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TEUMI®IKAIISI Y HABYAHHI AHIVIIMCHKOI MOBM:
AHAJII3 OHJIAMH-CEPBICIB TA IPAKTUYHI MOXKJIUBOCTI

Y cmammi po3a/z;1()a€mbc;1 3aCcmoCy8anHs 2ewm<jm<aun ¥y npoyeci uUeHHs aH2IIICbKOI MOBU AK 3aC00Y NiOGUUYeH-
Hsl MOMUBAYii, KOCHIMUBHOI AKMUGHOCMI Ma eMoYyitinoi 3anyyenocmi 3000yeauie oceimu. IIpoananizoeano Haykoei 0ocii-
0iCeHHs GIMUUSHAHUX MA 3aPYOIDICHUX YUEHUX, NPUCCAUEH] NUMAHHAM BNPOBAOICEHHS i2DOGUX e/leMeHMiE ' HAGUANbHULL
npoyec ma ixuvoi egpexmusrocmi. Y pobomi 30ilCHEHO 021510 CYUACHUX OHAAUH-CEPBICIS, SIKI MOANCYMb OYMU UKOPUCTIAHHI
surIadauamu OJis iIHmezpayii i2pogux enemenmis y 3auammsi 3 aneniticokoi mosu, sokpema Twinkl, iSL Collective, ESL Kids
Games, ESL Games+ ma Pinterest. Taxoo posenanymo incmpymenmu 0Jisi CMEOPEHHS A8MOPCKUX OUOAKIMUUHUX (20D —
Canva, Genially ma Microsoft PowerPoint. Okpeciieno Moxciusocmi opeanizayii 3aHame K 8 oHiauH-gopmami (Zoom,
Google Meet), max i 6 ayoumopii. 3aznauero npaxmuyny yinnicmo cepsicy Online Stopwatch sk donomisicHozo pecypcy
0715 YNpaeinHa i2posum ma HaguanbHum npoyecom. Onucano 00Ceio GUKOPUCMAHHS i2DOBUX elleMeHMi6 ni0 4ac 6UGHeHHs
oceimubol kKomnonenmu «Mopcoka aneniicbka Mosay 3i 3006ysauamu 0csimu XepcoHcoKoi 0epicasHoi MOpCcoKol akademi.
3asnaueno, wo eeimigikayis cnpuse po3eUMKY KOMYHIKAMUGHUX HABUHOK, (OPMYBAHHIO MOBIEHHEBOT KOMNEMEHMHOCMI,
SHUJICEHHIO NCUXON02IUH020 6ap'epy nio uac cnintkysanus ma ni0GUUEeHHIO HA8YAIbHOT Momugayii. BoOHouac HazonouieHo
Ha 8AACIUBOCT NEOA202IUHO BUBAIICEHO20 NIOX00Y 00 8NPOBAONCEHHSL 2eUMIQIKAYIIHUX NPAKMUK, OCKLTbKU HENpoOyMaHe
BUKOPUCMAHHSA [2POBUX eNeMEHMIB MOICe ZHUICYBAMU eqheKMUBHICMb 3aceocHHA mamepiary. Cmammsa mae npakmuume
3HAYeHHs 01 BUKNA0AYI6 Ma 64UMENI6 AHeNIUCLKOI MOBU, SKI NPARHYMb NIOGUWUMU PE3VIbIMAMUEHICIb HABYATLHO20 NPO-
yecy wiisxom iHmezpayii i2poeux mexHon02ill ma Cy4acHux Yu@posux iIHCMpyMeHmie.

Knrouosi cnosa: ceiimigpixayis, susueHHs: aH2IILICbKOT MOBU, OHLALH-CEPEICU, OUOAKMUYHI i2pU, MOMUSAYIs Md 3a1y-
yeuicmeo.
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GAMIFICATION IN ENGLISH LANGUAGE LEARNING:
AN OVERVIEW OF ONLINCE SERVICES AND PRACTICAL APPLICATIONS

The article explores the use of gamification in the process of learning English as a means of enhancing students’
motivation, cognitive activity, and emotional engagement. The study analyses the research of Ukrainian and foreign
scholars devoted to the implementation of game-based elements in the educational process and the evaluation of their
effectiveness. An overview of modern online platforms that can be used by educators to integrate gamified elements into
English language classes is provided, including Twinkl, iSL Collective, ESL Kids Games, ESL Games+, and Pinterest.
Tools for creating original didactic games such as Canva, Genially, and Microsoft PowerPoint are also presented. The
paper outlines the possibilities of organizing learning activities both online (Zoom, Google Meet) and in the classroom.
The practical value of Online Stopwatch as a supplementary resource for managing game-based and educational
processes is highlighted. The author describes the experience of applying gamification elements while teaching the course
“Maritime English” to cadets of Kherson State Maritime Academy. It is emphasized that gamification contributes to the
development of communicative skills, the formation of language competence, the reduction of psychological barriers in
communication, and the increase of learning motivation. At the same time, the importance of a pedagogically balanced
approach to the implementation of gamified practices is underlined, since poorly designed gamification may reduce the
effectiveness of learning. The article is of practical value for teachers and educators of English who aim to improve the
efficiency of the educational process through the integration of game-based technologies and modern digital tools.
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IMocranoBka mnpoGiaemu. CTpiMKuil PO3BHTOK
iHpOpPMAIIfTHUX TEXHOJOTIH 1CTOTHO TpaHChOpMY-
BaB OCBITHIH IpoIeC Ta BiJKPUB HOBI MOXKJIHMBOCTI
IUTS Hioro yyacHHKIB. Pa3om i3 moctymom 1o Mepexi
IaTepreT, 3m00yBadi OCBITH Ta BHKJIAJadi OTPUMAIN
MOKJIMBICTh IHTErpyBaTH B HaBUaHHs Pi3HOMAaHITHI
OHJIAH-IHCTPYMEHTHU: NTOJATKH, TIaTQopMu, BeOpe-
cypcu. 3HauHy PoJib Y IIbOMY TIPOIIECi BIIIrPAE MITYY-
HUI THTEJEKT, SIKUH YMOXKIIMBIIIOE PO3B’SI3aHHS THX
3aBJIaHb, K1 JOHEIAaBHA 30aBAJIICS HEPEAIbHUMH.

B ymoBax TorampHOi 1udpoBizamii cycmiibcTBa
HaBYaHHS Mae€ BIINOBIJaTH 3alMTaM Cy4acHOIO
3000yBaya OCBITM — OyTH LiKaBUM, IUHAMIYHHM,
IHTEPaKTUBHUM Ta 3ajlyyatu emolliiiHo. Tomy nepen
BUKJIaJ]adeM IIOCTAE 3aBJIaHHs 1HTErpyBaTH B OCBIT-
Hilf TIporiec Ti cydacHi MUQPOBI eIEMEHTH, SKi 3MO-
XKYTh YPI3HOMAHITHUTHU 3aHATTS, COPUSTUMYTh 3aJy-
YEHHIO CTYJCHTIB Ta MiABUINEHHIO iXHHOI MOTHBAIII].
OfHUM 13 TIOMYJSIPHUX MiAXOJIB, IO Jealli aKTHUB-
Hillle BUKOPUCTOBYETHCS ISl JOCSTHEHHS IUX LJIeH,
€ reimidikaris.

AHamiz mocaimkeHb. [eliMidikamicro Ha3WBa-
I0Th BIIPOBAKEHHS IrPOBUX EIIEMEHTIB y HEIrpoBi
KOHTEKCTH, 30KpeMa B HaBYaJbHUH MPOLEC 3 METOIO
MiABHIICHHS HOro eekTuBHOCTI. Jlo TakuxX irpoBUX
€JIEMEHTIB BITHOCSTbH Oayu, pSUTHUHTHU, TAOIHII JTije-
piB — Te, MO BigoOpa)xkae MpOrpeCcHBHI JOCATHEHHS.
BoHu CTBOPIOIOTH BiAYYTTS KOHKYpPEHIIii, 3MaraHHs,
MTOKa3yI0Th pe3ybTaTH iHAUBIIyanbHOI a00 KOMaH/I-
HOT poOOTH. 3TiIHO 3 AOCITIKCHHIMH 3€JICHCHKOI Ta
Koginbko (2019), Bukopuctanns revmigikamii mia-
BUIIY€E ITi3HABAJIBHUHI 1HTEpEeC O HaBYaJIbHOI JHC-
LUIUIIHY, 10, B CBOIO YEpry, IO3UTHUBHO BIUIMBAE Ha
piBEHB aKaJeMivHOI YCITIITHOCTI 3700yBadiB OCBITH.

Cepen pi3HOMaHITHOCTI irop, siKi MOXYTb OyTH
aJanToBaHi Ui 3aJ0BOJICHHS HaBYAJIBHHX MOTpPeO
Ta JIOCSTHEHHS IIUICH, y KOHTEKCTI BHBYCHHS 1HO-
36MHOT MOBH BHJUIAIOTH MOBHY TPy — I€Iarorid-
HUAW IPUHAOM, SIKHH BUKOPUCTOBYE irpoBY (opmy s
[IPAaKTUKA MOBHHMX HaBMYOK: JIEKCUKH, PaMaTUKHU,
BHMOBH, ayAifoBaHHS, ToBopiHHS Tomo (Kapmenko,
2022). MoBHI irpu MalOTh BUCOKY MEAAroTiYHy IiH-
HICTh 1 MOXKYTb OyTH BUKOPUCTAaHUMH Ha BCiX PIBHSX
BHBYECHHA 1HO3eMHO{ MOBH. BOHH pO3BHBaIOTH KOMY-
HIKaTHBHI HAaBHYKH, JAOTh MOMKJIUBICTH MPAKTHKY-
BaTH MOBHHI Marepially B MEHII CTPECOBiid, OibIll
HedopmanbHriii atmocdepi (Kostikova, 2017). Ha
nymky Kapnenko (2022), MOBHa rpa CHpHUsi€ IPUCKO-
PEHHIO PO3YMOBOI JIisSTIBHOCTI, MPOOY/DKYE IHTEpEC
110 HaBYaHHS. BoHa momomarae ¢hopMyBaTH BUMOBHI,
rpaMaTU9HI Ta JEKCUYHI HAaBHUYKH dYepe3 aKTUBHE
BUKOPHCTaHHSA MOBHOTrO Marepiaiy. Okpim Toro, rpa
CTBOPIOE CIPUSTINBY MOBHY arMocdepy, 10 BOIHO-
Yac 3HIKYE TICHUXOJIOTTUHUH Oap’ep Ta TOTye 0 CIOH-

TaHHOTO CIJIKyBaHHA. Pazom 3 Tum Kaprienko (2022)
3a3Havae, Mo Tpa Mae€ MaTl BU3HAYCHY TUAAKTHYHY
METy, BIAMOBiAaTH piBHIO 3400yBadiB OCBITH, TeMi
3aHATTA Ta €Tally OCBOEHHS Marepiay.

MogHa rpa Moxe OyTu oopmiieHa SIK HACTiIbHA
rpa. 3a pesyjbrataMu JOCIIDKESHHs Sousa Ta CIli-
BaBTOpiB (2023), yyacTh y TakuX irpax IOKpaIrye
IaM’sITh, JTOTIOMara€ 3acBOIOBATH MaTepiall Ta po3-
BuBatH soft skills (rHyukicTh, BMiHHS TIpaItOBaTH B
napi abo rpymi, HaBUUKK KoMyHikauii). Cambazoglu
i Girgin (2022) TakoX JOBOISATH, [0 HACTUIBHI I'pU
€ e(DeKTUBHUM 1HCTPYMEHTOM y BHKJIQJIaHHI aHTIIik-
ChKOi MOBH, OCKIIBKH CTHUMYIIOIOTH KOTHITHBHI
nporiecu (MBUAKICTh MUCIEHHS, PEaKIlifo, yCBIIOM-
JICHHS) Ta BOAHOYAC MOTHBYIOTh CTY/ICHTIB 0 aKTHB-
HO{ yyacTi B HABYaHHI.

BBaxkaemo, 1m0 akTyajabHICTh Ta €(EKTUBHICTh
IHTerpalii irpoBUX eJeMEHTIB B HABYAIILHHUI MTPOIIEC
TIOBEICHO, TOK B MEXKax ITHOTO MOCTIIKEHHS (DOoKyC
30Cepe/KeH0 Ha TPUKIIAJHOMY acleKTi: OHJIaiH-
IHCTpYMEHTaX SIKi MOXKHA BUKOPUCTATH JUIS OpTaHi3a-
1ii AMTAKTUYHUX irOP.

Meta pociaizkeHHsl — TPOAHANI3yBaTH MOKIIU-
BOCTI OHJIAIfH-CEPBICIB I TONIYKY, CTBOPEHHS Ta
MIPOBENICHHS HABYAJIBHUX IrOp Yy KOHTEKCTI MOBHOI
IiJITOTOBKH, HAJATH MPAKTHYHI PEKOMEHJAIl 010
iX BUKOPHUCTaHHS, @ TAKOXK MIPOJEMOHCTPYBaTH Biac-
HUI TOCBi/I 3aCTOCYBaHHS IHTEPAKTUBHUX 1rop 31 370~
OyBauamu OCBITH XepCOHCHKOI JepiKaBHOI MOPCHKOT
akazemii.

Buxkiaan ocHoBHoro marepiany. Irpu B KOHTEK-
CT1 MOBHOI HIATOTOBKHA MAalOTh BIJINOBIJATH TEMI, 10
BUBYAETHCS, BIANOBIZATH BIKOBUM OCOOJHBOCTIM
3000yBaviB OCBITH Ta IXHOMY PiBHIO BOJIOJIHHS 1HO-
3eMHOI0 MOBOIO, OyTH IIiKABUMH, a TOJIOBHE — J00pe
npoxymanuMu. CTBOPEHHS Ta MIiATOTOBKA O iHTE-
rpamii irpoBUX €JIEMEHTIB BHMAara€ 3HAYHHX Yaco-
BHX Ta PECypCHUX BHTpar 3 OOKy BHKIajada, TOX
JIOLIIJIBHO TTOYaTH i3 CEpPBiCiB, JIe MOXKHA 3HAUTH BXKE
rOTOBi HaByalbHi irpu. IX MOKHa BHKOPHCTAaTH Ha
3aHSTTI B TOMY BHIVISIIII, B SIKOMY BOHH ITpEJICTaBIICHI,
a00 MpUHAMHI HAJMXHYTUCS Ha CTBOPEHHSI BIACHUX
TUIakTHIHUX MaTepianiB. Cepen cepBiciB, MO Mic-
TSATH TOTOB1 HaBYAJIbHI iTPH, BAPTO BUALIUTU Twinkl,
iSL Collective, ESL Kids Games, ESL Games + Ta
Pinterest.

Twinkl (https://www.twinkl.com) — 1me oHaiH-
BHJaBHMYA OCBITHS KOMIIaHis, fKa HaJIa€e MIHPO-
Kuii BUOIp HABYAJBHHUX 1 JUJAKTHYHUX MaTepiajiB
JUIs Tiefaroris, OarbkiB Ta yuHiB. CepBic mporo-
HY€ HACTUIBHI IrpH, IHTEpaKTHBHI KBi3HM y (opmari
PowerPoint tTa Google Slides, irpu ans 0e3moce-
PEOHBOTO BUKOPHCTAHHS Ha CalTi, a TaKOX Marepi-
amu s Apyky. [lomyk marepiamy Ha Twinkl cripo-
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LIYETHCS 33 PaXyHOK HasiBHUX (iIBTPiB: BiK rPaBLiB,
MOBa, Oaxkanuii Ty (aiiny. Jlo KoxKHOT rpu T0a€ThCs
OIMC Ta JIeTallbHA IHCTPYKIis, [0 3HAYHO TOJIETIIYE
MiATOTOBKY HABYAJILHOTO Marepiany.

iSL Collective (https://en.islcollective.com) — me
OHJIAMH-CITLILHOTA BUKJIAIAYiB AHIIIHCHKOT MOBH. IXHS
iaropMa MIiCTUTh YHIKaIbHI HaBYaJbHI MaTepiaiy,
CTBOpEHI KOpHUCTYBadaMH CaiTy, cepes SKUX MOXKHa
3HAWUTH YMCIICHHI AMIAKTUYHI irpu. 3pydyHa cHCTeMa
(hiTBTPIB TOJETIIyE TONIYK PECypciB BIAMOBIAHO IO
PiBHS BOJIOAIHHSI MOBOIO, TEMHU UM THITY 3aBIAHHSI.

Juis poGotu 3 HiTBMH Ta MiAMITKAMHU JOLITHHO
BUKOpHCTOBYBatu pecypcu ESL Kids Games (https:/
www.eslkidsgames.com) ta ESL Games+ (https://
www.eslgamesplus.com). Bonu momiOHI 3a CBOiM
iHTepdeiicoM i KOHTEHTOM, MICTATH 010Ti0TEeKy TIpO-
CTHX irop, y sKi MOXHa TpaTH Oe3NocepenHhO Ha
caiiTi. binbImicTh 13 HUX CHPSMOBaHI Ha BiJIIPAIlO-
BaHHsS TIpaMaTUYHUX TpaBWI 1 JIEKCHYHOTO Mare-
piasly MOYaTKOBOTO piBHS (BXHBaHHS apTHKIIIB,
HEMpaBUJIbHI [IIECIIOBA, CTYIEHI TOPIBHSIHHA MpPH-
KMETHHUKIB, JIEKCHKa 3a TemMaMu «Omar», «Cim sy,
«Iloropmay Tomo).

Pinterest (https://www.pinterest.com) — 1ie BeOpe-
Cypc JUIsl CTBOpPEHHs (DOTO Ta Bijieo KoJIeKIliid. Xoua
Pinterest i He OB’ si3aHMIA 31 CPepPOIO OCBITH HANIPSMY,
BHKJIa/Iaqi 31 BCHOTO CBITY aKTHBHO BUKOPHUCTOBYIOTH
HOro y1s1 PO3MIIIEHHS BIACHUX AMJAKTHUYHHUX Marte-
piaiiB, MONIYKY TOTOBUX YPOKiB, HalpaIltOBaHb, i1
Ta HAaBYAJBbHUX irop. 3HAWTH HEOOXiAHUI HaByYaJIb-
HUI MaTepias MOKHA HIISIXOM BBOAY KITFOYOBHUX CIIiB
y paaky momyky (Hanpuknan: ESL, board games,
Present Simple).

[lepeniveni cepBicH € KOPUCHUMH peCypcaMu JJis
BIIPOBAJDKCHHS €JIEMEHTIB TelMidikariii y mporeci
BHBUCHHSI 3arajbHOi aHDIIHCHKOT MOBH (30Kpema,
y WIKUIBHIN mporpami), ajpke came JUist 3400yBadiB
OCBITH MOJIOAIIOTO BIKYy IUIAKTHYHI ITpU € HaH-
OLTBII aKTyaTbHIM. BomHOUAaC irpoBi METOAM MOXHA
YCHIIIHO IHTETpyBaTH ¥ y MOBHY MiATOTOBKY 3J10-
OyBauiB BHIOI OCBiTH. HacTinbHI irpu MOXyTb OyTH
BUKOPHCTAHHI JJIsl IOBTOPEHHSI IPOHWJICHOTO Marepi-
aiy, TepeBipKH JOMAIIHBOTO 3aBJIAHHS, ITiITOTOBKH
710 IHTEPB 10 Y1 KOHTPOJIHHHUX OMUTYBaHb.

Y KOHTEKCTI BUBYCHHS aHIIIHCHKOT MOBH 3a TIPO-
(beciiHUM CTIpAMYBaHHSM Y 3aKJIa/IaX BHIOI OCBITH
CKJIQJIHO 3HAWTHU TOTOBUUM MUJAKTHYHUN Marepial
yepe3 crenudiky 3MicTy HaBYAJIbHUX JMCIHUILIIH.
VY Takux BUNAIKaxX BUKJIATa49l MOKYTh CKOPUCTATUCS
cepBicaMH, SKi MaOTh 3MOTY CTBOPIOBATH BJACHI
irpu Ha OCHOBI ma0IOHIB 200 po3poOHUTH YHIKAIBHI
HaBYaJbHI Marepianu. HalimomymsipHimmMu Ta Haii-
Oinbin octynaumu € cepBicu Canva (https://www.
canva.com) ta Genially (https://app.genially.com).

OOuBa cepBicH MPOIOHYIOTh OI0IIOTEKH I'OTO-
BHUX IAOJIOHIB pi3HOMaHITHUX irop — Snakes and
Ladders, Guess Who, Quiz/Trivia, Domino, Jeopardy
tomo. [li mabnoHM nerko amanTyrThCs MiJ KOH-
KpETHI OTpeOu: MOXKHA peJaryBaTu TEKCTOBUH KOH-
TEHT, 3aMiHUTH a00 JoaaBaTH 300paxeHHs Ta Qirypwu,
KOPHUTYBaTH KOJIBOPOBY ramy, MOPSJIOK €IEMEHTIB —
HaJamTyBaTH TPy BIAMOBITHO 1O i1 ITiIeH Ta ecrte-
TUYHUX BIOJ00aHb BUKIanada. Tak, y Xo/i BUBYCHHS
OCBITHBOI KOMITOHEHTH «MOpChKa aHIIIIChKa MOBaY
IUist 3100yBadiB OCBITH APYroro Kypcy XepcoHCHKOI
Jiep>kaBHOI MOPCBHKOT akajeMii 3a J0MOMOror cep-
Bicy Canva Oyna CTBOpeHa HACTUIbHA Tpa ¢opmary
Snakes and Ladders njst iaroTOBKY 10 iHTEPB 1O ITiJT
Yac Bij0Opy Ha Mepiry IuiaBajibHy npakTuky (Puc. 1).
CTBOpeHy HacTibHY Ipy Oyino po3MmilieHO y Zoom
Whiteboard, mo 3a0e3ne4uio 3pydHuil JOCTyN yCiM
y4acHUKaM 3aHATTs. BojHouac opranizyBatu poOoTy
3 HACTIIHPHOIO TPOI0 MOXIJIMBO H O€3MocepenHnho B
cepsici Canva — TOCTaTHHO HAJIATH CTYJICHTaM TIOCH-
JIAHHS JUIA CIUIBHOI ydacTi. 3aMicTh TpaJMIiHHUX
(IIOK KOKEH CTYACHT 00paB BIACHUN €MOIXKI, SIKUH
nepecyBaB 1o irposomy moimto. [lepemoxiem cras
TOH TpaBellb, XTO MEPIINM IiCTaBcs (iHINTY Ta mpa-
BHJILHO BiJITIOBi/IaB Ha BCi 3alTMTaHHS.
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Puc. 1. HacrisnibHa rpa ctBopeHna 3a fonomoror Canva

[eiimidikarrist cTae B HAroji i1 4ac ONparoBaHHs
CKJIAJTHUX TE€M, OCKUTHKH BOHA ITiIBUIITYE MOTHBAIIIIO
Ta CIpHUsIE KPaImoOMy 3acBOEHHIO iHQopMariii uepes
AKTUBHY y4acCTh Ta eMoIliliHe 3amyueHHs. Henerkum y
KOHTEKCTi OCBITHbOT KOMIIOHEHTH «MopchbKa aHTil-
ChbKa MOBa» € BUBUCHHS MDKHApOJHHUX MPaBHII 3a110-
OiraHHs 3iTKHEHHs cyaeH Ha Mopi (COLREGS). Cry-
JEHTH TIOBMHHI 3aCBOITH 3HAUYHUI 00cAaT iH(OpMarlii
OO Pi3HWX BUIIB CHUTHAJIB — BOTHIB, QIryp, 3BY-
KOBHX CHUTHAJIIB Ta MPAIopiB — Ta IXHHOTO 3HAYCHHS.
Kpim Toro, BoHM MaioThb yMITH iZeHTH(]IKyBaTu Ta
MPaBUIBHO IHTEPIPETYBATH IIi CUTHAIM, 10 POOUTH
I[}0 TEMY TaKO0, 10 0COOIMBO MOTPEOy€E HAOUHOCTI.
st TIOBTOpEHHST TIPOWIEHOTO MaTrepiay Ta Tepe-
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BIpKHM DiBHS 3HaHb 3a Jonomororo cepsicy Genially
OyJi0 CTBOpEHO 1HTEPAaKTUBHY Tpy «Visual and Sound
Signalling Quiz» (Puc. 2). YBech KBi3 0yJI0 MOALICHO
Ha 4YOTUpPH Kareropii: Lights and their characteristics,
Flags and their meanings, Sound Signals ta Shapes.
Koxna kareropis mictuna HaOip 3amuTaHb Pi3HUX
TUOiB: (opMaT «IIPaBUIBHO/HENPABUIILHOY, 3alld-
TaHHS 3 OJIHIEIO0 a00 JCKIIbKOMA MPaBUILHUMU Bijl-
MOBIASIMM, PO3TAIyBaHHS €JIEMCHTIB B JIOTIYHIN
rocaigoBHOCTI. KokHa 9acTHHA CYNPOBOIKYBaJacs
peanpHUMHU oTorpadissMu Cy/eH, CXeMaTHYHUMH
300pa’keHHSAMH UM aHIMOBAaHUMHM eJieMeHTaMH. Irpo-
BUH aCHEKT MOJISATaB y TOMY, 110 POXOKEHHS KOX-
HOi KaTeropii BiIKpHBAJIO CTyACHTaM OIHY LHU]pPY 3
KOIY, SIKFi HEOOX1HO OyJI0 BBECTH B KiHIII IS OTPHU-
MaHHS HaropoAu. TakuM 4MHOM, CKJIQZAHY TeMy Bia-
JIOCSI TIOBTOPHTH Yy IIKaBHUH CIIOCi0, sKwii 3a0e31meqnB
BHCOKY HAOYHICTh Marepiany Ta 3HU3UB KOIHITUBHE
HaBaHTAXKCHHsI 32 PAXyHOK irpPOBUX €JIEMEHTIB.
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Congratulations!

YOUDID'A

GREAT JOB!

Puc. 2. I'pa-kBi3 cTBopena 3a nonomoror Genially

HaBuanbHuii Marepiai, CTBOPEHUH 3a JJOOMOTOI0
cepBicy Genially, MO’)XKHAa TpaHCIIOBAaTH Ha CKpaHi
Oe3nocepenHb0 y A0MATKy ab0 3alyduTH CTYISHTIB
710 iHTEpPaKTUBHOI B3a€EMOJIii: BOHM MOXYTb IIPHEIHA-
THUCS A0 KBi3y 3a gonomMororo QR-koqy uu nocuianHs
Ta IIPOXOAUTH MOT0 Ha BIACHUX IIPUCTPOsIX. Bukopuc-
TaHHs TapuQHOTO Tany Pro 103BoJIsIE eKCIOPTYBATH
HaBYaIbHI MaTtepiaym y (opmarax iHTEpaKTHUBHOTO
PDF, Bineo a6o HTML, 1o po3mmproe MOKIHBOCTI
IXHBOTO BUKOPUCTAHHS y PI3HUX HaBYAIbHUX KOHTEK-
CTax.

[IpoBeneHHs MEBHUX irop MOXKe 3/1HCHIOBATHCS 3
MiHIMaJIbHUMH OpPTaHi3alliiHIMK 3yCHIUIIMU Ta 0e3
BUKOPHUCTAHHS CIICIiali30BaHUX CepBiciB. Hampu-
Knaja, Bimoma rpa Alias moxe OyTH IpoBeleHa 3a

noriomororo  Zoom, Google Meet abo Oynb-sKkoro
HILIOTO CepBiCy JUIs TPYIMOBHX BiICO JI3BIHKIB Ta
cninbHOI BigmaneHoi podotu. CeHe rpu monsArae B
TTOSICHEHHI cJToBa 0€3 BUKOPUCTAHHS OTHOKOPESHEBHX
CIIiB, III0 € KOPHCHUM HAaBHKOM Y KOHTEKCTi MOBHOI
MiATOTOBKH, aJKE CTYACHTH HaBYAIOTHCS IOSICHIO-
BaTW CKJaJHI TEpPMiHM MPOCTUMH cioBamu. [lepexn
[OYaTKOM TpH JOLIJIBHO O3HAHOMUTH 37100yBayiB
OCBITH 3 11 mpaBwiamu. [y KypcaHTiB XepCOHCHKOT
Jep’KaBHOI MOPCHKOi akaaeMii mpaBmjia Ta KOPHUCHI
(pa3u Oyio nogaHo y BUIIIAAL nipe3eHTarlii Microsoft
PowerPoint — IHCTpYMEHTY JOCTYIHOMY AJsl Oijb-
mocrti ocBiTsH (Puc. 3).

RULES

+= There are 2 players.

* Player 1 gets a list of words and i
to explain them one by one. It is
important to strictly follow the
order of the words on the list.

* Player 2 is to guess the words.

* The team is given 2 minutes to
play.

! Words with the same main parts
cannot be used for explanation.
For example, you cannot use “work
to explain “worker”.

Puc. 3. IIpaBuaa rpu Alias cTBopeni
3a gonomororw Microsoft PowerPoint

Haui ctynenTn Oyiiv TOfiIeHI Ha TTApU: OIHH CTY-
JICHT TIOSICHIOBAB CJIOBO, & 1HIIMKA — HaMarascsl HOro
Brajaru. Koxuiii nmapi BigBoamiocs 2 XBUJIMHH Ha TPY.
3a KO’KHE MPaBUIIBLHO BraJaHe cJIoBO Mapi HapaxoBy-
BaBCsl OJIMH Oall; 32 BUKOPHCTaHHS CIUILHOKOpPEHE-
BOTO cJI0Ba 200 3a MPOITYCK cJIoBa — OaJT BiHIMABCSI.
[Tapu 3maranmcs MiXk co000 3a KiTbKICTh HaOpaHUX
OamiB. OauH 31 CTYIEHTIB y api OTpUMYBaB 3a3/ase-
TiJIb MiJITOTOBJICHUH CIIMCOK CIIB Y OCOOUCTI TOBI/I0-
MIIeHHS B 4ati Zoom. Ha expaHi TpaHCIIOBaBCs Taii-
Mep, SIKUH CYNpPOBO/DKYBABCS 3BYKOBHM CHUTHAJIOM
10 3aBEpPIIEHHIO BUIUICHOTO dacy. Taki TaiimepH, a
TaKOX BIPTyallbHI IrpoOBi KYyOWKH U HACTITBHUX
irop uM paHzoMan3epu MO)KHA 3HAaWTH Ha BeOcaiTi
Online-Stopwatch  (https://www.online-stopwatch.
com), SIKMH MICTHTh 3HAa4HYy KiTBKICTh 1HCTpYMEH-
TiB IS OpraHi3ailii Ta MEHEIKMEHTY HaBYAIbHHUX
3aHSATh.

HaBeneni onmaiitH-cepBicM cBim4aTh TpO HasB-
HICTh y BHKJaJgada LIMPOKOTO CHEKTpa iHCTPyMEH-
TiB JUIs IHTErpaLii irpOBUX €JIEMEHTIB y HaBUYaJIbHUN
nporec. IrpoBi €IeMEHTH CHpPUSIOTH MiIBUIICHHIO
3aIiKaBIE€HOCTI Ta EMOIIHHOTO 3aTyYeHHS CTYICHTIB.
Pa3om i3 TuM, BaXIJIMBO BpaxoBYBaTH IUAAKTHYHI Ta
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METOAMYHI acrleKkTH, abu 3a0e3le4YnTH ONTUMAJbHE
[OETHAHHST MOTHBAIlii, €(PEKTHBHOCTI Ta BIJIIOBIJI-
HOCTI 3MicTy HaBuaHHs. HempomymaHa Ta HejpocTar-
HBO KOHTPOJIbOBaHA reiMidikariss Moke TPU3BOAUTH
JI0 TOTO, IO 3m00yBadi OCBITH 30CEpPEIKYIOThCS Ha
BHHAropo/iax, KOHKYPEeHIlii 41 HaJMIpHIH KOJEKTHB-
Hill aKTHBHOCTI 3aMiCTh NPONpPAIIOBAHHS HaBUYaJIb-
HOTO Marepiainy.

BucHoBku. IHTerpamis irpoBuxX eIeMeHTIB Yy
HaBYAIBHHH MPOIIEC BIAIMOBITAE CYJACHUM OCBITHIM
3armuTaMm 37100yBadiB OCBITH, MiABHILYE IXHIO €MO-
LiHY 3aJy4eHiCTh, MOTHBAIII0 Ta CTUMYIIOE KOT-
HITUBHI TIPOIECU. Y KOHTEKCTI MOBHOI ITiJITOTOBKU
JUJIAKTHYHI iTpH MOXYTh OyTH €()eKTHBHO BHKO-
pHUcTaHi JUIsl PO3BUTKY KOMYHIKaTHBHUX HaBHYOK Ta
3HIDKCHHS TICHXOJIOTIYHOTO Oap’epy I dac CIIiI-
KyBaHHs. IcCHye HHM3Ka OHJIAH-CEPBiCH, SKi MOXYTh

...............................................................................

OyTH BUKOPUCTaHI BUKJIaJadeM Uil BIPOBAHKECHHS
irpoBux enemeHTiB y 3ausrtsa. Cepsicu Twinkl,
iSL Collective, ESL Kids Games, ESL Games + Tta
Pinterest € pecypcamu, 3BiIKM MOKHA B3STH TOTOBI
TUIaKTUYHI irpu. 3a mgormomoroio cepsiciB Canva,
Genially Ta Microsoft PowerPoint BUKIaiad MOXe
CTBOPHUTH BJIaCHI HaBYAJIBHI irpH, SIKi MOYKHA peatizy-
BaTH sIK B OHJIaH-cepenoBuill (Zoom, Google Meet),
Tak 1 odmaita B ayauropii. /logaTtkoBi iHCTpyMeHTH,
taki sk Online Stopwatch, MOXyTh OyTH BHUKOpHC-
TaHHIi /I OpraHi3allii Ta ynpaBJIiHHs irpOBHM MPOIIe-
com. JloninbHO obupatn abo CTBOPIOBATH HAaBYAJIBbHI
irpy, 10 BIAMOBIAAOTH TEMi 3aHSATTS Ta PIBHIO TijI-
TOTOBKM CTyZEHTIB. IrpoBuil ejgeMeHT Mae OyTH
pETEeNBHO MPOIYMAaHUM, OCKITBKM HEIIPOAyMaHa rei-
MiiKkallis MOXKe 3HH3UTH €(PEKTUBHICTh 3aCBOEHHS
HaBYaJBHOTO Marepiay.
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