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®OPMYBAHHSA AHITTIOMOBHOI NEKCUYHOI KOMNETEHTHOCTI
3 BUKOPUCTAHHSAM IFPOBOI HABYAIBHOI
NMNATOOPMU “KAHOOT!” B YYHIB 3-4 KJ1ACIB
3AKNALIB 3ArANbHOI CEPEJHLOI OCBITHU

LlocnioxeHHs1 npucessiyeHo rnpobremi eukopucmaHHs iepoeoi
HaguyanbHoi nnamgopmu “Kahoot” sik cydacHoeo echeKmueHo20
iHCmpymMeHmy ¢hopMyeaHHs aHellOMO8HOI /1eKCUYHOI Komrme-
meHmHocmi y4Hie 3—4 knacie 3aknadie 3azasibHOI cepedHbOT
oceimu. Y cmammi ob6rpyHmogaHo O0UyinbHICMb 8UKOpUCMaH-
HA ieposoi nnamagpopmu “Kahoot!” 8 ocgimHix uinsx y monoowid
wkoni, 0ogedeHo akmyarbHicmb 8USYEHHS 3acobie eelimMigika-
uii ma, 3okpema, iepoeoi nnamgopmu “Kahoot!” sk momusyro-
4020 iHCmpyMeHmy pesysibmamueHO20 Has4YaHHs NTeKCUKU Ha
ypokax aHenitickkoi mosu. Ha 6a3i koHUenmyasnbHUX 3acadax
Hoeoi' ykpaiHcbkoi wkonu, KomnemeHmHicHoi moderni ocgimu
ma KoMyHikamusHo-0isi/ibHicCHO20 1idxody 0o eukradaHHs iHO-
3eMHUX MO8 asmopu po32/aHynu 3micm ma yini ¢oopmyeaHHs
aH2/TOMOBHOI JIeKCUYHOI KoMremeHmHocmi y4Hie 3—4 kna-
cy. CehopmynbogaHo poboye susHa4YeHHs i2p08oi HagyasibHOI
nnameopmu “Kahoot!” sik 3acoby Hag4yaHHs1 iHO3eMHUX MO8, 8U-
3Ha4yeHo ii cniegiOHOWeHHS i3 3acobamu iHmepakmugHo20 Hag-
YaHHS IHO3eMHUX MO8, rpoaHarnizoeaHo yHKUioHar, opaaHi3a-
yitiHo-memoOduyHul ma dudakmuKo-rcuxosioaiyHuti nomeHuias
nnamgopmu. BusHa4yeHoO OCHOBHI repesaau iepogoi Hagyarib-
Hoi nnamepopmu “Kahoot!” sik 3acoby HasyaHHs, 30Kpema ic-
momHul MmomusayitiHuti echbekm, sIKUl 3yMo8rieHo Hacamnepeod
iegposoro npupodoro nnamepopmu, 8idnogidHicms Momusam i pe-
anisM Xummsi CydacHUX y4Hi8, MOXueocmi eapitoeaHHs ¢hop-
mamie ma iHOugiOyarnizauisi Hag4yaHHS, eUCOKa 3auikasneHicmsb
cmydeHmie, echekmueHicmb 360POMHO20 38’s13KYy. TaKoX oxa-
pakmepu3oeaHo emarnu popMy8aHHsI aH2ITOMOBHUX JTEKCUYHUX
HaBUYOK i3 8UKOpPUCMAaHHAM [2p080i HagyasnbHOI rnnamagopmu
“Kahoot!” e y4yHie 3-4 knacie 3aknadig 3azasibHOi cepeOHbOI
oceimu siKk cmpuxHs 8idnogioHoi nidcucmemu ernpas; HadaHO
npuknadu 3aedaHb. 3a pesynbsmamamu rnpakmuyHo2o 00cCsi-

OXeHHs1 1odaHo MemoOuYHi pekomeHOauii w000 nodosaHHs
mpydHoujie sukopucmarHs rnanamgopmu “Kahoot!” y Hag4yaHHiI
JIEKCUKU y4Hi8 MOSI00WO020 WKiNIbHO20 8IKY.

KnrouoBi cnoBa: aHenilickka mosa; Hag4aslbHa MeXHO0g2is;
aHa/IoMo8Ha fleKcu4YHa KoMrnemeHmHicmsb, ¢hopMyeaHHs]; i2posa
HasyanbHa nnamgopma; “KAHOOT!”; noyamkosull cmyniHb Has-
YaHHs; 3—4 Kknacu; 3aknadu 3a2asibHoi cepedHbOol oceimu.
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DEVELOPING LEXICAL COMPETENCE
OF THE 3-4 GRADE STUDENTS USING
GAME-BASED LEARNING PLATFORM “KAHOOT!”

The article examines the use of the game-based learning plat-
form “Kahoot!” as a modern and effective tool for developing the
English lexical competence of 3-4 grades students in general sec-
ondary education institutions. It explores the potential of the game
platform “Kahoot!” for educational purposes in junior school, and
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highlights the relevance of research into gamification tools, particu-
larly, the gaming platform “Kahoot!” as a motivating tool for effec-
tive vocabulary learning in English lessons. Grounded in the con-
ceptual foundations of the New Ukrainian School, the competence
model of education, and the communicative and activity-based
approach to teaching foreign languages, the authors analyze the
content and goals of forming English lexical competence in 3rd-
4th grade students. The working definition of the the game-based
educational platform “Kahoot!” as a means of learning foreign lan-
guages is formulated, its correlation with the means of interactive
foreign language learning is determined, the functional, organiza-
tional, methodological, didactic and psychological potential of the
platform is analyzed. The main advantages of the game-based
educational platform “Kahoot!” as a learning tool are identified, in
particular, a significant motivational effect, which which stems pri-
marily from its game-like nature, alignment with the motives and
realities of the lives of modern students, flexibility in format and
individualized learning , high student engagement, and effective
feedback. The stages of formation of English lexical skills using the
game-based learning platform “Kahoot!” for 3rd-4th grade students
of general secondary education institutions as the core of the cor-
responding subsystem of exercises are characterized; examples
of tasks are provided. Based on the the results of the practical
study, methodological recommendations are offered to address
challenges in using the “Kahoot!” platform for teaching vocabulary
to primary school students.

Keywords: the English language; teaching technology; Eng-
lish lexical competence; forming, game-based learning platform;
“KAHOOTY!’; junior school; grades 3-4; general secondary educa-
tion institutions.

[MocranoBka mpodaemMu. Y 3B’S3Ky 3 HEOOXIiJIHi-
CTIO TIOJIOBKCHHS Ta TOTJIUOJICHHS pedopM CHCTEMH
BITYM3HSIHOI OCBITH BIATMOBIAHO 0O 3aralbHOEBPOIICH-
ChbKHMX peKoMeHjamiii 3 MoBHOI ocBiTH (HikosaeBa,
2024), yrinenusm konuenuii Hooi ykpaincekoi mko-
mu (HoBa ykpainceka mkona, 2016), 30xkpema, ¢popmy-
BaHHSA MHGPPOBOI KOMIICTCHTHOCTI YYHIB, CTBOPCHHS
Cy4acHOTO OCBITHBOTO CEpEeOBHUIIA, PO3BUTKY aBTO-
HOMIT TOII10, BiJIOYBA€THCS MOJICpHI3aIlis MIAXO/IIB, ME-
TOJIB, TEXHOJIOTIH, 3aC00IB HaBYaHHS 1HO3EMHHUX MOB
y 3akiaziax 3aranbHoi cepenuboi ocBiTH (33CO). Tak,
aKTyaIbHUMH € TeiMmidikarlis OCBITH, BUKOPHUCTAHHS
iHpopmaniitHo-komyHikaniiaux Ttexnonorii (IKT) i
UU(pPOBUX OCBITHIX IHCTPYMEHTIB.

[IpoBenene anketyBaHHs yuHiB 3—4 kimaciB 33CO
CBIITUATH, IO CYYaCHI yYHI MOJOJIIIOTO IIKITLHOTO
BiKYy 3arajioM TOTOBi JJ0 BUKOPUCTaHHs reimMidikona-
HUX UU(GPOBUX TEXHOJIOTIH y HAaBYAIBHOMY HpOIECi.
66 % yuHiB 3HalOMi 3 HaBYAJIbHUMH ITPOBHUMH ILJIaT-
dbopmMamu Ta MOOITPHUMH JOJATKaMH, 30Kpema, 3
“Kahoot!” — 21 % ommranux. 73 % y4HIB 3a3HAYMIIM,
[0 Ha yPOKax aHIJIIHChbKOI MOBH BUMTEJII 3piJIKa BUKO-
PHUCTOBYIOTH irpoBi IIaTGOPMHU Ta MOOIBHI JOJATKH,
ajyie BHCJIOBWJIM CBOIO 3aI[iKaBJICHICTh y IHUX OCBITHIX
IHCTpyMEeHTax. 30KpeMa, YYHSIM TI0J00a€ThCS BUB-
YeHHS Ta MepeBipKa 3HaHHS JIEKCUKH B irpoBiil hopmi
(82 %); BOHM BBaXaroTh, 110 BUKOPUCTAHHS irPOBHX
HaByanpHUX miaardopm (3okpema, “Kahoot!”) 3aoxo-

9ye 10 HaBYaHHs (3Ha4HO — 32 %, MmoxnuBo — 30 %), €
BecenuM i 3axoruuBuM (54 %) mpoiecom.

TakyM YUHOM, aKTyaJbHICTh CTaTTi 3yMOBJICHA He-
o0ximHicTIO MG poBi3amii OCBITHROTO MPOIECY 1 BIPO-
BaJDKCHHS IHHOBAIlIMHUX 3ac00iB HABYAHHS, SIKi OyIyTh
peneBaHTHUMHU 7151 (JOpMYBaHHs JOCHIDKYBaHOI KOM-
NETEHTHOCTI.

AHani3 ocTaHHIX gochaimkeHb i myOJikanii. Bu-
BYCHHIO TIPOOJIEMATHKNA BUKOPHCTAHHS irpOBUX LHU(}-
POBHX IHCTPYMEHTIB HaBUaHHS aHTJINCHKOI MOBHU 3710-
OyBa4iB OCBITH MPHIUIIN yBary Oarato 3apyOiKHHUX i
BITYM3HAHUX NOCIIIHUKIB.

[ndpopmaniiino-komMyHiKaUiiHi 3acobu GopmyBan-
Hs Ta BJIOCKOHAJICHHS IHIIOMOBHOI KOMYHIKaTHUBHOI
KOMIIETEHTHOCTI B HaBYaJNBbHUX 3aKiaJax pPi3HOTO
THITy Ta BUKOPHUCTaHHS cepBiciB Bed 2.0 mis HaBuaH-
HS BUJ[IB MOBJICHHEBOI JisSTBHOCTI PO3TJISHYTO B Tpa-
ui B. B. Uepnaumr (2012).

lefimidikanii kak cygyacHOMY MiAXOJy B HaBYaH-
Hi iHO3eMHUX MOB, 1i (¢opMam MPUCBIYEHO IOCIi-
mxenas O. b. Tapaonmonscekoro, C. I1. Koxymko ta
M. P. Kabanosoi (Tapuomonscbkmit, Koxymko, &
Kabanosa, 2018).

0. B. Caran (2022) Bu3Hauae reiimigikarito sk cTpa-
TETil0 BUKOPUCTAHHS irpOBOI MEXaHIKH Ta JU3aiHy 10C-
Biy Juisi U(POBOro 3ajydeHHs Ta MOTHBALi JIFOICH
JUTSL IOCSITHEHHSI CBOTX IIIEH.

O. b. birna BUKOpUCTOBY€E TEPMiH ‘€1 I0OTeHHMEHT”
1 HA3WBa€ O3HAKAMM TEXHOJIOTII e FOTEHHMEHT ‘“‘HasB-
HICTh 3aXOIUICHHS SK O€3M0CEePEeIHBOT0 IHTepecy TOro,
XTO HABYAETHCS, IO YMOXKIIMBIIOE HAOYTTS HUM HOBUX
3HaHb 1 OPMYBaHHS HOBHX HABHYOK 1 BMiHb; aKIICHTY-
BaHHsI pO3Bard sIKk OCHOBHOI'O MOTHBY BTiXU 3 OJHOYAC-
HUM (OPMYBaHHSM CTIHKOTO iHTEpeCy 10 YUiHHA i yCy-
HEHHSIM Horo mcuxoinoriyHoro auckoMmpopry” (birud,
2017). Ilpu npoMy aHasi3 TEKCTIB METOAWYHUX Tpallb
3apyOiXKHHUX YUUTEIIiB IHO3eMHOT MOBH II0YaTKOBOT IIIKO-
JM ToKa3aB HalBuIy 3anikaBieHicTh (30 % aBTopiB)
caMe IrpOBHMH TEXHOJOTIIMHA (POPMYBAHHS B MOJIOA-
MIUX ITKOJIAPIB 1HIIOMOBHOI MIXKKYJIBTYpHOI KOMYHIKa-
TUBHOI KOMIIETEHTHOCTI SIK HAHJAOTHYHILIMX /10 BIKOBUX
0c00IMBOCTEH Ta iIHTEPECIB YUHIB IOYATKOBOTO CTYTICHS
(birny, 2018).

[lepcrieKTHBHUM yBa)aeMO PO3IIIsi podii I poBUX
OCBITHIX IHCTPYMEHTIB B IHTCpaKTHBHOMY HaBYaHHI 1HO-
3eMHHUX MOB 1 KynbTyp (IlomocunHikoBa, & Kpuporws,
2022; IMopocunnikoBa, & Ctporanos, 2023).

HaykoBi po3BigKu TOKa3yrOTh, IIO0 BHUKOPUCTAHHS
IrpOBHX TUIATGOPM CHIPHsIE PO3BUTKY MOTHBAIIIT T CTili-
KOTO 1HTEepeCy MIKOJISAPIB IO BUBUEHHS 1HO3EMHHX MOB
(Singh, Ganapathy, & Tan, 2019; Borges, & dos Santos
Macédo Magalhaes, 2022).

UMHHWKOM ITiIBUIIICHHS. MOTHUBAIil YYHIB y Mpo1eci
Bukopuctanus [HIT “Kahoot!” € xom0Oinamis 3HalioMux
TEXHIYHUX 3aCO0IB Ta IrPOBOTO BipTYalIbHOTO OTOUCHHS
(Moazen, 2019).
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JloCHiTHUKK HaroJouIyoTh, IO OHJAaWH (opMar Ta
irpoBa ¢opma gistmerocti [HIT “Kahoot!” BignosigaoTs
peatisiM JKUTTS Cy4acHHX y4HiB, “digital natives”, >kuTTs
SKHX po3nodainocs Bxe B Hudposiit epi (Kiyangigek, &
Uzun, 2022).

JlocipKeHHsT TICUXO0JIOT0-(i3i0JIOTIYHIX YWHHUKIB
MOTHBaIlil 3700yBayiB OCBITH 10 IrpoBOI AiSUIBHOCTI
BISIBIJIH, IO ITU(poBa TelMidikaiis MiABUIIYE 3aiTy-
YEeHICTb 3/100yBaviB OCBITH JI0 PiBHS, KU TOCSATAETHCS
i yac komrr totepHux irop (Smiderle, R., Rigo, S. J.,
Marques, L. B., & Jaqueset, P., 2020). Lle Buknukae ana-
JIOT14H1 3MiHU MTOBEIHKH; iX TPUPOTHIUMH YNHHUKAMH €
HeHpoMeniaTopH, SKi BUBUIBHAIOTHCSA B TPABIIB IIiJ] 4ac
KOMIT FOTEpHUX irop — nodamil, OICUTOINH, CEPOTOHIH,
ennopdin (Caran, 2022).

[To3uTHBHE MigKPITUICHHS, BIACTHBE IrPOBOMY Ce-
pEeIOBHINY, MOKE MOCHJINTH MOTHBALIIO Ta MiATPUMY-
BaTH 1HTEpeC y4YHIB J0 3aCBOECHHS MOBHOI'O MaTepiany
(Akshaya, & Sivakami, 2024).

[ToTy>xHUM mKeperaoM MOTHBAIli BHBUYCHHS 1HIIO-
MOBHOI Jekcuku 3acobamu [HIT “Kahoot!” € 3marans-
HicTh (competitiveness) (Nikolic et al., 2022).

Bukopucranns matgopmu “Kahoot!” cnpusie ncu-
XOJIOTTYHOMY PO3BHTKY 0COOMCTOCTI: pO3BHBAIOThH Kpea-
THUBHICTH, aHATIITUYHE Ta 00pazHe mucieHHsa (Borges, &
dos Santos, 2022). JloBeneHO, III0 BUKOPHUCTAHHS CEPBi-
Cy CTUMYJIIOE€ KOTHITHBHI SIKOCTi, YBary, KOHIIEHTPAIIIlO,
KoMyHikaTHBHI 3110H0CTi: “Kahoot! enriched the quality
of student learning in the classroom, with the highest
influence reported on classroom dynamics, engagement,
motivation and improved learning experience” (Licorish
etal., 2018).

Bukopucranns [HII “Kahoot!” cnpusie crBopeHHIO
JpY>KHBOT TO3UTUBHOT aTMoc(epu Ha ypolli, 3HIKEHHIO
apeKTHBHOTO QUIBTPY, IO JOKAa30BO MIJIBHUIILYE e(eK-
TUBHICTH ()OPMYBaHHS IHIIOMOBHUX HABHYOK 1 BMiHb
(Nikolic et al., 2022; Susanto, 2021) Ta ¢axTnuyHi Ha-
BuanbHi gocsrHeHHs (Bai, Hew, & Huang, 2020; Rabea,
& AbdAlgane, 2022; Akshaya, & Sivakami, 2024).

MOXIUBICTh CAMOCTIHHOTO CTBOPEHHSI YYHSMHU Bi-
kropul “Kahoot!” (30kpema, y mapHiii i rpymnoBiii po-
0o0Ti) migBUIIy€e iX Cy0 €KTHICTh y HaBuYaHHI, hopmye
HaBUYKH KOMaHHOI pOOOTH, CAMOTUCIIUILIIHY Ta CaMo-
opranizamiro (Teh et al., 2021).

[lepeBaramu Buxopuctanns I[HII “Kahoot!” mns
(hopMyBaHHS Ta OILIHIOBAHHS I1HIIOMOBHOI KOMYHi-
KaTHBHOT KOMIIETEHTHOCTI YYHIB € ypaxyBaHHS i1HJIH-
BiAyaJbHUX OCOOJMBOCTEH y4YHsS — MiarHOCTHKA IPO-
OyieM, I1HIWBiAyadbHUN TEMI HaBUYaHHSA, IMOCTIHHUN
3BOPOTHHUH 3B’A30K 3 YYHUTEJIEM 1 OJHOKJIACHHKAMH
(Kiyangigek & Uzun, 2022).

VY nmucepramii O. C. Cunexkon IKT posriasHyTO SIK
epexTHBHUI 3acid audepeHIiiioBaHOro HaBYaHHS aH-
TJIOMOBHOTO crinkyBaHHs (Cuaekor, 2022).

OpranizaniifHo-ienaroriyHUMU  (pakTopamu edex-
TUBHOTO BUKOPHCTAaHHS IHCTPYMEHTIB reimidikamii B

ocBiTHROMY Tiporieci B gociimkenni O. B. Caran Bu-
3HAYEHO TaKi: “HasABHICTH OLIIHOYHOI IIKAJIHN 3 YITKUMHU
KpUTEPIsIMU OIIHIOBAHHS BCiX BHJIIB aKTUBHOCTEH 3710-
OyBauiB; iHCTpyMEHTapiil AJsl MiIPaxyHKY KiIbKOCTI
0axiB, MO0 BU3HAYAE 3HAYYIIICTH (IPOTPEC YU PErpec)
OKpPEMOT0 TPABIlT 400 KOMaHIH; BIAKPUTHI TOCTYII IS
TPAaBIIiB 3 BiJICTSXKEHHAM MOXJIHBOCTEH IS MEPEXOIY
Ha HOBUH piBEHb; BpaXyBaHH: KIJIKOCTI CIIpo0 1Jis BU-
pillieHHS 3aBJaHb JiJisi 00’ EKTUBHOCTI OLIIHFOBAHHST; MO-
OUIBHICTB Y BipTyalbHOMY YU (PI3UTHOMY cepeIoBUILi”
(Caran, 2022).

[Ipu nbOMy AOCTIIHUKK 3ayBa)kKyIOTh, IO 3aHAITO
aKTHBHE BUWKOHaHHS 3aBranp “Kahoot!” mpusBoanuth
JI0 3HIDKCHHS MOTHBALlIHHOTO €(PEeKTy iHHOBAIIMHOCTI
3aco0y, TOMY PEKOMEHIYIOTh BUKOPHCTOBYBATH IrPOBY
w1arGopMy J030BaHO SIK JOMOMIKHHN 3aCi0 HaBYAHHS
(Borges, & dos Santos, 2022).

[{ixaBUM € TOCHIJDKEHHS JYMOK YYWTEJIB aHTIi-
cbkoi MoBH monao BukopuctanHs IHII “Kahoot!” y
naBuanHi nekcuku (Reynolds, 2020). Horo yuacHuku
3aXOILUTIOIOTHCS JIETKICTIO Ta TO3UTUBHUMHU DPE3yJiib-
TaraMu (MOTHBAIlis, po3Bara, 3ajydeHICTb) 3aMiHH
3aBmanasaMu  “Kahoot!” Tpagumiianx “cyxux” Jek-
CUYHHUX BIpaB i 3a3HauaroTh, mo I [HII 3a6e3meuye
ICTOTHI MOKJIMBOCTI JJISl CTYACHTIB BUKOPHCTOBYBATH
pi3HI CEHCOpHI KaHalW OTpUMaHHS iHdopMalii, sKi
aKTUBYIOTH Pi3HI “iHTENIEKTH”, 30KpeMa My3HYHHH, Bi-
3yaJpHO-TIpocTOpoBHii Ta KiHecTeTmuHuid (Reynolds,
2020, 6). Yuureni Bka3zaly Ha IESIKi TEXHITHI MpooITe-
MU, TIOB’si3aHi 3 ympoBakeHHsM Kahoot!, sk-oT: Ha-
JAIITYBaHHS 3alliTaHb, JOMOBJICHOCTI PO HalMeHy-
BaHHS, IEPErJisi]] eKpaHa; OJHAK BOHM BiA3HAUWIIH, L0
i Mpo0JIeMH, SIK MPABUJIO, HE3HAYHI T4 MEHII 1CTOTHI,
uix 3 inmumu IKT (Reynolds, 2020).

VYce k monpu yBary HayKOBIB J0 TEOPETHYHHX 1
MpakTHYHUX acriekTiB Bukopuctanus KT y HaB4aHHI,
noTpeOyIOTh MOAATBIINX AOCHIPKEHb TEXHOJIOTIT (op-
MYBaHHSl CKJIaJHHKIB aHTJIOMOBHOI KOMYHIKaTHBHOI
KOMIIETEHTHOCTI YYHIB 3ac00aMi IrpOBHUX HaBYAIHHUX
OHJIAWH-TIIATGOPM, MOOITEHUX TOJATKIB Ha Pi3HUX CTY-
neHsx HaB4yaHHs B 33CO.

Mera crartTi nonArae B TEOPETUYHOMY OOIPYHTY-
BaHHI Ta MPAaKTUYHOMY PO3pOOJICHHI TEXHOJIOTIi BUKO-
pucranns [HIT “Kahoot!” y dbopmyBanHi aHTTiiiCbKO-
MOBHOI JIeKCHIHOI KomreTeHTHOCTI (AJIK) yunis 3—4
kiaciB 33CO.

MeTtoau moCTiTKEHHSI BKJIIOYAIM TEOPETHUYHI iH-
CTPYMEHTH — KpUTHYHHI aHaJIi3 e1aroriyHol, MeToanY-
HO1, TICHXOJIOTT4HOT JiTepaTypH, oiliiHUX TOKYMEHTIB
MinicTrepcTBa OCBITH 1 Hayku YKpaiHu, [HTepHeT-pe-
CypCiB MO0 OCOONMBOCTEH METH, 3MICTY, TPYIHOIIIB
¢dopmyBanns AJIK yuniB 3—4 knaciB 33CO, nuudpoBux
3ac00iB HaBYAHHS JICKCUKH; EKCTPAITOJIALIS TAaHUX Ta iX
TBOPYMH CHHTE3 [UIs CTBOPEHHS OPUTIHAIBHOI TEXHOJIO-
rii popmyBanus AJIK yuniB 3—4 xnaciB 33CO 3 BuKO-
puctannsMm THIT “Kahoot!”. Takox 3acTOCOBaHO eMili-
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PHUYHI METOAM — ONUTYBAHHS Y4HIB 3—4 KJIaciB i3 METOIO
YTOYHEHHS 3aBJIaHb JOCIIPKEHHS, TPOBEICHHSI IPOOHO-
T'0 HaBYaHHS JUIA arrpoOartii Ta omruMi3altii po3poosieHo-
ro KoMIiekcy Bipas 3 BukopuctanasMm [HIT “Kahoot!”
st popmyBanus AJIK yunis 4-ro kinacy 33CO (na ma-
Tepiani temu “Miii giM. YMeOmtoBanHs").

B onwmryBanHi B3suH yuacTh 54 yuHi 3—4 kiacis, 3
Hux 24 ocoOwu kiHouoi crati, 30 0cid 40JI0BIUOI CcTa-
Ti, BikoM Bif 8 10 10 poxkiB. [ist Bcix HEX aHTIiHChKA
MOBa € IEPILOI0 1HO3EMHOIO, YKpaiHChKa MOBa — pif-
HOto. OnHUTYBaHHS TPOBOJMIOCS 3aC00aMH 1HIUBITY-
AIIBHOTO MUCHMOBOT'0 aHKETYBaHHS cepe]] yuHiB Komy-
HajabHOI ycTanoBH CyMChKa 3arajlbHOOCBITHS IIKOJIA
I-III ctynens Ne 23 m. Cymu B 6epe3Hi 2024 p. [IpoGHe
HABYaHHS [POBEJCHO AJISl YTOUHEHHsI OCOOIMBOCTEH 1
tpyaunowis Bukopuctanus [HII “Kahoot!” y mpoueci
anpoobarii po3pobIeHOr0 KOMIUIEKCY BIpaB it Qop-
myBanHs AJIK cepen yuHiB 4-ro Kiacy 3a3Hau€HOIO
3aKJIay OCBIiTH. JlOCTiHKEHHS TPOBOIMIIOCS TIPOTSITOM
O0epe3ns—kBiTHSA 2024 poKy B yMOBaX 3MIIIaHOTO HaB-
YaHHS; Y HhOMY B3sTH yuacTh 30 y4HiB 4 Kiacy, 3 HUX
19 oci0 xiHouoi ctati, 11 0ci0 40IOBIYOT CTaTi, BIKOM
Bix 9 1o 10 pokis.

Buxiaan ocHOBHOT0 MaTepiajty aociigxenHs. Bu-
kopuctauasa IKT Ha ypokax aHTIiHCEKOI MOBH Ma€ Ha
METi CTBOPEHHSI YMOB ISl YCHIIIHOTO (OpMYyBaHHS
yMiHb 1 HABUYOK IHIIOMOBHOI KOMYHIKaTHBHOI KOMIIE-
TEHTHOCTI, OJJHUM 13 KJIIOYOBUX CKJIQJHUKIB SIKOI € JIeK-
CHYHA KOMIIETCHTHICTb.

Jexcuuny Komnemenmuicms BU3HAYAIOTH SIK 371aT-
HICTb Y4HS [0 JIEKCUYHO IIPAaBUJIBHOTO 1 HOPMAaTHBHO-
ro oOpMIICHHSI CBOIX BHCIIOBJIIOBaHb Ta PO3YMIHHS B
MOBJICHHI 1HIIMX Y IIPOLECI CIIJIKYBaHHS, sIKa 0a3yeThCs
Ha CKJIaaHIM 1 AUHAMIYHIN B3aeMO/Il BIAIOBIAHUX HABU-
YOK, 3HaHb Ta JIekcuuHOi ycBigomieHocti (birny, bpax-
HuK, ["aronosa, 2013).

Himi ¢popmyBanas AJIK B yuniB 3—4 wmacis 33CO
KOHKpeTH30BaHi B iporpami (TumoBa ocBiTHS mporpama
(3—4 xiac), 2019). PiBeHp BoJIO/[IHHS iHO3EMHOO MOBOO
Ha KiHellb 4-ro KJjacy Mae BiAmoBinaTu piBHio Al 3rigHO
13 3araJbHOEBPOIEHCHKMMH PEKOMEHIAIISIMU 3 MOBHO1
ocBitn (HixomaeBa, 2003). ®opmyBanus AJIK B 34
knacax 33CO BinOyBaeThcs BiAMOBIAHO O BU3HAUYEHUX
nporpamoro cdep Ta TeM cruinkysanHs. Y IIporpami 3a-
3HAYEHO, 110 BUKOPHCTAHHS JIEKCUYHUX oauHULb (JIO)
Ha TI0YaTKOBOMY CTYIEHI 3JiHCHIOETHCSI B OCOOHCTIC-
Hil, myOniuHid, ocBiTHIH cdepax crinkyBanHs (Twurmo-
Ba ocBiTHS Tmporpama (3—4 xiac), 2022). dopMmyBaHHS
AJIK B yuHiB 3—4 kmaciB BiIOyBa€eTbcs B MEXaX TEM:
“Sl, most cim’s 1 apy3i” (Miclie POKUBAHHS — Hacele-
HI IyHKTH, Mara3uHu, Nokynku); “Tlomemkanus” (Buau
MOMEIIKaHb, yMeOIt0BaHHs); “BinnouynHok i 103Biuis”
(BHIM TO3BLILIISL, CHOPT, Yr0OJeHi autsdi repoi); “Tlpu-
po/Ia i HABKOJIUIITHE cepeoBHIIe” (TUKI Ta CBIMCHKI TBa-
punH, noBkiws); “Tlogopox™ (1MomxopoKyBaHHS, MMOI0-
POX 710 aHTTIOMOBHHUX KpaiH, BUJH TPaHCTIOPTY); “CBsATa

i Tpamuuii”’ (cBATKyBaHHS, cBATa); “llkimpHE XKUTTSA’
(mkineHuit poskian) (TumoBa ocBiTHs mporpama (3—4
kiac), 2022).

Jnst ontumaneHOi opranizauii gopmysanus AJIK
BUYUTENb, KPIM MiAPYyYHUKA, MOXKE 3alTydaTH W 1HII 3a-
co0Ou HaBYaHHA. Y I[bOMY JIOCIIDKEHHI 3BEPTAEMOCS 10
notenmiany [HIT “Kahoot!” sk omHOTO 13 HOMOMIXHIX
3aco0iB ¢popmyBanns AJIK yunis 3—4 knacis 33CO.

[HIT “Kahoot!” mo)Ha BigHECTH [0 IHCTpyMEH-
TiB 1, IIUpIIE, TEXHOJIOTIH ENEKTPOHHOTO HaBYAHHS
“e-learning” (Yepuumm, 2012; Moazen, 2019), reiimi-
¢ikamii (quB. 3raga”i BHINE Tpalli) Ta iIHTEPAKTHBHOTO
HaBuYaHHs iHO3eMHUX MOB (birmy, 2017; IlogocuHHIKO-
Ba, & Kpupomwsi, 2022; [TogocunnikoBa, & CTporaHos,
2023; Hadijah, Pratolo, & Rondiyah, 2020).

[IpoBenenmii aHami3 IMOKa3aB BIACYTHICTb HITKOTO
Bm3HaueHHs [HII “Kahoot!” sx 3aco0y HaBuanHs. Binb-
Ha eHIUKIoNeAist “Bikimenis” xapakrepusye “Kahoot!”
(https://kahoot.com/) Tak: “Kahoot! is a game-based
learning platform, used as educational technology in
schools and other educational institutions. Its learning
games, “Kahoots”, are multiple-choice quizzes that allow
user generation and can be accessed via web browser”
[20]. Tox BBaxkaemo 3a moTpiOHE chopmyirOBaTH PO-
6oue BuzHaueHns [HII “Kahoot!” sk 3aco0y HaBuaHHs
1HO3EMHHUX MOB.

I2posa nasuanvna nnameopma “Kahoot!” — ue no-
MOMDKHUHN T(PPOBHUI 3acid HaBYaHHS 1HO3EMHHX MOB,
IHTEepaKTHUBHA IrpoBa HaBUajhbHA OHJAHH-TUIaT()OpMa i3
MOOITHHUM JOAATKOM, siKa 0a3y€ThCs HA BUKOPUCTAHHI
irop, Jae 3MOry MPOBOJUTH Ta CTBOPIOBATH BJIACHI Bi-
KTOPUHH, TECTH, 3aBJaHHS JJIs1 BUKOPUCTAHHS B OCBIT-
HBOMY ITPOIIEC] Ha 3acajiaX IHTEPAKTUBHOTO HABYAHHS Ta
refmidikarii.

KopoTko po3risiHeMO KITF0YOBi MCUXOJIOTiYHI, PyHK-
[[IOHAJILHO-TEXHIYHI, OpTaHi3aliiHO-TUIaKTUIHI XapaK-
tepuctuku [HIT “Kahoot!” B acmekTi ii BUKOpucTaHHS
st popmyBanns AJIK 3—4 xmaci yunis 33CO.

Y mexniuno-opzanizauiiinomy niaani nepeBaramu
IHIT “Kahoot!” € Te, mo st i BAKOPUCTAHHS TOTPi-
Oen nume cmaptdoH ad0 Oynb-SIKWH 1HIIMIA TaiKeT,
10 Ma€ AOCTYII 10 Mepexi [HTepHeT; MBUAKHIA JOCTYII
JI0 aBTCHTUYHHUX HaBYAIBHUX 1 IOBIAKOBHX PECYpPCiB i
nporpam y OyJib-siIKWi 4ac i B OyJb-sSIKOMY MicCIli; I10-
CTIMHUI 3BOPOTHHUH 3B’SI30K 3 BUKJIAMA4eM 1 KIACOM;
IHIT MoxHa THYYKO BHUKOPHCTOBYBaTH y (opmarax
HaBUYaHHSI.

Texniuni xapakrepuctuku [HIT “Kahoot!” € “apyx-
HIMH 10 KOpHCTyBaya’: CYMICHICTb i3 omepauiiHUMH
cucremamu Android, i0S, Windows; 3pyuHuii iHTep-
(heiic; mmpokuii PpyHKITIOHAT OE3KOMTOBHOI BEpCii cep-
BiCy; IOCTYIHICTb CEpPBiCY; OXOIUTIOE BEIHKY KUTBKICTh
y4acHUKIB (110 50 0ci0); CyMiCHICTh — MOKJIMBICTh BUKO-
pucTaHHs Ha OyAb-SIKUX MPHUCTPOSIX; MOKIHUBICTH CTBO-
pIOBaTH Pi3HI TUIIH 3aBllaHb, B irpOBOMY Ta iHIIKX (op-
MaTax; BEIMKHH BUOIp TOTOBHX TECTIB; IHTEPAaKTUBHUN
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pexuM (Y pexKUMI pealibHOTO Yacy YY4aCHUKH 0auaTh, K
MPOXOJUTH Tpa 1 XTO TepeMarae); MBHUIKE CTBOPCHHSA
TECTIB, BIKTOPHH, ONUTYBaHb; (DYHKI[iSI aBTOMAaTHYHOTO
MepeMillyBaHHS BiJNoBined y 3aBnaHHi. Takox € iHIIi
MOJKJIMBOCTI: KOPHCTYBaTHCA OaHKOM 300pa)KeHb Ui
Bi3yaJi3allii 3aBJlaHHsI, J10J1aBaTH iX JI0 3alUTaHb YK BH-
KOPHCTOBYBATH SIK BiJIMOBIIi; 0OMEXyBaTH 4ac, 1110 Ja-
€THCSI YIHEBI1 JUTS BIIOBiI; BU3HAYATH KiIBKICTH OajiB
3a KOYKHY TIPaBHIIbHY Bi/IITOBib; Mi3HATUCS, SIK BiMOBI-
JIaB Ha 3allMTaHHS KOXKEH y4eHb, a00 OyayBaTH JIiarpa-
MU YCHIIIHOCTI TPYIIH.

Oprani3aiiiHo-METOUYHUN  KOMIIOHEHT POOOTH
BumuTess 3 IHIT “Kahoot!” € nocuts mpoctum. Otpumaru
JIOCTYTI 1T0 TUIaTGOopMU MOXKHA depe3 BeO-Opaysep abo
nonatok Kahoot y Google Play / App Store. 11106 po3-
noyatu poboTy Ha ruaTdopmi, HOTPIOHO 3apeecTpyBa-
THUCS Ta CTBOPUTH OOJIIKOBHI 3aMuc — 10 HHOTO OYAyTh
MPUKPITJICH] BC1 CTBOPEHI BUYHMTENEM 3aBJlaHHS, SIKI HE
MO’KHa Oy/ie CKOMIIOBaTH J0 IHIIOTO akayHTy. Jis Bu-
KOPHUCTaHHS BIKTOPHH, SIKi BXKE € B 0aHKY 3aBIaHb CEPBi-
Cy, Ta CTBOPEHHS BIIACHOI BIKTOPUHH HEOOX1THO BHECTH
MMUTaHHS Ta BapiaHTH BIAIOBIEH, MiCIsA YOTO 3aBIaHHS
30epirarThesl.

Y ouoaxmuko-wmemoouunomy nnami BUKOPUCTAH-
ua [HIT “Kahoot!” sk 3aco0y HaBYaHHS CYTTEBO CIPHUSE
(hopMyBaHHIO KIIFOUOBHX KOMIIETEHTHOCTEH Ta iHIIO-
MOBHOI HaBUYaJIBHO-CTPATETiYHOT KOMIETEHTHOCTI Y4-
HiB 3aBASKH TaKUM YMHHUKAM: MOCTIHHHMN 3BOPOTHHM
3B’S130K 3 BHKJIQ/Ia4eM i KJIacOM; ypaxyBaHHsI 1HIUBITY-
aJIbHUX OCOOJMBOCTEH y4YHS — JIarHOCTHKA MPOOJIeM,
IHIUBITyaTbHAM TEMIT HABYAHHS TOIIO; ITIIBUIICHHS
MOTHBAIi YYHIB 32 paXyHOK BUKOPHUCTAHHS 3HAHOMUX
TEXHIYHUX 3ac00iB 1 BIpTyaJIbHOI'O OTOYCHHS; OpraHiza-
1[Il aBTOHOMHOTO HAaBYaHHS.

[Inarpopma nae MoxIUBOCTI BapitoBaTH (HOpMH
Ta pexxumu podotu. s iHauBinyansHOT podotn (self
paced lerning) — y4Hi TpOXOIATH TECTyBaHHS CaAMOCTIH-
HO, TIUTaHHS Ta BapiaHTH BIAMOBiAEH 3 SBISIOTHCS HA
eKpaHi IXHIX KOMII'I0TepiB uu cMapTQoHiB. OOpaBmun
el crnocid, BUNTEb Mae 3MOTY BCTAHOBUTH JaTy Ta Tie-
pioj yacy, MpOTATOM SIKOTO 3aBJaHHS OyJe BiIKPUTUM
JUTSI TIPOBENICHHST BIKTOPWHM T 9ac TUCTaHIIHHOI po-
6otu. Ilpu rpynosiit po6oTi B kitaci (virtual classroom) —
TECTYBaHHS MOYKHA MIPOUTH Pa30M i3 YUHSIMH B Kiaci. Y
LBOMY pa3i MUTaHHS Ta BapiaHTH BIANOBiAeH 3’sBIs-
IOTBCSL Ha €KpaHi MPOSKTOpa a00 KOMIT I0Tepa BUUTEIS,
a YYHI BIJIIOBIAIOTh 31 CBOIX MOOUIbHUX TeiedOHIB
a00 KOMIT t0TepiB. SIKIO y9IHI HE BUKOPUCTOBYIOTH CBO1
€JIEKTPOHHI 3aCO0M 1 KJ1ac He 00JaHAHUHA JOCTATHHOIO
KIUTBKICTIO KOMIT FOTEpPIB, pecypc MiAXOTUTh JIMIIE IS
KOJICKTHBHOI POOOTH.

[HIT “Kahoot!” € THy4YkHM OCBITHIM iHCTPYMEHTOM,
KM MOXHa e€(EeKTUBHO BHKOPHUCTOBYBAaTH B YMOBaX
OYHOI'0, 3MIIIAHOr0, BijJajieHoro HaB4yaHHs. Iloaiis-
€MO AYMKY, IO 1A Tuiatdopma € epeKTUBHUM IHCTPY-
MeHTOM ‘“‘nepeBepHyTtoro HaBuanHa~ (flipped class-

room), oprasizaiiii aBBTOHOMHOT'O HaBYaHHS, CTBOPECHHS
0COOMCTICHO OPIEHTOBAHOI'O HABYAIBHOTO IMPOCTOPY
yuns (Teh et al., 2021).

[TpoBeneHHs BIKTOpUHH MOXe OYTH e(DEeKTUBHHUM iH-
CTPYMEHTOM eTarry o3HarioMieHHs 3 HoBumu JIO Ta eTa-
My aBTOMaTu3allii HaBm4ok BukopuctanHs JIO Ha piBHI
CJIOBa, CIIOBOCIIONyYeHHS, Ppas3u. PaHime cTBopeHi Bi-
kropunan [HIT “Kahoot!” gacTo M0okHa BUKOPHCTOBYBa-
TH Il MOTHBAII1 HABYAIbHOI KOMYHIKaTUBHO-MOBJICH-
HEBOT JisITbHOCTI (Warm-up activity). CTBOpEHHs TeCTiB
[HIT “Kahoot!” € 3py4HuM iHCTpYyMEHTOM KOHTPOJIIO
cthopmoBanocti AJIK: X MOXKHa BUKOPHUCTOBYBATH IS
MOTOYHOTO Ta IJICYMKOBOTO KOHTPOIFO, CAMOKOHT]-
OJIF0, MIATOTOBKU JI0 CAMOCTIHHUX 1 KOHTPOJBHHUX PO-
0ir. LudpoBe omuTyBaHHS AYMKH Yy4HIB 3a0e3rneuye
pedekciro, 3BOPOTHUH 3B 30K 3 yUUTEICM.

Y ncuxonoziunomy nnani Buxopucranas [HII
“Kahoot!” migBuiye MOTHBaIif0 HaBYaHHS, CTBO-
PIOE MO3UTUBHY MCUXOJIOTIYHY aTMocdepy Ha ypoli.
SckpaBe oopmIieHHS Ta 3BYKOBHI CYNpPOBiJ IIPHUBEP-
TalOTh yBary, QyHKI[IOHaJIbHI MOJIHMBOCTI DU CIIPH-
SIOTh PO3BUTKY KOTHITMBHHUX MPOIECIB, KPEATHBHOCTI,
CaMOCTIHHOCTI yYHIB.

Buxopucranns [HIT “Kahoot!” Binmoimae ncuxodo-
TIYHUM BIKOBUM OCOOJIMBOCTSIM YUHIB MOJIOJIIIOT IIIKOIH
Ta CTUMYJIIOE PO3BUTOK HOBOYTBOPEHb IIbOTO BiKY (irpo-
Ba JISUTBHICT, IpUBaOJKBe BidyanbHe odopMIiIeHHS Ta
CITyxoBi eeKTH, corfiaiizamis yIHiB, JOBUIBHICTH TICH-
XI4HHX TIPOIIECiB, BHYTPINTHIN TUTaH ild, yMiHHS OpraHi-
30BYBaTH HaBYAIbHY JiISUTBHICTB, peIeKCis).

3a 7onoMororo irpoBux GopM HaBUaHHS BiJOyBa€Th-
cs “nudposizamis motusaiii” (Caran, 2018), 000B’s13-
KOB1 HaBUQJIbHI 3aBJaHHS YYCHb CIIpUHMaE K OaskaHHH
caMOCTIiHHUH BUOIp.

s BUBHAUEHHS XapakTepy Ta TWHAMIKH MOTHBa-
uii y4HiB OyJi0 IPOBEIEHO aHKETYBaHHS Ha MOYATKY
Ta Ha 3aBepIICHHI MPOOHOr0 HaBuYaHHs. BinmosigHo,
55 %175 % yuniB 3a3naumiu, mo [HT “Kahoot!” n03-
BOJISIE IIBHUJIKO 3araM’siTaTH T4 BUBYMTH HOBHH MaTe-
pian. 80 ta 85 % onmuTaHWX BiA3HAYMUIN MOYKIJIHUBICTH
BHUTPATH B IHAWBINYyaJdbHIM YN KOMaHIHIA BIKTOPHUHI.
68 % 1 58 % omuTaHUX BHU3HAIM, [0 BUKOHAHHS 3a-
Bnanp “Kahoot!” iHauBinyaabHO Ta OTpUMaHHS BiJl-
3HAKH BMOTHBOBYE ix Oinbine. KomanaHuii 1 napHuit
BHUJ pOOOTH TaKOX JOCUTH ehexTtuBHUM (51 Ta 43 %
OTNUTAHUX), OCKIJbKH, BUKOHYIOUH 3aBJAHHSA BiKTO-
pHH y ITapi 94 KOMaH/(i, y9HI MOTJIHU JIOIIOMAaraTy OJIHe
OJIHOMY, TOMINHMTHCS 3HAHHSMHU Ta eMoLisiMHU. Aue
CJIiJ] 3a3HAYUTH, 1110 TAKUI BUJI poOOTU MOTPEeOye 0CO-
0JINBOT'O KOHTPOJIIO 3 OOKY BHKIJIanaya Juis MiJITPUM-
KU TUCIUIUIIHYU MM 9ac ypoky. Tox HasBHICTH 3Ma-
raJbHOTO IrpoBOro (refiMiikoBaHOTO) OCBITHBOTO
CepeIoBHUIIA CIYKUTH MOTYKHOI MOTHBAIIIEID yYHIB
MOJIOJIIOT IIKOJIH.

VY nporueci ananizy ¢gyunkuionany [HIT “Kahoot!” ta
anpoOariii po3poOJICHOro KOMIUIEKCY BIIPaB CYTTEBUX
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HEJIOJIIKIB pecypcy BUSBICHO He Oyno. Jlo He3HauHUX
MIHYCIB MO)XHAa BITHECTH: HEMOXKIIMBICTh BOymyBaTH
TECT Ha CTOPOHHIA CaWT, OCKIIBKH BiH IPAITIOE JIHIIC
Yyepe3 MOKIMKAaHHS, 10 1HOJAI € HEe3pYYHHM Yy Mpole-
Cl IPOBEJCHHSI CHHXPOHHOT'O OHJIAWH-YPOKY; y OCSKUX
TecTax Ha BIAIIOBIAl Ja€ThCa HAATO MaJ0 CUMBOJIIB; He-
Ma€ MOJKJIMBOCTI TPOITYCTUTH BCTYITHE BifI€O.

TakyM YWMHOM, BBa)KA€EMO METOJMYHUN ITOTEHIIIAJ
IHIT “Kahoot!” y ¢opmysBanni AJIK yuniB 3—4 kmacy
33CO cyTTeBHUM, a caM IHCTPYMEHT — aKTyaJIbHUM 1 Iep-
CIIEKTHBHUM.

EdexTuBHICTS METOAMYHOT TEXHOJIOT1] BUKOPUCTAH-
Hsl NEBHOrO 3aco0y HaBuaHHs it GopmyBanHs AJIK
YYHIB 3HAYHOIO MipOIO 3aJIe)KUTH Bij MPaBUILHOI, HAY-
KOBO OOTPYHTOBAHOI OpraHizailii mporecy.

BukopucroByroun Ta po3poOisirour 3aBOaHHS IS
¢dopmyBanns AJIK 3 momomororo IHIT “Kahoot!”,
BAXJIMBO BXXUTH 3aXOXIB JUIS 3HATTA 1 MOHOJIAHHS
JIHTBICTUYHUX TPYJIHOIIIB — 3aCBOEHHS KOHKPETHUX
JIO. 3 miero MeTOIO B TIporeci po3poOIeHHS 3aBIaHb
“Kahoot!” mouineHo tpymyBarm JIO 3a crymenem i
XapakTepoM TPYAHOIIIB, 00 OMpanbOBYBaTH IHde-
peHIiioBano: 1) TpynHoIi GpopMu ClI0Ba — 3BYKOBOI,
rpadiyHoi, CTPYKTypHOI (Hampukiala, MpH 3aCBOECHHI
oMO(OHIB, Y TOMY YHCII ¥ TpaMaTHYHUX, OMOTpadiB —
y pa3i 3HauHUX TpadeMHO-POHEMHHX DPO30i’KHOCTEH,
0araToCcKIaJ0BHX 1 MOXIHUX CIIiB); 2) TPYIHOIII 3Ha-
yenns JIO (Hanpukiaza, y pasi po30iKHOCTI 00csriB
3HAa4YeHb CJIIB B 1HO3EMHil Ta B pifHIN MOBax, MpH 3a-
CBOEHHI 0araTo3HauHUX CJIiB, ()Pa3eoJIOrUHUX CIIOIY-
49eHb, Y pa3i Ta 3BaHoi “(anbmuBoi”’ CHHOHIMII TOIIO);
3) yXuBaHHS CIIOBa 3 IHIIMMH CJIOBaMH (CHONTydyBa-
HICTB), 0cOOIMBOCTEH HOro (yHKIIIOBAaHHS B MOBJICH-
Hi (HanpUKJIad, IpU 3aCBOEHH] CJIOBOCTIONYYCHbD, SIKi HE
MaIOTh TOYHOI CTPYKTYPHO-CEMaHTHUYHOI BiJ[IOBiIHO-
cTi exBiBaneHTaMm y pigHii MoBi) (birnu, bpaxuuk, &
l'amonoga, 2013).

Bepyun 1o yBarm pi3Hi IUIacTH JISKCMYHOI'O Mare-
piany aHrmilicbkoi MOBH, MPALOIOYU HAJ JEKCHUKOIO,
yuuTedb Mae chopMyBaTH Taki BUAM HaBHYOK: 1) pe-
MPOAYKTHBHI, TOOTO HABUYKU MPABUIBHOTO BKUBAHHS
JIO axTHBHOTO MiHIMyMY B TOBOPiHHI Ta MMCHMI 3TiTHO
13 CHTYyaIIi€lo CITIIKYBaHHS 1 METOI0 KOMYHIKarlii; 2) pe-
LENTHBHI, TOOTO HABUYKW PO3Mi3HABAHHS 1 PO3yMiHHSA
JIO akTMBHOTO i MaCMBHOTO MiHIMyMiB IpH YUTaHHI Ta
ayniroBanHi. [Ipu 1poMy (opMyBaHHS pPELENTUBHUX
HaBHUYOK (DAKTUYHO € MEpIIUM eTarnoM (popMyBaHHS pe-
IIPOAYKTUBHUX HABHUOK.

[Iponiec HaBUaHHS JICKCUKH Y4HIB BaXJIMBO OpIaHi-
3yBaTH 3a eTanaMu (popMyBaHHS MOBJICHHEBUX HABUYOK
13 ypaxyBaHHSIM CHEUU(IKH PENPOAYKTUBHHUX JEKCHY-
nux HaBuuok (birmy, Bpaxnuk, & ['anonosa, 2013):
OPIEHTOBHO MIATOTOBYHMH €Tam — O3HAWMOMIICHHS YUHIB
3 HOBHMH JIO; CTEpPeOTHUITHO-CUTYaTUBHUI €Tam — aB-
TOMaTtu3alisg i y4HiB 3 HoBuMH JIO Ha piBHI CIOBO-
(hopMH, BUIBHOTO CIIOBOCIIONyUYeHHS Ta (pa3u / peueH-

H$l, BAPIaTUBHO-CUTYaTUBHUI €Tall — aBTOMATU3aLiI0 Ha
noHadpa3oBoOMy piBHI ([ianoriyHOi 800 MOHOJIOTIYHOT
€JTHOCT1).

3ayBakumo, mo ¢ysakmionan [HIT “Kahoot!” naii-
TIOBHIIIIE 3a0e3Meuye peaizaiiio eTanmy O3HAHOMIICHHS
YVYHIB 3 HOBUM JICKCHIHUM MaTtepianoM. Takox 1l miaT-
(dbopma 103BOJISIE OpraHizyBaT aBTOMATH3aLlil0 HABUYOK
Bukopuctans JIO Ha piBHI clOBa, CIOBOCHOIYYCHHS,
¢dpazu. Moxnupocti Bukopuctanns [HIT “Kahoot!” mns
po0OTH 3 JIGKCHYHUM MaTepialioM Ha PiBHI MoHaj(pa-
30BOi €THOCTI € JTOCUTh OOMEKECHUMH, TOMY Ha ITbOMY
eTarni JOUiThHO KOMOIHYBaTH BUKOPUCTAHHS ITI€T IJIaT-
¢dopmu 3 IHIIUMU THPPOBUMH IHCTPYMEHTAMHU.

PosrnsinemMo kokeH 3 eramiB (opMyBaHHS penpo-
JIYKTUBHHX JIEKCUYHUX HABUYOK 3 BUKOpucTaHHsM [HII
“Kahoot!” na marepiami temu “Miit giM. YmeOmoBaH-
s’ (3—4 xmacu 33CO).

1. Opienmoeno-niozomoeuuii eman — eran O3Ha-
HomieHHs yuHiB i3 HoBuMH JIO. Merta etamy: cTBOpUTH
MOTHUBAILiiHYy OCHOBY [IisUIbHOCTI, CEMaHTU3yBaTH HOBI
JIO, mponeMoHCTpyBaTH 3BYKOBY, rpadidHy i rpama-
TUYHY (OPMH HOBUX JIGKCHYHUX OJIMHHUIIb, IEPEBIPUTH
MTOBHOTY Ta TOYHICTH PO3yMIiHHS yaHAMHE 3HadeHHS JIO,
npoBecty GoHeTnuHe BianpawosaHus JIO.

Ha upomy etamni mig 4ac po3poOJieHHs 3aBJaHb 3a-
cobamu [HIT “Kahoot!” MoxHa BUKOPHCTOBYBATH pe-
xumu “Quiz”, “True or False”; Takox 3py4HO BHKO-
pucrtaru pexxuMm “Slide”, noctynuuii y niuaTHii Bepcii
mIaTGopMu.

Mpukiaa BupaBu 3 Bukopucranasam “Kahoot!”
(pexum “Slide”):

Inempykyin. Look at the pictures. Read and listen.
Guess the meaning of the words: a bedside table, a
wardrobe, a mirror, a cooker, a fridge, a dishwasher, a
microwave oven, a cupboard.

EA slide

Continue later

Mirror
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IMpukaax Bupas 3 Bukopuctanusam “Kahoot!”
(pexum “Quiz”):

Inempykyis. Look at the pictures carefully and chose the
right one: a bedside table, a wardrobe, a mirror, a cooker,
a fridge, a dishwasher, a microwave oven, a cupboard

ﬂ Quiz

Hpuxnax Bnpasu 3 Bukopuctanusam “Kahoot!”
(pexxum “True or False”):

Inempykyis. Find the right variant in the situations.

1. You use it to check if you look neatly. 2. You can
find it in the kitchen. 3. This boy doesn’t want his food
to get spoiled, he needs to put it there. 4. You can find it
in the bedroom. 5. You use it to heat your food. 6. If you
don’t want to wash the dishes, you will use it. 7. You can
find your cup in it. 8. You use it to store your clothes.

You use it to check if you look

You can find it in the kitchen
neatly

*

Cupboard

[ ] [ ]
Table Mirror

A L 2

Cooker Bedside table Cupboard

]
Wardrobe
[ et 20 ]

If you don't want your food to
get spoiled, you will put it there

A *
Fridge Table

|}
Bed

II. Cmepeomunno-cumyamueHuil eman — aBTO-
Martu3alis Aid y4HiB 13 HoBuMH JIO Ha piBHI c0Ba,
cJIoBoCTIONydeHHS 1 ¢pa3u. Mera etamy: ¢hopmyBaTu
HABUYKH BUKOpUCTaHHS HOBUX JIO y THIOBHUX CHUTY-
alisgx cmiskyBanus. OCHOBHUM THIIOM BIIPaB Ha IbO-
My eTamni € yMOBHO-KOMYHIKaTHBHI peLenTHBHO-pe-
MPOAYKTUBHI Ta MPOIYKTHBHI BIIPaBH, V SKUX yUYEHBb
CIpuiiMae 3pa30K MOBJICHHS 1 BUKOHY€ 3 HUM TICBHI
nii, BUKOHYIOYM TaKi BUIW BIpaB: iMiTaiis 3paska;
JAKOHIYHI BIJIIOBiI Ha aNbTEPHATUBHI 3aIllUTaH-
HSl BUUTEJS; MiJICTAaHOBKA B 3Pa30K; TpaHcopmaris
3pa3Kka; 3aBepLICHHS 3pa3Ka; pPO3MIMPEHHS 3pa3Ka;
BIJIMOBIAI Ha 1HINI TUIHM 3alUTAaHL, CAMOCTIHHE BKH-
BanHsa JIO y ¢pasi / peuenni (birnu, Bpaxuuk, &
T'ammonosa, 2013).

Gooker

Ipukiaax Bupas 3 Bukopuctanuam “Kahoot!”
(pexum “Quiz”):

Inempyxyisn. The words in the computer game house
have lost their letters, so the items in the house don’t
work! Help to get the letters back.
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5 Quiz

B Quiz

Microwav_ov_n

Hpuxnax Bnpasu 3 Bukopuctanusam “Kahoot!”
(pexum “True or False”):

Inucmpykyisn. Answer the questions. Then read the
statements in Kahoot and say if they true or false.

1. Where can we find a
bedside table? (You can find a
bedside table near your bed).

2. Where can we find our
clothes? (You can easily find
your T-shirt in the wardrobe).

3. Where can we find a
fridge? (You can find a fridge
in the bathroom).

4. Where can we find a
mirror? (You can easily find a
mirror in the kitchen).

5. What can we use to save our
food? (You can use a dishwasher
to save your food). Etc.

S
-

-
& 12225088 'w‘

You can easily find your T-shirt
in the wardrobe

*
True
[ i ———eee19 ]

111. Bapiamueno-cumyamuenuit eman — aBTOMa-
TU3aiis Aii yuiB 3 HoBuMu JIO Ha moHandpa3zoBoMy
piBHI. MeTa eTary: HaBYMTH Y4HIB BxkuBaTH HOBI JIO B
PI3HHX HOBUX CHUTYaIlisX.

OCHOBHUM THIIOM BIIPaB Ha IIbOMY €Talli € YMOBHO-KO-
MYHIKaTUBHI / KOMYHIKaTUBHI, pEPOAYKTUBHI, IPOAYK-
THBHI Ta PELENTHBHO-TIPOAYKTUBHI BIIPABH, CIIPIMOBaHI
Ha 00’€JHAHHS 3pa3KiB MOBJICHHS B MOHaAppa3oBi €1-
HOCTI, JiaJIoriyHy a00 MOHOJIOTIUHY, Y HOBUX CHTYaIlisX
CTIOYaTKy 31 MITyYHOIO OMOPOI0, a TIOTIM — 0e3 OTIOpH.

I[Ipuxnax BnpaBu i3 KOMOiHOBAaHUM
Bukopuctanusim THII “Kahoot!” (pe:xum “Slide”)
ta inmmx IKT (onnaiin-niargopma
“StoryJumper”):

Iuempykyis. Look at Emma’s house and tell us about
yours.

aill Vodafone UA & 21:33 © W29 %@ )

v EA Slide v o

W Slide is a premium feature. Upgrade to >

Kahoot! Pro to access it!

Tap to add subject

This is Emma's house. She likes it
very much because there are all
the things she needs. Emma has her
kitchen and bathroom on the
ground floor. There is a pretty little
bedside table at the living room, but
there is no mirror.

Inempykyis. Learn about Mira's house (https.//www.
storyjumper.com/book/read/139185642/My-Houseand).
At home create your story book to tell your friends about
your house.

PosrisiHeMo 1icuxoorivHi, opranizamiiHi, MeToand-
Hi mpyonowi ynposaxkenns [HIT “Kahoot!” y mpomnec
dhopmysanust AJIK yunis 3—4 kiacis 33CO Ta 3a pe3yib-
TaTaMH MPOOHOTr0 HaBYAHHS 3 BUKOPUCTAHHSAM MOAAHOT
TEXHOJIOTI{ 3aIpOTIOHYEMO MeMmOOUUHI pPeKOMeHOauil
1010 IX MOJOJIaHHS.

Ho “mpyonowie yuna” 3apaxoByemo Taxi: 1) B yuHs
HEMa€e MOOUIBHOTO 1HTEPHETY — BUMTENb a00 i1HII Y4Hi
3 OE3MIMITHAM IaKeTOM MOOUTBHOTO IHTEPHETY MO-
KYTh “po37aTH’’ MWOTO OMHOKJIACHUKAM; 2) VICHb 3 pi3-
HUX TPUYHAH He Mae TenedoHa (abo Momenb TenedoHa
He miarpumye ¢opmar I[HII “Kahoot!”) — opranizyBatu
poboty B mapax abo rpynamu, TaKUM YHHOM Y4HI 3MO-
JKYTh BUKOPUCTOBYBATH OJIMH TesIe()OH Ha KOMaH/1y, BU-
KOHYIOUHM 3aBJIaHHS 10 4ep3i a00 KOJICKTHBHO; 3) yuHI
HE pO3yMIIOTh a00 M He TT0J00ar0ThCs 3aBAAHHS — IPO-
JIEMOHCTPYBATH 3aBJIaHHS Ha BEJIMKOMY €KpaHi, HaJaTh
JeTaibHy IHCTPYKLIIO, YMOTUBYBaTH (00paTn KoMpopT-
HUH A7 y9HIB PE)KUM BUKOHAHHS, 3aBIaHHS, SIKi MaroTh
3MarajbHUi a00 KOMYHIKaTUBHHUN XapakTep), Opraiy-
HO “Brimicatn’” Bukopuctanus [HII no 3mMicToBHO-KOMY-
HIKaTUBHOTO Ta MOBJICHHEBO-TISTILHICHOTO TIIaHIB yPO-
Ky, JJaTd 3MOTy cnpoOyBaTH 0e3 ypaxyBaHHs ITOMMIIOK
JI0 OLIHKH 32 ypOK; 4) MOLIYK Ta aKTUBALisi 3aBJaHHS
3aiiMae 0araTo 4acy — 3aB4acHO PO3MICTUTH MOKJINKaH-
HS Ha caiTi mKonm abo 0COOMCTOMY CaiiTi BUMTEINS, BU-
KOpHUCTaTH MeceHmkepru abo QR-xomm, ski MOXHA Bif-
CKaHyBaTH KaMeporo MOOITLHOTO TenedoHa.

Cepen “mpyonouiie yuumensa” 3a3HadyuMo Taki: 1)
YUUTEIb HE Mae cMapT(OHA — POIIITHYTH MOMKIIUBICTD
BUKOpPUCTaHHs KaOiHeTiB mkonu, siki matoth IKT; 2)
YUUTENb HE Ma€ JIOCTYIy J0 [HTepHEeTy — pO3rIsHYyTH
MO>KJIUBICTh BUKOPUCTaHHS MKUTEHOT Mepeki Wi-Fi; 3)
YUHTENh Ma€ HEJOCTATHIN piBeHh HABHYOK y CTBOPEHHI
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3aBJaHb Ta Bukopucranui IHII — nepernsnytu Bineo-iH-
CTPYKIIi1 Ha caiiTi po3poOHHKa a00 peKOMEHAITIT THIITHX
yunteniB Ha kaHani YouTube; 4) y poGouomy rpadiky
BYMTEINS HE BIJIBEACHO 4acy VISl AOCIIIKEHHS MOXKIIH-
Bocteit [HIT — mpairoBaTi 3 roToBUMH 3aBIaHHSIMU, SIKi
MPOTIOHYE XMapHH CepBic, NIIUTUCS 3aBIAHHIMH 3 KO-
JIeraMH, TIPOTIOHYBATH YYHSIM CTBOPIOBATH BJIACHI irpOBi
3aBJaHHS Ha JOJATKOBY 3a0XO4yBaJIbHY OLIIHKY, BUKO-
puctoByBatu [HII “Kahoot!” 1 pa3 ma tmwxnens (ta-
KMM YMHOM BYMTE]Ib MaTUME 4Yac Ha CTBOPEHHS HOBUX
3aBJaHb, NPH LIbOMY, Yac CTBOPEHHS OJJHOTO OJIOKY 3a-
BIaHb, “KaxyTy”, — 15-30 xB.); 5) ckiaqHO iHTETpYyBaTH
HOBHH pecypc y IUIaH YPOKY — JOTPHUMYBATHUCS TEXHO-
norii Bukopucranus [HIT “Kahoot!” Ha meBHUX eTamax
(hopMyBaHHS JIEKCUYHUX HABUYOK; 6) yUUTEIb Hajall-
ToBaHUH KpuTH4HO 10 poii IHII y HaBuansHOMY Tporie-
ci — cipoOyBaTH LiIECHPSIMOBAHO, YCBIJOMIIEHO BUKO-
puctaru IHIT “Kahoot!” st tocsirHeHHS TIEBHOT METH
B npouteci popmysanns AJIK, ctBoputu Ta peanizyBaru
3aBJaHHS Ul KOKHOTO erany (OpMyBaHHs JEKCUYHUX
HaBUYOK, OIIHUTH €(DEKTHBHICTb.

BucnoBku. OTxe, 10CTiIKEHHS TIOKa3ai10 eeKkTuB-
Hictb Bukopuctanns [HIT “Kahoot!” y mpoueci ¢popmy-
BaHHs AJIK yuHIB O9aTKOBOTO CTyNeHs: HaB4aHHs. [lo
ocHoBHmX mepesar [HIT “Kahoot!” sk 3aco0y mHaBuan-
HS, BIITHOCUMO, 30KpeMa, TaKi: CyTTEBUI MOTHBAIIHHIA
edeKT, SIKUil 3yMOBJICHO IrpOBOIO TPUPOAOI0 TIaThOop-
MU, BiJIIIOBIJIHICTh MOTHBAM 1 peajisiM )KHUTTS Cy4aCHUX
YUHIB, MOXKJIBICTh BapitoBaHHsS (OpPMATIiB Ta 1HIUBIIY-
autizallisi HABYaHHS, BUCOKA 3alliKaBJICHICTh YUHIB, eeK-
THBHICTH 3BOpOTHOTO 3B’s13Ky. [lmatdopma “Kahoot!”
€ 3pYy4YHOIO Ta IPOCTOI0 Y BUKOPHCTaHHI, Ma€ GaraTuit
¢ynkuionan. Llei akTyanbHUE OUPPOBUN THCTPYMEHT
Ma€ MOTY>KHUH METOAWYHUH MOTEHIiall; PO3KPUTH HOTO
nonoMoske TexHonorist ¢opmysanus AJIK yunis 3-4
kinacy 33CO, sky po3po0iieHo Ha 0a3si erariB (opMmy-
BaHHs 1HIIOMOBHUX JIEKCHYHUX HaBUUOK 13 ypaxyBaHHS
TeXHIKO-mumakTuaHnx Moxiausocrein ITHIT “Kahoot!”.
[lomani pexoMeHpaamii MOAO TOAOJAHHS TPYIHOILIB
Bukopuctanus [HIT “Kahoot!” 3 60ky y4HiB i BunTeniB
JIOTIOMOXKYTh €(EKTHBHO BIPOBAIUTH 3alpPONIOHOBAHY
TEXHOJIIOTIIO JI0 OCBITHBOTO TIPOIIECY.

IlepcnekTHBH MOAAJBIINX JOCTIIZKeHb y0adaemMo
Y BHUIIPaLOBaHHI METOAUKH (POpPMYBaHHS aHTJIOMOBHOT
JeKCMYHO1 KomreTeHTHOCT] yuHiB 33CO 3 BUKOpUCTaH-
HSIM JISKIJIbKOX IrPOBUX HaBUAIBHUX TUTAT(HOPM, a TAKOK
y BHBUEHHI MeroaunyHoro noreHiiany IHIT “Kahoot!”
TUTST pOPMYBAHHS 1HIITUX KOMITOHEHTIB aHTJIOMOBHOI KO-
MYHIKaTHBHOI KOMIIETEHTHOCTI IIKOJISPIB.
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