3aXUIIaTH BIACHI paBa, HE MOPYLIYIOYH MPaB 1HIIKX; TOJEPAHTHICTH);

3) mnoBeAIHKOBUM (3AaTHICTh JOCATaTH KOHCEHCycy, Opatu Ha cebe
BIIMIOBIIAJIBHICTD ).

Cepen yMOB COLIaJbHO-EMOLIIITHOTO HABYaHHS Y4YHIB CTapliUX KJIACIB
BHOKPEMJTIOIOTh [3]: pO3MIMpEeHHs COI[iaIbHUX 3B’SA3KIB YYHIB, ONAHYBaHHS HHUMH
COLIIAJIbHUX pOJIEH; HaJIaroJKE€HHs aTMoc(epHu MapTHEpCTBAa 1 B3a€EMHOI MOBAaru B
OCBITHBOMY CEpEJIOBHUIIl; BU3HAYEHHS TMEJaroroM HaWepeKTUBHIIIUX CIOCO01B
JISUTbHOCT1 Y4YHIB, BapilaHTIB iX MOBEAIHKU; (OPMYBAHHS M PO3BUTOK HABUYOK
CHUIKYBaHHS 3 JOPOCIUMHU W OAHOJITKAMH; TTTMOMHHE YCBIJOMIIEHHS YYHSIMHU CBOiX
KOMYHIKaTUBHUX MOXJIMBOCTEH; ONaHyBaHHS HEOOXIHUX COLIAJIBHUX HOPM;
PO3BUTOK HABUYOK CAMOOIL[IHIOBAaHHS ¥ CaMOKOHTPOJIIO, a TakKoX YMIHHSA
IHTEpIpeTyBaTU TMOBEAIHKY IHIIUX JItOAeH; (OpMyBaHHS pPHUC KOJIEKTUBI3MY Ta
TOBapUCHKOCTI; PO3BUTOK YMIHHS BIANOBIAATH 3a BJIACHY IMOBEAIHKY B CHUTyallli
COLIAJIbHOT ~ B3a€MOJIl; OMaHyBaHHSA  pediiekcii [K MeXaHI3MY  pPO3BHUTKY
CaMOCBIJJOMOCTI.

OTXe, BUMTENIO AaHIIIMCHKOT MOBHM CIIJI TPUAUIATH HAJEXKHY YyBary
BIIPOBA/KEHHIO COI[1a]IbHO-EMOIIMHOTO HAaBYaHHS B OCBITHIM MPOIIEC, OCKLIbKH,
3a3Ha4YeHe HaBYAHHS Ma€ 3HAYHUU BIUIMB Ha HaBYAJIbHY JISJIBHICTh YYHIB CTapIIUX
KJIaciB, 1X (p13UYHE Ta MEHTAIBHE 3I0POB’ S, COIliaTI3aIlilo.
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GAMIFICATION AS AN EFFECTIVE MEANS OF LEARNING
VOCABULARY AT ENGLISH LESSONS

English has become the language of international communication, understood
by the majority of people on Earth. Students in almost all countries around the world
are taught English to be able to communicate, exchange information during
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international competitions and festivals, and for travel. Of course, for this, a child
should have a significant vocabulary, so teachers strive to find the most effective
methods and exercises for children to learn new words at each lesson. Mastering
vocabulary is a necessary prerequisite for developing language skills, as vocabulary
iIs one of its most important components. At foreign language lessons, special
attention is paid to activities that ensure the active participation of every student,
foster interest, and encourage a desire to learn a foreign language. These tasks can be
solved using gamification in education, as playing games is one of the effective
means to enhance students’ perception of their environment.

The relevance of this work is difficult to overestimate. The use of gamification
as a means to develop English language vocabulary competence is essential,
especially in the modern era, when Ukraine is integrating into the European and
global community.

The issue of using games at English language lessons in schools has received
due to the attention in research conducted by linguists, psychologists, and
methodologists both in Ukraine and abroad. Among Ukrainian researchers we can
mention O. Kolominova, S. Roman, S. Shevchenko, and T. Shkvarina who have
developed this problem in their works. However, an analysis of the problem of using
games at English language lessons suggests that it is a significant issue that requires
further research.

Not every game activity can be effective. Only when it is pedagogically
appropriate and methodically justified educational games can be considered an
effective teaching tool. Every type of game activity conducted at a lesson should
adhere to specific didactic and methodological principles:

Accessibility: The game should be accessible and understandable for all
students, ensuring that it doesn’t create unnecessary barriers to participation.

Novelty: Games should introduce new elements or challenges to keep students
engaged and interested.

Gradual Complexity: The level of complexity should gradually increase to
match the students’ abilities and learning progress.

Consideration of Individual and Age-Specific Differences: Games should take
into account the individual learning styles and developmental stages of students,
making sure they are suitable for the age group.

Integration with Other Lesson Activities: Game activities should be integrated
into the overall lesson plan, connecting with other forms of work during the lesson to
reinforce learning objectives.

By adhering to these principles, teachers can maximize the effectiveness of
game-based learning at English language lessons.

There are numerous classifications of gaming activities proposed by different
researchers. Some of them focus on the child’s age, while others focus on the type of
gaming activity. I. Danylovych suggests a classification based on criteria such as the
game's purpose, the level of communicativeness, the focus on receiving or giving
information, the level of participant action control, the presence of a role-playing
component, the presence of a competitive element, and the use of objects [3].

However, this material provides a broad concept of game classification, so for
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teachers, the most important thing is to classify games in a narrower aspect, i.e.
classifying games in the context of teaching foreign languages.

Methodologist O. Vyshnevskyi distinguishes the following types of games:

Linguistic Games: These games are aimed at acquiring language material,
usually some portion of it. Mastering of this material becomes a condition for
participation in the game and the possibility of winning. This is called indirect
interest. Such games only ensure the acquisition of knowledge and, although they are
convenient and easy to use, they should not be used too often.

Conditionally Communicative Games: These ones are oriented towards
performing various operations with language material (e.g., “Form sentences”, “Ask
questions”, etc.). The focus here is not on the communicative function of utterances
but rather on their phonetic and lexical correctness.

Communicative Games: These games have an active character and do not have
a specific language orientation. They are not language games per se but rather games
in which language is simply a means of realization. Additionally, the author notes
that games can have individual or collective orientations [2].

O. Bihych classifies games as follows:

1) Preliminary games that contribute to the development of language skills.

2) Creative games, aimed at further enhancing language skills and abilities.

3) Various forms of dramatization, improvisation, role-play dialogues, and
scene enactment as unique teaching techniques for foreign language learning, distinct
from role-playing games.

4) Games designed to increase motivation for learning a foreign language and
to enhance the process of foreign language speaking proficiency [1].

The Common European Framework of Reference for Languages (CEFR)
highlights the use of language in games, which plays a crucial role in language
learning and development. Examples of gaming activities include social language
games: oral games (story with mistakes; who, when, where); written games
(matching, hangman, and more); audiovisual games (picture lotto, photographs, and
so on); board games; charades, miming games and individual activities such as
puzzles (crosswords, rebuses); game shows (radio, television, word guessing); verbal
humor (wordplay) and advertising texts, newspaper headlines, graffiti [4].

So, a brief overview of the opinions of domestic and foreign scientists on the
classification of language learning games allowed us to distinguish the following
types of games: language games or preparatory ones (orthographic, lexical, phonetic,
grammatical), speech games or creative ones (situational, role-playing, business).

Thus, a game is the leading type of activity for children, as indicated in the
works of well-known educators. Games are an important means of a child's
intellectual development, stimulating their cognitive and creative activity.

Therefore, the activity of students at lessons, the quality of knowledge, and the
formation of positive learning motivations increase due to the presence of cognitive
interests. The use of gaming activities as a means of forming English language lexical
competence is necessary, especially in the modern stage when Ukraine is integrating
into the European and global space. At every foreign language lesson, a wide range

of visual aids should be widely used as support for better memorization of speech
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material by children and as a means of semanticization (clarification and specification
of word meanings, phrases, and so on).
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POJIb TA 3ABJIAHHSI IHTETPOBAHUX 3MICTOBUX JITHIA Y
HABYAHHI IHO3EMHHUX MOB VY 3AT'AJIbBHOOCBITHIX HABYAJIBHUX
3AKJIAJTAX OCBITH

[HTETpOBaHi 3MICTOBI JiHIT peali3yl0ThCs i YaC BUBUCHHS MMEBHUX PO3ILIIB 1
TeM dYepe3 J00ip BiAmoBimHOI iHGoOpMali, AUAAKTUYHUX MarepiajiB Ta
BUKOPHUCTAHHS PI3HUX METOMIB HABUYaHHs, peajisarlii MpoeKTiB 1 JOociijkeHb. B
Cy4aCHOMY OCBITHBOMY KOHTEKCTI IHTETpallis 3MICTy € BOXXJIMBUM 1HCTPYMEHTOM JIJIsI
MOKpAIleHHsT SKOCTI HaBYaHHS, OCOOJMBO B Taly3l BHUBUCHHS I1HO3EMHHX MOB.
[arerpoBani 3micToBi JiHil (I3JI) BU3HAUAIOTHCS K B3a€EMOJIISl PI3HUX MPEAMETIB Ta
3HaHb JUISI CTBOPCHHS €IMHOI 1HTEJIIEKTYyaJlbHOI KapTHHH CBITY. Y KOHTEKCTI
BUBYCHHS IHO3€MHHUX MOB, II€ MOXXE€ MaTH KPUTUYHE 3HAYCHHS ISl PO3BUTKY
MOBJICHHEBOT KOMIIETEHTHOCTI Ta PO3YMIHHS KyJIbTYpHOTO KOHTEKCTY [1, c. 293].

Posrmsimaroun  QyHKIIi 1HTETpOBaHUX 3MICTOBUX JIiHIM, BapTO BUIUIUTH
HactynHi: 1) Cmeopenna 36’azkie. 13J1 m03BONSIIOTH CTBOPIOBATH 3B’SI3KM MK
TEMaM{ PI3HUX TPEIMETIB Ta MOBHHM MAaTepiajioM, CHOPUSIOYH TJIHOIIOMY
3acBOeHHIO 1H(popMarii. 2) Komnaexcnuii po3eumox Hasuuox ma eminb. 13J1
CIPHSIIOTh PO3BUTKY PI3HUX MOBJICHHEBUX BMIHB: YUTAHHS, TUChMa, ayMiIOBaHHS Ta
TOBOPIHHS TapasieJIbHO 3 €IEMEHTAMU 3HaHb T4 BMIHb 3 IHIIUX MPEIMETIB, aCTIEKTIB
KUTTSI B MEKaX BUBYCHHS Kypcy 1HO3eMHOi MOBH. 3) KynvmypHa KomnemeHmHicme.
[3JI po3mmproOTh TOPU3OHTH YYHIB, MO3BOJISIIOYM 1M PO3YMITH Ta OIIIHIOBATH
KyJIbTYpHI PpI3HMII, BOMpaAOYM MOBY SIK YAaCTUHY IIUPIIOTO KOHTEKCTY. 4)
Dopmysanus 2nubokoeo po3yminnsa Kyaemypu. 13J1 103BONSIOTE yYHSM BHBYATH
1HO3eMHY MOBY B KOHTEKCTI KyJIbTypHHX acmnekTiB. lle cropusie rnubokoMmy
PO3YMIHHIO Ta aJamnTalii 10 KyJIbTypHUX HOPM 1 LIIHHOCTEH [2, ¢. 56].

[logo 3aBmaHb, TO MM MOXEMO BHUOKpeMUTH HacTynHi: 1) Cmeopenus
167



