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BUKOPUCTAHHS T’EMMI®PIKOBAHUX EJJEMEHTIB IIJI YAC BUKJIAJIAHHS
AHITIMACBHKOI MOBH Y TUCTAHIIHHOMY ®OPMATI

Y emammi suceimnroecmuvcs ponw cetimigiosanux enemenmie nio uac GUKIAOAHHS AHSTTUCHKOI MOBU Y OUC AHYIUHOMY
opmami. Yemanoeneno, ujo eetimipikosani enemenmu 6 Ha8UaIbHOMY NPoYeci NiOSUWYIOMb MOMUSAYilo ma 3ayikasie-
HICMb CMYOeHmi6 00 HAGUAHHS, HAOAIOMb IM MONCIUBICIb POOUMU NOMUIKU Y NPOYECi HABUAHHI Oe3 cmpecy, CRPUSIONb
PO36UMKY HABUYOK CAMOCMIIHOI pobomu, KpeamusHocmi. Bukopucmanns epu nadae cmyoenmy 600600y ROMUNSIMUCS,
Wo 3 MOUKU 30pY NCUXONO2IT € BANCTUBUM PAKMOPOM 8 NPOYeCi HABUAHHS, A0dCe NPUPOOHA 8IACUBICIb, NPUMAMAHHA
Oinvuiocmi r0oell noA2ae 8 CRPodi YHUKHYMU NOMULIOK Md 8HACTIOOK Yb020 NOPA3KU. YemanosieHo, wo 0 eppekmug-
HO20 8NPOBAOIHCEHHS 2eUMIDIKOBAHUX elleMeHmi8 y HABUANbHUL NPpoYec BUKIA0AY] MAroms He MINbKU 3HAMU npeomen, a
11 80100IMuU BUCOKOI0 YUPPOGoI0 cpamomuicmio. OOHUM I3 8ANCTUBUX ACNEKMIE IHMe2payii euMiikosanux eremenmis y
HABUANbLHUL NPOYEC € HAOAHHS CIYOEHMAM MONCIUBOCINE NPUMIPAMU THUWLY COYIANbHY POTIb, NPOACUBWU HCUMML 3 THULOT
nepcnexkmusu. Lletl mexanizv cmae epekmueHuM nedazo2iuHum iHcmpymeHmom. Bowcusarouuce 6 inuty pons, cmyoenmu
MOACYMb NOSTAHYMU HA CEIM 3 THUL020 PAKYPCY, 3AHYPUIMUCS 8 HOBY chepy 3HAHb i 6I0Kpumu 0Jis cebe HOBULL Cnocio Muc-
JeHHs. Yemanosneno, wjo 6invuicms 2eumihiko8aHux enemeHmis Maoms 61ACHUL UMM, HE3ANEHCHO 8I0 MO20, YUE BOHU
KOMAHOHUMU, Yu oOunounumu. Pazom i3 mum, nio wac pobomi 6 komanoi 3a3euuail 6i00y8acmvbCsi NOCII006HA nepeoaia
X00Y, W0 00360JI5€ 2PABYSIM 30CEPEOUMUCL IO YAC GIACHO20 X0OY | IONOYUBAMU 8 THULULL YAC, MOOI K 6 OOUHOYHUX [2DaX
nooioHUL bananc yeacu ma 6i0NOYUHKY 00CA2AEMbCS 3A60AKU NPOOYMAHHOMY OUZAUHY, AKUL BKIIOYAE MOMEHMU GIOHOC-
Hoi nacusnocmi. Takuil nioxio donomazae smMeHWUMY 6MOMy 2pasyis. 3 ’aco8aHo0, WO BUKOPUCMAHHS 2elMIQIKOBANHUX
Kypcie cnpuse agmomamusayii HaguanibHo2o npoyecy. Hanpukiao, 3a60anms, AKi 6uUK1a0ay 3a36udail nepesipsac epyuty,
y eelilmighikosanomy cepedo8uIyi MO*CYMb OYIHIOBATNUCI ABTNOMANMUYHO.

Kniouogi cnosa: ceiimighixosani enemenmu, nioguueHHs MOMUBAYii, cmyoeHmu, aHenilicbKa Moad.
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GAMIFICATION ELEMENTS WHEN TEACHING ENGLISH
IN DISTANCE FORMAT

The article highlights the role of gamification elements when teaching English in a distance format. It is established
that gamification elements in the educational process increase students' motivation and interest in learning, give them
the opportunity to make mistakes in the learning process without stress, and contribute to the development of individual
work skills and creativity, the game gives the student the freedom to make mistakes, which from the point of view of
psychology is an important factor in the learning process, because the natural property inherent in most people is to try
to avoid mistakes and, as a result, defeat. It is stated that teachers must not only know the subject, but also have high
digital literacy for the effective implementation of gamification elements in the educational process. One of the important
aspects of integrating gamification elements into the educational process is to provide students with the opportunity to try
on another social role, experiencing life from a different perspective. This mechanism becomes an effective pedagogical
tool. By getting used to a different role, students can look at the world from a different perspective, immerse themselves in
a new field of knowledge and discover a new way of thinking. It is established that most gamification elements have their
own rhythm, regardless of whether they are team or solo. At the same time, during teamwork, there is usually a sequential
transfer of turns, which allows players to concentrate during their own turn and rest at other times, while in solo games a
similar balance of attention and rest is achieved through a thoughtful design that includes moments of relative passivity.
This approach helps reduce player fatigue. It is found that the use of gamified courses contributes to the automation of the
learning process. For example, tasks that are usually checked manually by the teacher can be evaluated automatically in

a gamified environment.

Key words: gamification elements, increasing motivation, students, English.

IMocranoBka npodjemMu. Y Cy4acHOMY CBITi Bce
3MIHIOETHCS JTy’Ke IIBUJIKO, 1110 0€3YMOBHO TIOPOIKYE
HOBI akTyanbHI ToTpedu. CyCIiIbCTBO 3a3HAE Cep-
HO3HUX 3MiH, SKi B CBOIO YepTy BIUIMBAIOTH Ha PO3BH-
TOK cydacHoi ocBiTu. O00B's130k Bukiagada XXI cr.
MOJISITAE B TOMY, 1100 OyTH CIIPOMOXKHUM IPUCTOCY-
BATHCS O BUKJIUKIB CHOTOICHHS, BIAOBIIHO 10 IKUX
CBITOVISIZT CTY/ICHTIB JIeAali PO3IIUPIOETHCS 3aBISIKH
BHKOPHCTAHHIO HOBHUX TE€XHOJIOTIH.

BuBuenHst iHO3eMHOI MOBH, TeEpeIyCiM aHIIiii-
ChKOi, Ma€ BHpIlllaJibHE 3HAUEHHS JUIS MIKHAPOJI-
HOTO, TOJITHYHOTO Ta KYJIBTYPHOTO CIIUIKYBaHHS,
a TaKkoX € HEeOOXiJHOI YMOBOIO JUIS YCIILIHOT TPy-
MOBOi POOOTH 31 CTyIEHTaMH 3 PI3HUX KpaiH CBITY.
ITocTiliHO 3pOCTarOYWi ITOMUT HA OBOJIOMIHHS 1HO-
3€MHOI0 MOBOIO BUMArae Iepexofy BiJl TpaauIliiHUX
METO/IB HaBYaHHS JI0 OiJBII CyYaCHHX Ta IPOTpPe-
CUBHUX, aJKE CTYJICHTH BXKE HE YABJISIFOTh OCBITY 0€3
BIIPOBA/DKEHHSI IU(POBUX TEXHOJIOTIH. BiamosimHo
JI0 IILOTO HEOOXiTHI 3MIHIOBAaTH Ta BIOCKOHAIIOBATH
METOAMKY BHKJIaJaHHs iHO3€MHOI MOBH Y TUCTAHITiH-
HOMY (hopMari, aJpKe SIKiCTb OCBITH 3HUKY€EThCS, KOJIN
3aHATTA y IUCTaHUIMHOMY (opMari MpOBOAATHCS 3a
THM K€ AJITOPUTMOM, 1110 1 B ayTUTOPil.

AHaJi3 nociinxens i myosikamiii 3acBiquus, 1o
HayKOBIIl TIPUBEPTAIOTh 3HAYHY yBary MOKPAIIEHHIO
Ta BJIOCKOHAJICHHIO METOAMK BHKIJIAJaHHS 1HO3E€MHOI
MoBH. Tak, rpa siK IUJAKTUYHUN IHCTPYMEHT PO3IIIs-

nanacs O. JlsaikoBoro; reiiMidikariro sk 3acid po3BH-
TKY MOJIOIIINX IMIKOJAPiB mociimkyBaB O. Kapabimn;
BIIPOBAJDKEHHS reiiMiQikarii miJi yac BUBYCHHS IHIC-
LUILTH OPUPOJHUYO-MATEMAaTUYHOTO LUKITY YUHSIMH
33co BuBYajocs M. Map’enko 1 [. Bopuciokom.
Pazom i3 TuM, BIpOBAKEHHSI €JIEMEHTIB revimMidika-
ii B HaBUAJIBLHUHN MPOIIEC CTYACHTIB 3aKJIaiB BHIIOT
OCBITH Y yMOBaX TUCTaHIIHHOI poOOTH HETOCTATHBO
BHCBITJIICHO B HAayKOBIii JTiTeparypi.

Merto10 cTarTi € BUCBITIIEHHS pouti reiimidikoBa-
HUX €JIEMEHTIB B HAaBYAJHHOMY IPOIECY B JMCTaH-
niiHOMY (opMmari.

Buxiaan ocHoBHOTro matepiauy. Jleski cTyaeHTH
3a3HayaloTh, IO BHMBYEHHS Ta 3alaM'sTOBYBAHHS
HOBUX CJIiB aHIJTIFICHKOIO MOBOIO Ta Pi3HUX POpM Jiec-
JiB € AOCTaTHbO Ba)KKMM BHJOM HaBYAJIbHOI IisUIb-
HocTi. [IpoOseMarnyHiCTh OBOJIOMIHHS HAaBYAJIBHUM
MarepiajJoM 3HAYHO TaJbMYy€ MPOIEC OBOJOIHHS
aHTITIICHKOI0O MOBOIO Ha HEOOX1THOMY PiBHI.

Jnsi mononaHHs O3HAYEHUX MEPELIKOJ JOLiIb-
HUM € BBEACHHS /10 HaBYAIbHO-BUXOBHOTO IPOLECY
eneMeHTiB reiimidikanii. JlocmikeHHsT OCTaHHIX
POKIB CXMJISIFOTh METOMCTIB JI0 BUCHOBKY, III0 Came
ITpOBE CEpemoBHUINE MOXKE ITiIBUIIATH MOTHUBAIIIIO,
3aIliKaBJICHICTh CTYICHTIB Ta HAAATH IM MOXJIHBICTh
pOOUTH TIOMWIJIKH y TIpolleci HaBYaHHsS O€3 cTpecy
(Gamification In Education: Advancing 21st-Century
Learning).
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besnepeuno, 1mo irpu CKIamarOTh BEIUYE3HY
YacTUHY JKUTTS Cy4acHOi Mononi. loBopsun mpo
HaBUaHHS Y 3aKJIajiaX BUINOI OCBITH, MOXKHA 3a3Ha-
YUTH, 10 MPUBHECEHHS IrOp CTHMYJIOE CTY/ICHTIB
TMIPAITIOBATH O1TBIIT AKTHBHO, ITiIBHUIIYE PIBEHB 1X 3alli-
KaBJIGHOCTI 1O HAaBYAJIBLHOTO MpeaMeTy. B pesynbrari
3aCTOCYBaHHs €JIEMEHTIB reiMidikamii Ha 3aHATTAX
IIIBUIIYETHCS MOTHBAIIIS JI0 HABYAHHS. Bijbim Toro,
e MPU3BOAUTH JI0 MOKPAIICHHSI HABUYOK CAMOCTili-
HO1 poOOTH, CTYACHTH CTAIOTh OUTBIT KpEaTUBHUMU,
HAaBUYAIOTHCSl MPALIOBAaTH HE TIIbKU 1HIMBIAYyaJbHO,
ane 1 B cxiaal koMauau. llopsa 3 muMm 3amydeHHS
IrpOBUX 3aBlaHb TAaKOK PO3BUBAE OLIBLI CKIAIHI
HaBUYKM TPUKIATHOTO XapakTepy, Taki, SIK yMiHHS
BUPIIIyBaTH MPOOJIEMH 32 IOTIOMOTOI0 BUKOPUCTAHHS
1HO3EMHO1 MOBH IIJIsl TIONITYKY HEeoOXiaHoi iH(opmarii
(Gamification in Education: What, How, Why).

TakuMm 4YWHOM, eJeMEHTH TehMidikallii CTalTh
METOIUYHUM MaTepiajioM, 10 PO3BUBAE KOMIETEHIIIT
XXI ct., siKi € HeOOXiTHUMH JIJIsl ICHYBaHHS B Cydac-
HOMY CYCIIIIBCTBI. Alle, HE 3Ba)Kar04uM Ha Te 10 OLIb-
LIiCTh BUKJIAIAYiB IIOIUIAIOTH O3UTHUBHE CTABJICHHS
710 BIIPOBAIXKCHHS LIX €JIEMEHTIB B HaBYaJIbHUH MPO-
LeC Ta BiA3HAYAIOTh 1X TIO3UTHUBHUHN BILTUB, BUKOPHC-
TaHHs reliMi(hiKOBaHUX €JIEMEHTIB Yy 3aKJIajiax BUIIO1
OCBITH B YKpaiHi € JOCUTh HE3HAYHUM, HACAMIIEPE/]
yepe3 IMUIbHUN HaBUANBLHUN TUIaH Ta OOMEKEHY
KUTBKICTh TOAWH. 3 1HIIOTO OOKY, ACSAKi BUKIagadi He
BMIIOTh BHUKOPHUCTOBYBATH IHTEPAaKTHUBHI IIaT(opm,
1 TOMy IM Ba)XKO BHOpaTH, SIKi 3 HUX AIHCHO PO3BU-
BalOTh Ta MOXYTh OyTH BUKOPUCTaHI B HABYAIBHOMY
poIeci.

Sk cBigUMTH BiJOMa Ha 3ax0fl IejaroriysHa
monienb TPACK (Technological Pedagogical Content
Knowledge Framework) mns edexruBHOro Bnposa-
JDKEHHS irop y HaBYaJbHY JisUIBHICTH BHKJIaJadam
noTpiOHI He TUILKM 3HAHHS MpeAMETa, a U BHCOKA
umppoBa TPaMOTHICTH; ayAWTOpis, AKa oOJiagHaHa
HEOOXiHUMM TEXHIYHMMHU 3aco0aMu Ta HAasBHICTb
MOOUTEHUX TIpUCTPOiB y cTyneHTiB (TPACK).

HaykoBui il BHUCHOBKY, IO 3aCTOCYBAaHHS
reiiMipikoBaHUX €JEMEHTIB IiBHUILY€E iHTEPAKTHB-
HICTh, AMHAMIKY Ta YCHIIIHICTH CTYACHTIB. ICHYIOTBH
MIePEKOHJINBI JOKa3HW, IO TOKA3yIOTh 3B'SI30K MIiX
TpPOI0 Ta IMiIBHUIICHOI0 MOTHBAIlIEIO. 3'SIBISETHCS
Bce OibIie 1 OiNbIe iIHTepaKTUBHUX irop, sAKi AOMO-
MaraloTb BUBYaTH MOBY. ICHYIOTH TI€BHI irpoBi ene-
MEHTH, SIKi MOXKHa BHKOPHCTOBYBAaTH y HEIIPOBHX
KOHTEKCTaX, 1100 BUKJIMKATH €(PEKTHUBHY B3a€EMOIII0
YYaCHHKIB. Imes mosisarae B ToMy, IO TPpYW HABYAHHI
B irpax CTYIEHTH HACTLIBKHM 3aXOIUICHI, 110 HaBYa-
IOThCSI, HaBiTh HE YCBIIOMIIIOIOUM LbOr0. Takum
YHHOM, irpH MOXYTh CTaTH HEBiI'€MHOIO YaCTHHOIO
ceminapi (saikoBa; Map’enko, 2020).

OnmHa 3 OCHOBHHX OCOOJHMBOCTEH €JIEMEHTIB
reimigikarii moisrae y ToMmy, o TPaBIIO JAFOTHCS
Kinbka ">KUTTIB", TOOTO KillbKa CITPO0, a TaKOXK TiCIIs
3aBEpILICHHS PIIICHHS TOJIOBOJIOMKU 3'SIBJISIOTHCS
CIHMCKU PEKOpIiB. Yce 1e 00yMOBJIEHO THM, IIO Ipa
nepeadadae MOXKIHMBICTH BUIBHOTO Ta OE3KapHOTO
BUMHEHHS Oararoi KimpkocTi mommiok (Kapabin,
2019).

[HmMMKM  cnoBaMM, BUKOPUCTAHHS TPHU HANa€e
CTYACHTY CBOOOAY TOMMJISATUCS. 3 TOUKH 30pY
IICUXOJIOTIT 1Ie € BaXJIUMBUM (DAaKTOpOM Yy IMpoleci
HaBYaHHS. 30KpeMa BIJOMO, IO Y JKUTTI JIIOAU
Iy’e OOSITHCSI TOMUJIOK 1 TIOPa30K, BUSBICHO HAaBITh
(obiro (atmxiooOis), ab0 TATONOTIYHHMIA CTpax
nepex Hepaadamu. [IpuponHa BiacTUBICTH, mpHTa-
MaHHa OUIBIIOCTI JIOACH, MoisArae B cHpoOi YHHUK-
HYTH MOXJIMBOCTI MOMMJIOK Ta BHACTIIOK IHOTO
nopa3ku. CUTyallisi MOCUITIOETHCSI peaTbHUMU HeTa-
TUBHUMH HACJIIIKAMH JIJIsI CTYACHTIB, SKi HE BIIOpa-
nucs i3 TectyBaHHAM. OCKUTBKH caMa MeXaHiKa TpH
MOKa3ye, 110 MOMHJIKK MOXYTb Ta IIBHJIIC 32 BCE
OymyTb BiAOyBaTHCsI, XBUIIOBAHHS BIIXOAUTH Ha JIpY-
ruii 1iad. BimoBiiHO mpane31aTHiCTh Ta aKTUBHICTh
CTYIACHTIB BXKE HE OOMEKYEThCS ICHXOJIOTIYHOIO
Halpyror Ta XBUIIOBAHHSIM.

Konm cryneHTH ONMHSAIOTBCS B CEpeNOBHILI, 1€
CKOEHHS IOMHJIOK HE 3a00POHSIETHCSI, TAKOXK 3POCTAE
ixHst cBOOO/A ekcriepuMeHTyBaTu. ExcriepuMeHTH B
OCBITI JJO3BOJISIIOTH PO3IIUPUTH 0OCAT 3aCBOIOBAHOTO
Marepiary, 0COONMMBO KOJMH WIETHCS MPO BUBYCHHS
1HO3eMHHX MOB.3aMiCTh TOTO, OO OTepyBaTH OOMe-
KEHOIO KUIBKICTIO JIGKCUKH Ta CTPYKTYp, €KCIIepH-
MEHTH BEOYTh CTYICHTIB HOBHMH ILUIIXaMH, aKe
JUIs. JOCSTHEHHSI YCIIXy JOBOAUTBCS OCSITaTH HOBY
iHpopMariro. Kpim Toro, irpoBe cepeioBHIIE CTaBUTh
Hepest CTyAEHTaMU METY, ajI€ 4acTO 3AJIMILIAE 32 HUMU
MpaBo BUOOPY, MArOYH Ha yBa3i EAKY KiJIbKICTh allb-
TepHaTUBHUX NUBIXiB 11 mocsrHeHHs (Technological
Pedagogical Content Knowledge Framework).

OnHUM 3 KITFOYOBHX MOMEHTIB BITPOBAJKEHHSI irop
B HaBYAJIbHUH NPOIIEC € BUKOPUCTAHHS 1HIIOT COLIi-
aIBHOI PO, HAJAHHS CTYIACHTOBI MOYKJTHBOCTI KUTH
IHIIAM KUTTIM. Llell HalBaXXIWBIIIHK MeXaHi3M
MOXe€ NPEICTaBISTH cOO0I0 BKpail KOpPUCHHH Ieja-
roriyHui iHCTpyMeHT. ['patoun poib iHIIOT JTIOAHMHH,
CTYACHTH OTPUMYIOTHh LIIHHY MOXKJIMBICTH TOJIWBH-
TUCS HA CBIT MiJ THITUM KyTOM, MOPHUHYTH y chepy
3HaHb, 110 JJO3BOJISIE YCBIIOMUTH HOBY TOYKY 30pY.
VY cBOIO 4epry 1e OAHOYACHO Hi/BUIYE MOTHBALIIO,
3aJy4alouM CTYACHTIB JI0 TPH, JOIIOMArae BiguyBaTH
cebe BUIbHO, a/pKe II¢ JIMILIE TUMYacoBa pOJib, sKa
JoromMarae OibIl CKyTUM CTYACHTaM PO3KPHUTHUCS; 1Ie
MO3UTHUBHO BIUTUBAE€ HA PO3BUTOK MOBHUX HABHYOK
(Psychology of Gamified Education).
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BinpmicTs relMi(iKoBaHUX €JIEMEHTIB MaloTh
CBilf 0cOONMMBUI BHYTPILIHIA pUTM, Ta pO3paxoBaHi
Ha poboTy B KoMaHi abo iHauBimyaibHO. POOOTI B
rpynax BJacTHBa IOCIIJIOBHA Tiepeaada Xomy; CTy-
JICHT KOHIICHTPYE yBary y CBii XiJ i MOJKe BiIITOUNTH
B 4ac, IO 3aJMIIUBCA. B onMWHOYHMX irpax moaiOHa
3MiHa TEPiONiB YBarW 1 BiAMOYMHKY JOCATAETHCS
reiM-au3aiiHepaMyd  3a  JIOIIOMOIOK0  JOJIaBaHHS
MOMEHTIB BIJIHOCHOI HEaKTHBHOCTI. Ll 3MiHa cTy-
TIeHs 3aTy9EeHHS J0 MPOIIeCy 3HIKYE CTOMITIOBAHICTh
TPaBIIiB.

Kpim Toro, SIKIIO TOBOPUTH TMPO TOBHICTIO
reiimMigikoBaHui Kypc, MOKHA JIOCATTH
ABTOMATH30BAaHOCTI BUKJIaJaHHs. [HIIMMHU clioBamH,
TaKi MpoIecH, K OIiHKAa BUKIIAJa4yeM HaruCaHuX
CTyIEHTaMH TECTIiB BpyYHY, B TeiMiikoBaHOMY
Kypci MOXYTh 3[1HCHIOBAaTHCHh 0€3 y4acTi BUUTEIS,
TamporpamMa MoxKe CaMOCTIHHO OI[IHIOBATH BiIMIOBITi
CTYACHTIB. ¥ KOHTEKCTI BUBYCHHSI IHO3EMHHX MOB
OJIHAM 3 KpalluxX MNPUKIAJIIB BTIICHHS Ii€l iael
€ CHeliaJbHO po3poliieHa TporpamMa, sKa HaIae
3m00yBadyaM OCBITH MHUTTEBHUH 3BOPOTHHH 3B'S30K,
MMOKa3yo4u TPaBWIbHY BIiAMOBiAb, IO JJ03BOIISE
3aJIMIIMTH 4ac y Kiaci Ha OOroBOpeHHsS OiMbLI
CKJIQJIHUX TEM.

[TpuknanoM irpoBoi maThopmu, sika KOPUCTYETHCS
3HaYHUM TIOMUTOM B YKpaiHi Ta B YChOMY CBITI €
Kahoot, mmardopma, ska poOWTh HABYAHHS CKJIal-
HUM 1 BecenmuM BomHo4ac. Dopmar iHTEpaKTHBHOI
Bikropuau Kahoot 1o3Bosnsie cTygeHTaM MHUCIUTH
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KPUTUYHO Ta 3HAXOJUTH HAMKpalli pillieHHs MpOTs-
rom oomexeHnoro dacy. Kahoot 3aoxouye cryneHTiB
OpaTu aKTUBHY y9acTh y HaBYaHHI depes3 il Ta po3-
IyMH, TIOKpAIly€ yCIIIHICTh CTY/ICHTIB Ha iCTIATaX.
Kpim Toro, pelTHHTH B peaqbHOMY Yaci OIiHIOBaHHS
B Kahoot 3a0e3mneuyroTb MUTTEBHI 3BOPOTHIH 3B'SI30K
31 ctynentamu (Angelelli, 2023).

LikaBuM Ta KOPHCHUM € BHUKOPHCTAHHS TLIar-
¢dopmu Vevox, sika JO3BOJISIE yYaCHUKaM HaBdallb-
HOTO TIPOLIECY B3Aa€EMOMIATH MiJ 4Yac MNPaKTHUIHUX
3aHATh 200 ouiHroBaHHsA. Ha mmardopmi mpencras-
JICHO HU3KY IHTEpaKTHUBHHUX (DyHKILIH, SKi T03BOJIS-
I0Th YYaCHMKAM CTaBUTH 3allUTaHHS, BIJNOBIIaTH
Ha ONMUTYBaHH:, OpaTH y4acTh y BIKTOPHHAX 1 Haaa-
BaTH BIATYKH 3a JOIOMOTOIO CBOiX CMapT(OHIB,
miaHmeTiB abo kowmm torepiB. Lo miardhopmy mu
BHUKOPHCTOBYEMO TiCJsl MPOBEICHHSA TPH, ajke Ie
CHpUsi€ PO3YMIHHIO JIOIUILHOCTI BIPOBAKEHHS ITi€T
g inmoi rpu (What is Vevox).

BucnoBku. OnHi€l0 3 0CHOBHUX ITIEpeBar BIIPOBa/I-
JKEHHS irop B HABYAJIBHUH TIPOIEC B AUCTAHIIITHOMY
(hopmati € miBUIIEHHS MOTHBALIT y cTyAeHTiB. OKpim
TOTO, BUKOPHCTAHHS reliMi(ikOBaHMX €JIEMEHTIB Yy
HaBUaJIbHIH ayaAuTOpii Mae Oe37iu mepeBar NOpiBHIHO
3 IHIIMMU KJIaCUYHUMHA (POpMaMU HaBYaHHSI. 3 1HIIIOTO
OOKy, irpoBi €JIEeMEHTH MAalOTh JOMOBHIOBATH iHIIII
BHJU MiSTIFHOCTI, a HE 3aMiHIOBaTH iX, ajpke TpH
3IIOBKMBAaHHI HUMU SKICTh OCBITH Maja€, HArOPOAU
BKE HE BUKJIMKAIOTh NO3UTUBHHUX EMOLIH Ta CTAIOTh
PYTHHOIO.
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