyi 1 YkpaiHW, a TakoxX BUBYEHHA e(pekTuB-
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HocTi BukopucTaHHsa Kahoot sk ogHiei 3 TexHonorin
rermicpikaLii y BMknagaHHi aHrnincekoi Mosu npode-
cinHoro cnpsamyBaHHs (gani — ESP) ctygeHTam tex-
HiYHMX BY3iB. B ocTaHHi poku iHaycTpia renmidpikauii
iHTEHCMBHO PO3BMBAETLCS Ta 3HAXOAUTb HOBI chepun
Ans peanisaudii cBoei npoaykuii. enmidikauinHi
nocnyrM NOLIMPIOKOTLCA B Pi3HUX cdepax XKUTTeAi-
AMbHOCTI, 0COGNMBO B ranyssix posear, po3apibHoi
Toprieni, BUPo6bHMLUTBA, Y 3acobax macoBoi iHop-
Mauii, BUOaBHUYIN AisnbHOCTI. B ocTtaHHe pecaTu-
NiTTA Us iHHOBaUiHa TexHonoria Oyna BnpoBagkeHa
B OCBIiTY 3 MeTOW 36ifblUEHHSA aKTMBHOI y4acTi CTy-
OEHTIB y 3aHATTAX, WOoO6 3p0obuTK nNpoLec HaBYaHHSA
Binbw npuBabnueum. TepMmiH «rermidpikauis» o3Ha-
Yae BWKOPUCTAHHA OWHAMIYHOI Ta irpoBOi Mexa-
HiKW Ons 3anyyeHHst nogen 4o cuctemu. BiH Takox
BM3HAYaETbCA SK BMKOPUCTaHHSA €rneMeHTiB Bigeoi-
rop nosa KoHTekcTom irop. lenmicikauia — ue 6ara-
TOrpaHHe couianbHO-TEXHOMOrYHE ABULLE, sIKe Mae
3Ha4yHMIM NoTeHuian, wo 3abeanedye 6e3niy nepesar,
SK-OT 3aJ0BONIEHHSA Ta couianbHa B3aemogis [1].
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I 3ixepMaH CTBEpPOKYE, LLO BUKOPUCTaAHHS irpoOBUX
TEXHOIOTiM NOKpaLLYye 30aTHICTb 40 3aCBOEHHST HOBMX
HaBu4ok Ha 40% [8]. Lle BnnnBae Ha noBefjiHKy CTy-
OEHTIB, 30inbLUye iXHI0 NMPUXUIBbHICTL Ta MOTUBALHO,
OTXXe, MOXe CMNpUATU BOOCKOHANEHHIO 3HaHb i BMiHb
[6]. MpumiTHO, WO Npu3n, nporpamm noANbHOCTI
M enemMeHTH irpoBUX Mofenen yxe aBHO BUKOPUCTO-
BYIOTbCS B Di3HecCi, ane 3 HayKOBOro Mornsigy Metopq
remmidikauii Bneplie posrnaHyTo nuwe y 2010 p.
y Cnony4yeHux LTatax AmMepukm [5]. Bue4atoum Buko-
pUCTaHHS revmidikaLii y BULLiIA OCBITI Pi3HUX KpaiH,
MW 3BEPHYNM OCOONMBY yBary Ha yChiluHWA OCBIg
MOMNbCbKNX YHIBEPCUTETIB, AKUA MOxe OyTu Kopuc-
HUM Yy PO3BUTKY L€l TeHOeHUii B YKpaiHi.

Buknag ocHoBHoro matepiany. Y lNonbLui renmi-
dikauisa mae pi3Hi Has3Bu: gamifikacja, gryfikacja,
grywalizacja. EnemeHTn X renmicdikadii 3’aBunmcs
B MONbCbKNX YHiBEpPCUTETax 3Ha4yHO paHiwe. Heski
BYEHi, OCOONMBO B EKOHOMIYHMX Konemxax, opra-
Hi30BYBanu PWHKOBI irpu, WO iMiTyBanu noBegiHKy
GisHec-nigpo3ainie. IHWI BNpoBampKyBanu enemeHT1
revmicpikauii B cUCTEMM OLiIHIOBaHHS Ha CBOIX 3aHAT-
TsX. B ocTaHHi kinbka pokiB, ogHak, OinbLU LMpPOKe
BUKOPUCTaHHSA remidpikaLii B yHiBepcuTeTax MoXxHa
BBaXaTW UMHHUKOM, SKUW CNpuaB noAanblLuin
Komepuianisauii npoaykty nignpuemcrea. PuHOK
MOKYMLUiB, @ TaKoX BMPOOHWKIB LUBMOKO PO3LUMPIO-
€TbCs. HamBigomiliolo KomnaHieto, sika BMpOOnsie
komm'toTepHi irpy B lMonbuwi, € CD Projekt Red.
KomnaHia pebtotyBana y 2007 p. y rpi “Wiedzmin”,
fKa BMABMMACA YCNILLHOKW He TiNbKW y KpaiHi, ane
i 3a kopgoHoMm. [pa 3ibpana Oyxe XopoLli Biaryku
Ta HM3KY Haropof [7]. HacTinbHi irpy Takox nepexu-
BalOTb peHecaHC, OCKiNbKK iX Npoaaxi B OCTaHHI poKu
LWBKAKO 3pocTatoTb. PUHOK LbOro Buay irop KowTye
npubnnaHo 100 MIH rpH i 3pocTtae NpubnnMsHO Ha
15-20% Ha pik. Lleit KoHTeKCT 3pobuB ymoBu ans
CTBOPEHHSA HaByanbHux irop y lMonbli cnpuaTtnu-
BUMMK. Xopowun npuknag npodecinHo CTBOPEHOT
anpaktuyHoi rpu — “Coffee Noir”, saky Bupobnsana
Doji Educational Innovations — komnaHid, nos’a3aHa
3 [Mo3HaHCbKUM €eKOHOMIYHUM YHiBepcuTeToM. [pa
noegHye B cobi EKOHOMIYHY CcTpaTerito, KpUMiHanbHi
pomMaHu Ta KOMIiYHY Bi3yanbHicTb. HoBa Bepcia mae
IHTPUTYIOUNIA CIOXKET, OXKUBMNEHWUI iHTepdeinc, 4onoB-
HEeHWA HOBMMW ayaioBidyanbHUMKW MaTepianamu
Ta MexaHikolo poscnigyBaHHs. Cnoudatky “Coffee
Noir” pospobnsinacsi sik ceprosHa rpa ans uinen
HaBYaHHS W OpieHTOBaHa Hacamnepen Ha BuLLY
Ta KoprnopaTuBHy ocBiTy. OgHak Yepes 6arato nosu-
TUBHUX BIArykiB Big rpaBUiB Ta NpusiB, OTPUMaHUX
Ha ApMapkax Bigeoirop, TBOpLi BMpILUXIM PO3LUK-
puTK NpoekT. Menmidikauisa ctana He nuwe 4vacTu-
HOK BULLOI OCBITW, ane N BaXNMUBUM ENeMEHTOM
KoprnopaTtuBHoi ocBiTh. Ockinbkn obuaei ui cepun
WyKaTb WAAXU NiABULLEHHS SKOCTi NpodeciiHol
nigrotToBKWU, BOHM HamararTbCs HanaroguTu TiCHiLLi
3B’A3KM 0Ha 3 OOHOH0.
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KomnaHii po3pobnsaoTb HOBIWI Ta Uikasiwi dop-
MaTwu irop Anst HaB4aHHs CBOIX CNiBPOBITHUKIB Ta po3-
BUTKY iXHiX NpodecCinHnx HaBu4ok. OgHMM i3 Takmx
npuknagie € nporpama “Red Bull”. CroxeT nos’sisaHuii
i3 AeMOHCTpaLisiM/ NiNnoTaxy. Y4acHWKU € TOProBuMu
npeacTtaBHUKaMn, a MeTa rpyu — MOCWUMEHHA 3arny-
YeHHS TOProBUX NPeACcTaBHMKIB 4O pobOTU Yepes rpy.
Y MonbLyi icHye 6araTto nogibHux iHiLiaTvB, | BOHW CTa-
I0Tb BCe OinblU AOCKOHaNMMW. Y JaHWi Yac € nnart-
dopmMu, sKi MOXHa Nerko iHTerpyBaTn B HaBYanbHWUI
npoLec, CTBOPIOOYM Ha X OCHOBI iHTEPAKTUBHI irpw,
KBECTM Ta BikTOpuHU: Socrative, Kahoot, FlipQuiz,
Duolingo, RibbonHero, ClassDojo, Goalbook Touuo.
Mnatgopma Kahoot, 10 BUKOPUCTOBYETLCA 5K Cep-
BiC A1 CTBOPEHHSI OHMaWH-BIKTOPWH, TECTiB i onu-
TyBaHb, OCOONMBO MONynsipHa B HaBYarbHWX 3akna-
Aax. CTygeHTV MOXyTb BignoBigaTu Ha 3anuTaHHs,
CTBOpPEHi BMKMagayem, 3a AOMOMOIroK MMaHLUETIB,
HOyTOYKiB, cMapTdOHiB, TOOTO Byab-AKMX NPUCTPOIB,
AKi MaloTb JoCcTyn Ao IHTepHeTy. 3aBOaHHs, CTBOPEHI
Ha Uin nnatdopmi, 4O3BONAOTL BKMAOYaATN dhoTOorpa-
dii Ta Bigeo. Temn BUKOHaHHA 3aBaHb PerynioeTbCs
BCT@HOBIIEHHAM 4acOBOro OOMEXEeHHS Ansl KOXXHOro
nUTaHHs. 3a HeOOXiOHOCTI BUKNagay MoXe npucBO-
iTM GOHyCcHI Banu 3a npaBunbHI BIANOBIAI Ta WBMA-
KicTb. Yci Bignosigi BigoOpaatoTbCsi Ha MOHITOPI
Komm’toTepa. Onga yyacTti y BIKTOPUHI CTydeHTam
npocTo HeobxiagHO BiakpuTK nocnyry Ta Beectn PIN-
Kod, HajaHWA BuMKMagadem 3i CBOro Komm'lotepa.
B ocTtaHHi poku IT-komnaHii B YkpaiHi akTMBHO npa-
LUIOI0Tb Haf BOOCKOHANEHHSM iCHYHUMX OCBITHIX
nnatopM Ta CTBOPEHHSIM HOBMX irpPOBMX OCBITHIX
nporpam Ans BUKOPUCTaHHSA Y BiAKpUTOMY iHpopmMa-
LiHO-OCBITHBOMY cepefoBuLLi. HuHi Hannonynsp-
Hiwnmm B YkpaiHi € Classcraft, Minecraft: Education
Edition, Power Point Quick Starter, Paint 3D, Lingua
Leo, Lego Education, WeDo 2.0, SimCity n iH.
Lli npogykTn ctann Hags3BuU4arMHO KOPUCHUM Cy4vac-
HUM IHCTPYMEHTOM 4111 BUKNaaadiB.

Mnatdgopma Minecraft BUKOPUCTOBYETLCSH
B [HCTUTYTi iHdpopMaLitHMX TexHonoril. Lle 3aranbHa
YHiBepcarnbHa OCBiTHA nnatdgopma, sika BUKOPUCTO-
BYETbCH BUKNagavdamu pisHUX OUCLUNNIH i3 MeTOow
dopMyBaHHA Ta pO3BUTKY HaBMyok 21-ro cCT.,
30KpemMa UuUMdpOoBOi rPaMOTHOCTI, BUHaXiANUBOro
Ta TBOPYOro MUCHEHHS, NPOAYKTUBHOCTI Al i epek-
TMBHOIO CMIfKYBAHHSA YYacCHUKIB HaBYasrlbHO-BU-
XOBHOro npouecy. Buknapgadi, 9ki akTUBHO BUWKO-
puctoBytoTb Minecraft, yBaxatoTb, WO Lel pecypc
€ YyOOoBMM sIK OANS BUKNagadiB, Tak i gns CTy4eH-
TiB [2]. deski ykpaiHCbKi yHiBepcuUTeTH, Hanpuknag,
Opecbknii  HauioHanbHWUIA  NOMITEXHIYHWIA  YHiBEp-
cutet, GepyTb y4acTb y MiKHapOgHOMY MpPOEKTI
ERASMUS + KA2 «CniBnpausi MiX yHiBepcuteTamm
Ta nignpvemMmcTBamu B ranysi nigBuLLEHHs kBanidi-
Kauii irpoBoi iHgycTpii — GameHub”. MeToto npoekTy
€ NOEdHaHHA Pi3HUX HanpsaMiB npodecinHol nigro-
TOBKM B €4VHUI HaBYabHWIA MPOLEC 3 YNPOBALKEH-
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HAM KOMM'IOTEPHUX iIFOP Y HAaBYaHHS 3 ypaxyBaHHAM
HaBMYOK Ta iHTepeciB Buknagadvis. B Opecbkomy
HauioHanbHOMY MOMITEXHIYHOMY YHIBEPCUTETI Len
NpoekT ©OyB peanisoBaHUM y MpoLECi BUBYEHHS
iHbopMaTMKM Ta HaBYarnbHOro npolecy Ha kade-
Opi aTOMHMX enekTpocTaHuin. Y pamkax uboro
MPOEKTY KOXEH CTYAEHT CTBOPIOE KOMM' IOTEPHY TPy,
y 9Kin mopentoe pisHi cuTyauii, TUM camum ona-
HOBYHOYM METOOUKY CUCTEMHOrO aHanisy cucrtem
disnyHoro 3axucty. Y KniBCbkOMYy HauioHanbHoOMy
NiHrBICTUYMHOMY YHIBEepCcUTETI Mig 4Yac BUBYEHHSA
aHmMmincbKol MOBW CTYOEHTUM BUKOPUCTOBYHOTb Bid-
KpUTi NnaTtgopmm Ans CTBOPEHHS Ha iX OCHOBI iHTe-
pPaKTUBHUX irop, KBecCTiB Ta BiKTOpuH. Hanpuknag,
BukopucTtoBytoun nnatgopmy ContentGenerator
(http://contentgenerator.net) Ta BMbOpaBWM oOAMH
i3 MmATHaguaTM wWwabnoHiB, BMKNaga4y CTBOPIOE
cepilo iHTepaKTUBHUX BNpaB Ta irop Ana BuUKNa-
OaHHS NTEKCUKM.

MoTim rpa posmiwyeTtbea Ha nnatdopmi Moodle,
sika HUHI JOCTynHa B 6araTtbOX BULUMX HaBYarbHMX
3aknagax YKpaiHu Ta BUKOPUCTOBYETLCS B HABYaHHI.
Irpy nNepeBaHO I'PYHTYIOTbCS Ha MUTaHHAX i3 pi3-
HOMaHITHUM BMBOPOM, MICTSITb Pi3HI TUMK NigKa3ok
(iHoai HenpaBwWbHiI) Ta PiBHI HA OCHOBI CHOXKETHOI NiHii,
obpaHoi aBTopom. OCHOBHE 3aBAaHHA BMKMagada —
CTBOPUTK ikoMora Binblue 3anuTaHb, Wobu 3pobutn
rpy uikaBow Ta pisHoMaHiTHow [3]. YHiBepcuteT
ynpasniHHA ocBiToo HaLlioHanbHOT akageMil OCBITHIX
Hayk Ykpainu BukopuctoBye rpy MMORPG — komm’to-
TEPHY MepexeBy PONbOBY OHMAaWH-TPy, e Benvka
KiNbKICTb rpaBLiB B3aEMOAiIOTb OONH 3 OOHUM Y Bip-
TyanbHOMY CBITi. YYaCHUKN KOMaHAMW Nig KepiBHULL-
TBOM BUKMNagava BMKOHYIOTb 3aBAaHHSA, a BMKNagad
Bij3HaYa€e AOCATHEHHS CTYAEHTIB B OHMaNH-CUCTEMI.
3a pesynbrataMmu OHs, TWXKHS, MiCALS KOXHUA CTy-
OeHT 30upae Habip OJOCArHeHb, WO € afeKBaTHO
OL}iHKOIO MOro JisinbHOCTI. 3aHATTA Moxe OyTn noby-
nosaHe y ¢opmi CTF-maTtuy, ge OBi KomaHau 3ma-
ralTbCs, Hamarar4ncb 3HaNTU PILLEHHS 3aranbHOro
3aBOaHHa [4]. Y KOHTeKCTi aHanisy renmidikauii
y BULLMX HaBYarbHUX 3aknagax YKpaiHu Myu Xo4emo
noainuTucsa goceigom 3actocyBaHHsA Kahoot y Bukna-
AaHHi ESP y HauioHanbHOMy TeXHIYHOMY YHiBepcu-
TeTi YkpaiHn «KWUIBCbKMIA MNONITEXHIYHUA IHCTUTYT
imeHi Iropsi CikopcbKoro».

3 MeTo BWBYEHHSI e(EeKTUBHOCTI  BMKOpU-
CTaHHA renMidikauii B HaB4anbHOMY mpoLeci
MW NPOBENW EKCMNEPUMEHT, ¥ AKOMY B3ANU yyacTb
43 cTyoeHTM [Opyroro Kypcy npunagobyaiBHoro
dakynetreTy HauioHanbHOro TeXHIYHOro YyHiBepcu-
TeTy YkpaiHn «KWIBCbKMI MNOMITEXHIYHUI IHCTUTYT
Iropsi Cikopcbkoro». CtyaeHTn Oynu posgineHi Ha
KOHTPOmnbHY rpyny (21 cTygeHT), sika BMBYana Tpa-
OVUIRHY MporpaMy, Ta eKCMepuMeHTanbHy rpyny
(22 cTtymeHTn), SKMX HaB4anu 3a OOMOMOroK MnaTt-
dopmu Kahoot, Ha 3aHATTsIX ESP. OCHOBHUMW METO-
Jamn ekcnepyMMeHTanbHoi poboTtu 6ynu:

— TecTyBaHHSl, $ke BWKOPWUCTOBYBarnocs Ans
nepeBipKM MOBHUX HABUYOK YYHIB A0 Ta Micns BUKO-
puctaHHsa nnatdopmu Kahoot;

— CIMOCTEpPEXEHHS, sIke [onomorno 3ibpatu
iHdbopmavito;

— aHKEeTYBaHHSA, sIKe BKMO4Yano BigKpuTi 3anu-
TaHHS, Ha sKi NOBUHHI BiANOBIAATU CTYAEHTHU.

ExkcnepumeHT cknagascs i3 ABox eTanis. Ha nep-
oMy eTani, KM MaB Ha MeTi ekcnepuMeHTanbHO
nepeipnTh edekTmBHicTb Kahoot, Byno nposegeHo
[iarHOCTUKY PiBHA CCHOPMOBAHOCTI MEBHUX MOBHUX
HaBWYOK Yy KOHTPOSbHUX Ta eKCNepUMEHTarnbHUX rpy-
nax o Ta nicrns BUKOPUCTaHHA L€l TexHonorii. B ekc-
nepumeHTaneHin rpyni Kahoot BukopucToByBaBcs
OIS BABYEHHS NNEKCUYHOI Ta rpaMaTuyHOl TEM. Y KOH-
TPOrbHIN rpyni Nig Y4ac BUBYEHHA TUX CAMUX TEM BUKO-
pUCTOBYBanucb TpaauLinHi MeToau, Aki He ©Oa3syBa-
nucs Ha nnatdopmi Kahoot. [Ina nepesipkn piBHSA
CTYOEHTIB i3 BiANOBIAHMX NEKCUYHMX i rpaMaTU4HUX
HaBM4OK Oyno NpoBedeHO Te came TeCTyBaHHSA A0
Ta Micns BUBYEHHS BULLEBKA3aHUX TEM Y KOHTPOSb-
HiM | exkcnepumeHTanbHiM rpynax. Opyrun eTan,
CMPSAMOBaHWI Ha BU3HAYEHHS CTABMEHHS CTYOEHTIB
00 BUKOpUcTaHHsa TexHonorii Kahoot, Bkntoyas onu-
TyBaHHSA CTyAeHTiB. BoHM noBuWHHI Oynu BignosicTu
Ha ABa 3anuTaHHA B NMMCbMOBIN hopmMi:

1. WWo Bam ocobnvBo cnogobanocb y BUMKOpPUC-
TaHHi nnatcopmu Kahoot y knacax ESP?

2. fki TpyOHOL BU Manu B HaBYaHHi 3 BUKOPUC-
TaHHAM L€l TexHonorii?

[aHi, oTpumaHi 3a pesynbrataMu TeCTyBaHHS,
nokasanw, LLIO Ha noyaTKy eKCnepuMeHTY piBHi cdop-
MOBAHOCTI BiANOBIAHMX NEKCUKO-rpamaTUYHNX HaBK-
YOK Y KOHTPOSIbHMX | eKCMepuMEHTanNbHUX rpynax
Oynu mawixe ogHakoBuMMU. [icnsa BUKOHAHHSA CTyAEH-
TaMn eKkcrnepyvMeHTarnbHOI rpyny 3aBOaHHsS 3 BUKO-
puctaHHamM nnatdopmu Kahoot ixHiin piseHb dopmy-
BaHHS! LIX HABUYOK 3HAYHO 30iNbLUMBCS MOPIBHSHO 3i
CTyOeHTaMu KOHTpornbHOI rpynu. OTxe, pesynsratu
eKCrnepuMMEHTY MoKasanu Kpawly AnHamiky po3BUTKY
BiANOBIOHMX NEKCMYHUX | rpamMaTUYHUX HaBUYOK
B eKcnepumMeHTarnbHin rpyni, HXK Y KOHTPOIbHIn rpyni,
LU0, Ha Hally AYyMKY, Nokasye epekTUBHICTb i AoUiNb-
HiCTb BMKOpUCTaHHsA nnatgopmu Kahoot y HaB4aHHi
ESP ons cTtygeHTiB TEXHIYHOTO yHiBepeuTeTy. Opyrui
eTan ekcrnepMMeHTy Nnokasas, Lo, BignoBigaroym Ha
3anuTaHHa «llo came Bam cnopgobGanock y BMKO-
puctanHi nnatgopmmn Kahoot Ha 3anaTTax ESP?”,
yCi peCcnoHAeHTU BUSIBUNW OEeSKi NO3UTUBHI CTOPOHU
uiel TexHonorii. binbwicTb (15) cTyaeHTIB 3a3Haunnu,
WO Nia Yac BUKOHAHHSA 3aBAaHb BOHM BCTAHOBUIN
OyXe rapHi CTOCyHKM 3 Buknagadem. [eski 3 HUX
(9) HaconomxyBanucb AyXOM 3MaraHb, MY3MKOL,
sIka nyHana, Konmv BOHW BigMOBIiganu Ha MUTaHHA.
UeTBepo CTyAEHTIB Bi4noBinu, WO HaBY4aHHA B irpo-
Bin cpopmi Byno gyxe NpMeMHMM. [JBOM CTygeHTam
cnogobanocb, 60 BOHM MO KOPUCTYBaTUCA ragxe-
Tamu. OguH CTYOEeHT 3a3HayuB, Wo iHTepdenc OyB
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JyXe XOpoLUMM i 3aBaHHS Nerko cnpumimMmanmncs Bisy-
arnbHO, OCKINbKKN KOXXHa dhopMa Mara CBil Konip.
TakoX OOWH CTYOEHT 3ayBaXuB, LIO Len Bug
OiANbHOCTI gaBaB  MOXIMBICTb MWUCIUTM  aHIMIiN-
Cbkolo MoBOW. CTygeHTM TakoX 3anporoHyBanu
CaMOCTIMHO MigroTyBaTh 3aBAaHHA Ha nnatdopmi
Kahoot. Bignosigatoun Ha 3anuTaHHA Npo TPYAHOLL,
AKi BMHUKNU B KopucTyBaHHi Kahoot, cemepo cTy-
[JEHTIB 3a3Ha4yunu, WO BOHM HEe 3MOMMWN BUKOHATU
[esiki 3aBAaHHS, OCKINbKN HEe BUCTA4YMUNoO BUAINEHIO
Ha ue 4acy. YeTBepo CTYOEHTIB 3a3Hauunu, Lo iHoaj
HepBYOTb, BMKOHYOUM 3aBAaHHsA, 60 6osnvcs npo-
rpatv y 3maraHHi. [Tatepo CTygeHTiB 3a3Hauumnu,
WO B HMUX Oynun npobrnemu 3 iHTEPHET-3B’A3KOM, LLO
BigBonikano ix Big poboTu 1 iHoA4i He O03BOMANO IM
BUKOHYBaTW 3aBAaHHA. [1BO€ y4yHiB Bignosinu, Lo
3aBAaHHA HeJOCTaTHBO Pi3HOMaHITHI. OauH CTyoeHT
CKkasaB, WO Woro iHoAi nnyTtatTb doTtorpadii Ha
MOHITOPI, OCKifbKW, Ha MOro AyMKY, BOHU He Bigno-
BiJalOTb MUTAHHSAM HaNeXHWM YMHOM. TakoX BapTo
3a3HaunTK, WO 30BCIM HECMOAIBAaHO HaWKpaLLmx
pe3ynbTaTiB Y BUKOHaAHHI 3aBAaHb Ha nnatdopmi
Kahoot 3aBxgu pocaranu cTygeHTW, ki paHiwe
PioKO BUSBNANM iHiLliaTUBY Ha 3aHATTI | HE Manu Han-
BULLIMX NOKa3HUKIB epeKTUBHOCTI. Ha Halwio nornsaa,
Lue CBig4YnTb NPO 3HaAYHWN MOTUBALIMHUA BNAMB Uil
TexHonorii Ta i ePeKTUBHICTb B akTUBHOMY 3any-
YeHHi CTYOEeHTIB 4O HaBYarnbHOT JisNbHOCTI.
BucHoBkM i nponosudii. Cnupatoumck Ha
pes3ynbTaT¥ HaWOro AOCHISKEHHS, MOXHa 3pobuTu
BWCHOBOK, WO renmidikauis pisHux cdep xuttd
cTana TeHaeHuieto 21-ro cT. OgHieto 3i cpep, Ae BoHa
peanisyeTbca 0cobnueo WBMAKo, € oceita. Cepen
nepLuMx KpaiH, sKi noYanu BUKOPUCTOBYBATH LIKO TEX-
Homnorito y BULWin wkoni, oyna MNonbwa. Mu BBaxa-
€MO, WO il MO3UTMBHMI JOCBIO MOXe ByTU KOPUCHUM
ONsi HaBYaHHA Ta TBOPYOro BUKOPUCTaHHS B YKpaiHi,
e npouec YynNpoBaKEHHS KOMM'KOTEPHMX irop
y cdepy OCBITM nuLle NoYnHaeTbcd. BukopuctaHHA
ofHiel 3 TexHonorin renmidikauii Kahoot y Has-
YaHHI aHrMiNCLKOI MOBU ANs1 KOHKPETHUX Linen cTy-
OeHTiB TeXHIYHUX YHiBepcuTeTiB, 3a pesynbratamu
eKCnepuMeHTanbHoro  AOCHiAXKEHHs!,  nokasano
CBOIO eMEKTMBHICTb i AOUINbHICTb, OCKINbKM CTy-

OEHTU NPOAEMOHCTPYBAnu He nuwe OinbLl BUCOKUIA
piBEHb JOCArHEHb, ane N Ginbl aKTUBHE 3any4eHHs
Ta MOTUBALLilO 0 BUBYEHHS MOBW.
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Kriukova Ye., Ameridze O. Gamification of education

Open access to modern information technologies generates a new type of society that increases
the productivity and competitiveness of any country in the world market and requires significant changes in
the education system. For the last several years, modern information and communication technologies have
been constantly included to the list of trends in the educational process of different categories of students. It
is researched by experts in academic and corporate training, and is studied by some educational institutions.
The article deals with the use of modern information and communication technologies in the process of teaching
English in higher education. The experience of introduction of information and communication technologies
in the educational process of higher educational institutions is analyzed. The advantages and disadvantages
of their application are described. One of the most innovative approaches in education is gamification of learning
which has considerable capabilities to increase students’ enjoyment, interest and engagement in the study.
In this regard, the aim of our research is to analyze the use of gamification in higher education institutions
of Poland, Ukraine and to study the effectiveness of using Kahoot as one of gamification technologies in
teaching English for specific purposes (ESP) to students in a technical university. As shown by the results

54


https://uk.wikipedia.org/wiki/Гейміфікація
https://doi.org/10.1145/2212877.2212883
https://doi.org/10.1145/2212877.2212883
http://inside.rotman.utoronto.ca/behaviouraleconomicsinaction/files/2013/09/GuideGamificationEducationDec2013.pdf.7
http://inside.rotman.utoronto.ca/behaviouraleconomicsinaction/files/2013/09/GuideGamificationEducationDec2013.pdf.7
http://inside.rotman.utoronto.ca/behaviouraleconomicsinaction/files/2013/09/GuideGamificationEducationDec2013.pdf.7
http://inside.rotman.utoronto.ca/behaviouraleconomicsinaction/files/2013/09/GuideGamificationEducationDec2013.pdf.7
https://doi.org/10.1016/j.ijinfomgt.2015.04.006
https://doi.org/10.1016/j.ijinfomgt.2015.04.006

2019 p., N2 67, T. 2.

of the study, Poland has considerable experience in the use of computer games in higher education, whereas
Ukraine is only beginning to implement these technologies in learning. An experimental study of the use
of Kahoot platform in ESP classes at university level, which employed the methods of testing, observation
and questioning, showed the effectiveness and expediency of this technology, as the students demonstrated
a higher achievement rate, more active engagement and deeper motivation for learning.

With the view of presented results the researchers compared Ukrainian gamification experience with Polish
universities. It was highlighted the importance of developed and integrated gamification in educational process.
Such methods of research as questionnaires, tests have been used. The researchers provided the survey
result and propose the appropriate recommendations. The results of the experiment have proved the efficiency
of the implementation gamification in educational process.

Key words: gamification, motivation university students, Kahoot, Poland, Ukraine, ESP.
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