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Memoouka euknadanus Mmosu nepebdy8ae y NOCMIUHOMY HNOWYKY eheKmuHux
cmpamezit, ni0xo0ie@ ma iHCmMpyMeHmie OJisi CNPUSAHHA NPOCYBAHHIO CIYOEHMIE Y 080100IHHI
IHO3eMHO MOBOI. 3a80aKu Yudposizayii 6 oceimi ma cycnilbCcmei eludesHa yéaza 3apas
npudinaemocsa IKT ax nomyscnomy incmpymenmy NiO8UUWJEHHS PIGHS YMIHb MA 3HAHbL VUYHIE.
Memorw cmammi € ekchepumenmanvha nepegipka epexmusrnocmi euxkopucmanusa Kahoot na
3auammsax 3 ¢haxoeoi ameniticbkoi mosu 0nsi cmydenmis cneyianrbHocmi «Ingopmayitini
MexXHono2iiy 8 YMOBAX HABYAHHA 6  YVHigepcumemi. 3a80aHHA  OOCHIOJCEHHS €
osoxomnonenmuumu. Hacamneped ys poseioka € cnpoboio eumipamu ma OYiHUMU 6NIuUs
Kahoot na 3aceoenus nexcuxu cmyoenmamu nopieHaHO 3 MpaoUYitiHUMU 8UOAMU OISLIbHOCHII,
wo ix 30ilicHiolomsb 3000y8aui y naneposomy gopmami (mecmu 3 KilbKoma 8apianmamu
gionosioetl, 3a60aHHs HA 3aN08HeHHS nponyckie mowo). llo-Opyee, 3ae0anHs cmammi —
OYIHUMU CMABNIEeHHs CMYyOeHmi8 00 MexXHON02I ma 6Naue, AKUL 60HA MAE HA iX MOMUBAYIIO.
s 0ocsienenHss nocmaesieHux yineu mu nposeiu neoa2ociunuill excnepumenm ceped 27
CMyOeHmi8 Ha OCHOBI SIKICHUX Memooig 0/i1 300py OaHUuX (AHKemy8aHHs, CLOBHUKOBULL mech)
ma KibKIiCHUX Memoodieé 051 00poOKU OMPUMAHUX —pe3yIbmamié ma nepesipKu  ix
00CMOBIPHOCMI, A MAKOJHC BUKTIOYEHHS 8IPOCIOHOCMI MO020, WO 6CIi 3HAXIOKU € BUNAOKOBUM
30ieom (kpumepiti Cmbrodenma, mamemamuydui nponopyii ma pisHAHHA). Yci yuacHuku
excnepumenmy 0au 3200y Ha yuacms y 00CHiONCeHHI. 3a pe3yivbmamamu ekcnepumenmy 6yno
8UAGNEHO pI3HUYIO 8 ycniwHocmi Ha pieHi Onuzvko 20 % y pe3yromamax mecmyeauHs.
eKCnepuMenmanbHoi epynu NopieHsAHO 3 KOHMpOIvbHolo epynoto. Omoice, 6npo8aONCeHHs
Kahoot y npoyec susuenns aueniticbkoi Mosu 8 ynigepcumemi € eqoeKmugHuUM I 3aC1y208Y€ HA
BUKOPUCMAHHA 6 Npoyeci HAGYaHHA Ha peViApHitl ocHoel. [lJo cmocyemuvca oyinku
mMomusayii  cmyOoenmie, Mo  pe3yibmamu  AHKemy8aHHs NOKA3AIu, Wo CHyoeHmu
eKCnepuUMenmanbHoi epynu no3umueHo 8i02yKyiomscs npo euxopucmanusa Kahoot, éxasyrouu
JUwe Ha KLIbKa acnekmis, sKi 60HU 68ANCAIOMb NPOONIEMHUMU (8Y3bKUL YACOBUL JLIMIM,
sackpasicmyv expany). OOHak yci 6Kka3ami HeOONIKU MOXMCHA N1€2KO HANAULMY8amu ma yCyHymu.
Moowcnusi cghepu, sKi mooscymv Oymu  nepcneKmuHUMU HAnpamamu Ol NOOAIbULO20
oocnioxcenns, — ye gukopucmannsa Kahoot onsa inwux acnekmis 8usuenns Mosu (cpamamuxa,
PO3YMIHHS HA CIYX, HABUYKU NUCLMOBO2O MOBJIEHHS).

Knwuogi cnosa: Kahoot, crosnuxosuii 3anac, momusayis, epexmuenicmn, gaxosa
IHO3eMHA M0O6a, 6UWa 0C8Iima

ITocTanoBka npo0JeMu Ta ii 3B'S30K 3 BAXKJIMBUMHU HAYKOBUMHU TA NPAKTUYHUMH
3apaanHsaMu. [lounnaroun 3 2019, xonu cBiT ypaswna nanaemis COVID-19, 3apiiicHeHHs
MIJTOTOBKM 3/100yBadiB Ha PiBHI BHINOI OCBITH 3a3HAJIO0 3HAYHUX TpaHCHOpMAIIiii: 3aKiIaan
BUIIIOT OCBITH Oy/IM 3MYIIECHI epeiTH y NUCTaHLUIHHUN PEeKUM HaJaHHS OCBITHIX MOCIYT, 110
CTaJI0 MOKJIMBUM 3aBJISIKM HasSIBHOCTI PI3HOMaHITHHX cepBiciB Bigeorenedonii (Zoom, Google
Meet, Microsoft Teams, Skype). Taki 10KOpiHHI 3MiHH, 3 OJHOTO OOKY, CTaIu PilICHHSM, 110
JIO3BOJIMJIN 3{INCHUTH Ta ONTUMI3yBaTH HABYAJILHUI MPOIIEC BIJIMOBIIHO 0 €M1eMIOIOTTYHOL
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cUTyalii, OgHaK, 3 IHMIOr0 OOKY, aKTyali3yBaJM MOIIYK BUKJIaJadyaMH BHJIB OpraHizarii
HaBYAJIBHOI AISUTBHOCTI THUX, XTO HABYaIOTHCS, 31 30€pEeKCHHSIM €(EKTHBHOCTI HaBYaHHS,
00’€KTUBHOCTI OIIIHKM HAaBYaJbHMUX JOCSATHEHb Ta MOTHUBAIii 3700yBaviB /0 OTpPUMaHHSI
3HaHb, YMIHb Ta HABUYOK B yMOBaX BIJICYTHOCTI TpPaJUIIMHOI KOHTAKTHOI B3a€EMOJIII.
OxpecneHe 3aBaaHHs 30epira€ CBOIO HArajbHICTh 1 B YMOBaX BOE€HHOIO 4YacCy, OCKUIBKH JUIS
OLTBIIOCTI perioHIB YKpaiHW TOBEPHEHHS y HABYAJIBbHI ayauTopii Hapa3li HE BHIAETHCA
MOXIJTUBUM, 3yMOBIIIOIOYH aKTyaJbHICTh 00paHOi aBTOpaMu MpoOIeMaTHKH.

AHani3 momepeaHix aociaimkens i myOjikamiii. Ha eram momyky iHCTpyMEHTIB
BUDILICHHA 3a3HAuCHHUX 3aBJaHb Cepel] BHUKJIAJAa4iB 1HO3EMHHX MOB yBary IpHUBEPHYIU
miargopmu, 1o 3a0e3meuyroTh Tak 3BaHy reiMidikaliiiro HadamabHOI JisITIBHOCTI (TEpMiH
ynepiie 0yB Bxutuit y 2008 pori) [1]. Llbomy migxomy 10 opraHizailii HABYaIbHOI MisTTBHOCTI
THX, XTO HABYAETHCS, MIPUCBAUEHA HU3KAa HayKoBUX myOumikariid. Tak, Vanitha Thurairasu [2]
TIIyMauuTh 11€ TIOHATTS SK BIPOBA/PKEHHS €JIEMEHTIB TPH B OCBITHE CEPEIOBHUIIE 3 METOIO
HiJBUIIECHHS 3aJy4€HOCTI y HaBYaJIbHUN MpOIeC, IO MO3UTHUBHO BIUIMBAE Ha MOTHBAIIIIO,
aKaJIeMiyHy YCIIIIHICTh Ta CTBOPIOE CIPHUSITIMBI MEpeayMOBH, 30KpeMa M JJisi HaBUYAHHS
1HO3eMHI MOBI. ApPrymMeHTH Ha KOpUCTh reimidikariii, mpeacTaBieH] HAYKOBIIMH, TaKOXK
BKJIIOYAIOTh MTOTEHIIIaJ irop JUIsi BCTAHOBIICHHS COLIATbHUX 3B’ SI3KiB [3], 1X CIIPHUSTIUBY POJIb
y (GOopMyBaHHI Xard 10 3HaHb, 3aIIKABJICHOCTI y TOIIYKY HOBOTO [4], pO3BUTKY TBOPYOCTI,
3MIIHEHHIO ICUXIYHOTO 3A0pOB’s [5], 3MEHIIEHHS MOYYTTA 130JIbOBaHOCTI [6]. JlocmimkeHHIO
MEXaHI3MIB, 3aBISIKA SKUM JOCSTAEThCS €()EKTUBHICTH BUKOPHUCTAHHS IrOp B HABYAIBHOMY
CepeloBuIlll, 30KpeMa MpHUcBsiueHo po3Biaku [7], [8], [9]. Ham iMmonye Te3a aBTopiB mpo Te,
110 JUIsl YCIIIIHOTO IHTErpyBaHHsS TPU y HaBUaHHS, Lell mpolec MOBUHEH 3/1HCHIOBATUCS 3a
YMOBH HAasIBHOCTI TaKUX KOMIIOHEHTIB: TIOCTAHOBKH MPOOJIEMHOIO 3aBJaHHS, BiTOOpaskeHHS
porpecy CTYAEHTIB, OTPUMAaHHsS 3BOPOTHOTO 3B’S3Ky BiJ Iejnarora, rpajaauii HaB4aJbHUX
JIOCATHEHb, €JIeMEHTY 3MaraHHs Ta KOHKypeHuii. Ha ocHOBI aHauizy 3a3HaueHUX MyOsiKallii,
a TakoXX BJIACHOTO BHKJIAJAIBKOTO JOCBiNY, MU JIHIUIM BUCHOBKY IPO T€, IO HAa ChOTOJHI
ICHy€ JeKiIbKa THIIIB irop Ta MiJXOAIB J10 iX BUKOpUCTaHHA. Tak, pi3HOMaHITHI TECTH Ta KBi3H
€ OJIHUM 13 HaWJIErmuX BUIIB TeiMidiKaiii Ta XapaKTepu3yrOThCs HASIBHICTIO PI3HOMaHITHUX
w1aTdopM Ta 3aCTOCYHKIB, Cepell IKUX YlibHe Miclie HanexxuTs mardopmi Kahoot, mo takox
Oyna npeameroMm BuBuYeHHS HaykoBusmu [10], [11], [12]. 3okpema y npoueci ¢popMyBaHHS
HaBUYOK THCBMOBOTO MOBJICHHS, BiJA3HAYA€ThCS TO3UTUBHUM BIUIMB BUKOPHCTAHHS
1aThopMH Ha HABYAIBHHUN TIPOIIEC 3aBISKH IIKABOMY Ta CTUMYIIOKYOMY (opmary, IyXy
JPY>KHBOTO 3MaraHHs, MOHITOPHHTY SIKOCTI 3aCBO€HHS HAaBUYAJIHLHOI'O MaTepiaiy.

[Ipomomkyroun JIOTIKy TMOMEPEAHIX JTOCTIDKEeHb, I pO3BiJIKA MAa€ Ha MeTi
IpOaHaji3yBaTH Ta €KCIIEPUMEHTAIbHO MiATBEPIUTH MO3UTUBHY POk BUKOpUCTaHHs Kahoot
y HaBYAJIBHOMY TIPOIECl y 3akjiaal BHUINOI OCBITH Cepejl CTYACHTIB CIEHiaJIbHOCTI
«Komrr’1oTepHi HayKn» Ha 3aHATTAX 13 TUCUUILTIHUA «DaxoBa iHO3eMHA MOBay.

3a3HadeHa MeTa KOHKPETU3Y€EThCS Y TAKUX 3aBAAHHAX:

1. Bussutu BB Kahoot Ha sIKiCTh 3aCBO€HHS 37100yBauaMu BOKaOyIsIpy 3a TEMOIO
3aHSATh.

2. Bussutu BrmmB Kahoot Ha MoTHBamiio Ta CTaBJI€HHS CTYAEHTIB 10 BHUBYEHHS
IUCIAILIIHA.

Metoau pocaizxenns. /i peanizauii 3a3Ha4eHOT METH MU BUKOPUCTAIIHU SKICHI (TIpH
00poO1i BiAMOBIACH Ha BIAKPUTI 3allMTaHHS aHKET ISl aHATI3y CTaBJICHHS YYaCHHKIB
EKCIIEPUMEHTY JI0 HaBUAJIBHOIO mpouecy 3 BukopucraHHsMm Kahoot) Ta kinbkicHi MeTonu
JOCTI/DKeHHS (VIS aHaJIi3y piBHS 3aCBOEHHS JIEKCHKH Y KOHTPOJIBHHX Ta EKCIIEPUMEHTATIBHIX
rpyrnax 3 MeToro BuBUeHH: BILUTUBY Kahoot Ha piBeHb 3HaHb THX, XTO HABYAETHCH).

HocnipkeHHs  37iiicHIOBaioch 13 3amydeHHsM 27 crygeHTiB  KuiBcbkoro
HalioHaJbHOrO ekoHomiuHoro yHiBepcutery (KHEYVY) imeni Baguma I'erbmana oCBITHBOTO
piBHA «0OakanaBp» croerianbHOCTI «KoMIT'IOTepHI HayKu» MiJ 4Yac BUBUEHHS AUCLUIUIIHU
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«®DaxoBa iHO3eMHa MOBa» HaBecHi 2023 pOKy MPOTATOM JPYroro CEMECTpy. 3 METOI
3a0e3nedyeHHst 00’ €KTUBHOCTI OTPUMAHUX PE3YJIbTATIB Ha MOYATKY €KCIIEPUMEHTY Cepell Ipy
OyJ10 TIPOBEIEHO TECTYBAaHHS Ha BU3HAYCHHS PIBHS BOJOAIHHS aHDNiMChKOI0. TecT mepeBipsB
pPIBEHb BOJIOJIIHHS T'pPaMaTHKOI0 Ta 3arajbHOBKHBAHOKO JICKCUKOI Ta OyB pO3pOOJeHUI
aBTopamu Tiapyuynuka Outcomes. Ha ocHOBiI TecTyBaHHS Oyn0 BHUSBICHO, IO BHXITHHMA
piBeHb aHDmchKoi BiamoBimae piBHIO bl 3a mkamoro CEFR (the Common European
Framework of Reference). Hactymuum kpokoM cTaB BUOIp KOHTPOJNBHOI Ha
eKCIIepUMEHTaNIbHOT Tpynm — 1o 13 1 14 yyacHWKIB BIAMOBIAHO. Y KOHTPOJBHINA TpyIni
HABYaHHA JIKCHUI[ 3iHCHIOBAIOCH 13 BHUKOPUCTaHHAM TPAAMLIHHUX METONIB — BUKOHAHHSI
POy peuenTHUBHUX, PENPOIYKTUBHUX Ta MPOAYKTHUBHHUX BIPAB y «IarepoBoMy» (Qopmari 3a
HiIPYYHUKOM, Y EKCHEpUMEHTAJbHIM Tpyni — penpoayKTHUBHI BIpaBH Oylu 3aMiHEHI Ha
BUKOHAHHS TECTOBOTO 1HTEPAKTUBHOTO 3aBJaHHs Ha matdopmi Kahoot.

[Tegaroriyamii eKCIEpUMEHT 3/1MCHIOBABCS i yac BuBYeHHS TeMu Computer viruses
(The anatomy of a virus. Anti-virus software. Malicious software), BuUBYEHHS SKHX
3aiiicHIOBaNoch B 000X rpymax 3a marepianamu niapyunuka Oxford English for Information
Technology aBTopctBa Glendinning E.H., McEwan John. Bkaza#niit Temi npucBsiueHi po3aiim
18 ta 19.

BinmoBigHO Ha erami O3HAMOMIIEHHS 3 HOBUMH JIEGKCUYHHUMH OJWHHULSIMU CTYIEHTHU
3OIMCHIOBAIM TNPOYMTAHHS TEKCTy 3a TEMOIO, aHalli3 CXeM Ta UIIOCTpaliil, a TaKoxX
POCIYXOBYBaHHS aynio. Ha erami BnpaBisiHHS CTYAEHTH KOHTPOJIBHOI IPyNu 31HCHIOBAIN
BUKOHAHHS 3aBIaHb 3aKpUTOro THUIy (MHOXWHHHKA BUOIp; 3aBIaHHS Ha 3HAXOKCHHS
BIJIMOBITHOCTI; 3aBJaHHS Ha 3allOBHEHHS MPOMYCKiB). [ CTYIEHTIB €KCIepHUMEHTaIbHOT
rpynu 1ei Buj Bnpas OyB 3aMiHEHHI Ha BUKOHAaHHS TecTy Ha margopmi Kahoot.

Kahoot siBisie co6010 BCECBITHBO BIJOMHI OCBITHIHM pecypc. s HOro BUKOPUCTAHHS
nearoraM HeOOX1HO MPOWTH OE3KOIITOBHY PEECTPALIiIO, MICIs YOrO BiIKPUBAETHCS TOCTYII
JI0 CTBOPEHHS KBi31B y (popmari 3amuTaHHS 3 MOYKJIMBOIO KUJTBKICTIO BapiaHTIB BiAMOBIACH Bij
2 1o 4. Takox € MOXKJIHMBICTh BCTAHOBUTH YacOBi OOMEXCHHsI HA MPUUHATTS PIIICHHS MO0
MOIIYKY MPaBWIBHUX BIAMOBIACH — Bi 5 CeKyHI 10 4 XBWJIMH. 3 METOIO 30€peKeHHS TyXy
3aHATTI JUISI HAIIOr0 TECTy MU BCTaHOBWIHM 30-CeKyHIHE OOMEXKEHHS [UIS KOXKHOTO
3anuTaHHs. Tect, 3amponoHOBaHUI eKCTIepUMEHTANbHIN rpyIi, HalidyBaB 21 3anmuTaHHs.

Jlnst momaBaHHsI CTYASHTIB J0 TPU BUKJIaJAa4 3aX0AUTh Y CBii OOJIIKOBUIA 3amuc, 00upae
notpiOHy Tpy Ta 3amyckae ii. [licas mporo Ha ekpaHi megarora BiOOpa)kaeTbcs KOA
MIpUETHAHHS, 110 HOro BBOJSATH TpaBlLi 31 CBOiX MPUCTPOIB — TelIEPOHIB (Taka MOMKIHUBICTDH
JIOCTYTIHA TAKOX 13 IUIAHILETIB Ta HOYTOYKiB, CTAalllOHAPHUX KOMII'IOTEPIB) 3a MOCHIIAHHSIM
https://kahoot.it. Peectparmiss Ha pecypci sl CTyAeHTIB He TOTpiOHA. 3arajioM BapTo
BIJI3HAYUTH, IO BIJCYTHICTh TAaKUX (DOHOBUX il CYTTEBO CIPOILYE MPOLEC BUKOPHUCTAHHS
pecypcy, 3a0IIaKy€e yac Ha 3aHITTI Ta poouth Kahoot apyxHiM 10 KopucTyBaya.

[loitHO Bci rpaBii JaayTh BIAMOBIAI Ha 3aMUTaHHS, YM 4ac HAa OOpaHHS MPaBHILHOT
BI/IMOBI/II Oyle BHUEpPNaHO, HAa €KpaHl BUKJIATada BilOOpa)Kae€ThbCA TMpaBUIbHA BiJMOBIIb.
CyTT€BOIO TEPEeBarold € MOXKIUBICTh OOTOBOPUTH TOMUIIKM CTYACHTIB Ha I[bOMY e€Tarli,
OTPUMATH 3BOPOTHIN 3B 30K BiJl BUKJIAJada Ta BXKE MICIS aHAJI3y MEPEHTH 10 HACTYITHOTO
3alUTaHHA, 110 CHpUSE 3alIOBHEHHIO MPOTAIMH y 3HAHHAX. TakoX JUId meperisay AOCTYIHI
iMeHa 5 rpaBIiB — JiJepiB I'pu (10 yBaru NpuiiMaeThcs HE JIMIIE MPAaBUIBHICTh BIAMOBIIL, ajie
I yac, BUTpauyeHMH Ha Ii MOWIYK — YMM IIBHJIIIE, TUM Kparue). [licas npoxomkeHHs rpu
BIJIKPUBAETHCS TAOMUIA 3 IMEHAMM 3 HAWKpalIuX CTYICHTIB, IO € MEPEMOXIIMHA TPH, IO
TAaKOXX TIATPUMYE KOHKYPEHTHHH JyX Ta € BH3HAHHAM HABYAIBHUX JIOCATHEHb
HallyCHIIIHIMIMX CTYIAEHTIB, LI0 CTUMYJIIOE€ iX [0 MOJAJbIIOT0 CAMOBIOCKOHAJIECHHS Ta
CaMOPO3BUTKY.
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Ha erani npoaykyBaHHsS MOBJICHHS 3 HOBUM BOKaOyJISIpOM CTYJAEHTaM KOHTPOJBHOI Ta
EKCTIEPUMEHTAIBHOT TPYyN TPOIOHYBAJIKMCh 3allMTaHHS JUIi OOTOBOPEHHS, POJIBOBI irpH,
Oecia, HaNMCAHHS HEBEJHMKOI JOMOBIAl 3 PO3KPHUTTS MEXaHi3My (PyHKI[IOHYBaHHS TEBHOTO
THITY KOMIT FOTEPHOTO BIpYCY, MAroToBKa npe3eHTariii Microsoft Power Point.

OcHOBHHM 33ac000M TEePEBIPKU PiBHS 3aCBOECHHS HABYAIBHOTO Marepiary 0yino oOpaHo
CKJIaJITaHHS CTYJACHTAaMH TECTY 3 3aKpUTHMH 3alIUTAHHSIMH, THUITH 3aBJaHb Nepeaodadany BUOIp
NpaBWIBHOT BIJMOBiJI 3 TEpeNiKy BapiaHTIB, BCTAHOBJICHHS BiJNOBITHOCTI, 3allOBHEHHS
MPOITYyCKiB. 3arajbHa KUIBKICTh 3aluTaHb cTaHoBmwiIa 25. KokHa mpaBWiIbHA BiJAIMOBIJIb
ouiHoBaiack B 1 Gayn. TectyBaHHs 3AIHCHIOBANIOCH y mamepoBoMmy Qopmarti. Pesymsratu
TECTyBaHHS OyJIH iHTEepIIpeTOBaHi Tak (Tadmuus 1):

Tabnuys Ne 1.
[lIxana oyintosanns ni0CyMKOB020 MeCny8aHHS.
6 KOHMPOIbHIU MA eKCNePUMEHMANbHIU 2PYNAxX

Ne KiabkicTh 0ajiB PiBeHb 3aCBOECHHSI HABYAJBLHOI0 MaTepiaay
1. 23-25 BiJIMIHHO

2. 19-22 J00pe

3. 15-18 3a0BLIHHO

4. Hiokue 15 Ganis HE3a0BIJILHO

Jlis ouinku BukopuctaHHs Kahoot Ta ioro BmIMBY Ha MOTHBALIO CTYIEHTIB
EKCIIEPUMEHTAIbHOT TPyNu  OyJ0 MPOBEIEHO aHKETYBaHHS HAa OCHOBI CKJIAJICHOTO aBTOpaMH
ONUTYBaJIbHUKA. 3allUTAHHS, HA SIKI POTNOHYBAJIM JaTH BIANOBIAl YYaCHUKAM €KCIEPUMEHTY,
Oynu copmynboBaHi Tak (Tabmuis 2).

Tabnuys No 2.
Onumysanus wooo enaugy Kahoot
HA MOMUBAYII0 CMYOeHmie eKCNepUMEHMAIbHOL 2pynu

1. Bukopucranus Kahoot Ha 3aHATTI 3 iHO3€MHOI MOBH € IIKABUM TIOTOJKYIOCH HE IOTOKYIOCH

2. Buxopucranus Kahoot s BOpaBisHHA y BHUBUCHHX JIGKCHYHHX | TOTOIKYHOCH HE MOTO/IXKYIOCh
OMUHHUIIX € OUTBII JOUUTBHUM HiX 3aCTOCYBaHHS TPaJUI[IIfHUX
I1arepoBUX TECTIB

3. Bukopucranns Kahoot Mae crari 3aco00M HaB4aHHS [PU BUBYCHHI | MOromKyroch HE ITOTOJKYIOCh
HACTYITHUX TEM 3 KYPCY
4. Buxopucranus Kahoot Mae MO3MTHBHMII BIUIMB Ha MOTHBALIKO 10 | MOTOKYIOCH HE TOTO/KYIOCh

BUBYCHH Z[I/ICIII/IH.IIiHI/I

5. Cepen ocHOBHHX HenojikiB BukopucTanHsi Kahoot moxna
3a3HAYMTH HACTYITHE

Sk GaunMo, aHKETYyBaHHs Mependadaio BIAMOBIAI HAa 4 3aKpUTI Ta OIHE BIAKPHUTE
3aMyUTaHHS.

OmnpamioBanHs ~ OTPUMAaHUX  BIANOBIAEH  HAa  aHKETy  Ceped  CTYICHTIB
€KCIIEPUMEHTAJIbHOT TPyNu 3AIMCHIOBAIOCH 32 TAaKUM aJTOPUTMOM. 3arajibHa KUIbKICTh
CTYICHTIB eKcrnepuMeHTanbHoi rpynu (14 oci0) mpuiimanace 3a 100%. Jlami BinOyBaBcs
M1IpaxyHOK MO3UTHBHUX BIAMOBIIEH HA KOXKHE 13 3aIIPOIIOHOBAHUX 3aKPUTHX 3alUTaHb TECTY.
HacTtynHuM eramnom cTayo cKjaJaHHs MPOMOpIii, 1e MPOLEHTHE CiBBIIHOMIECHHS CTYICHTIB,
10 TTO3UTHUBHO OIIHIOIOTH JOCIIKYBAaHUHN PECYPC, € HEBIAOMUM UYJICHOM, 1[0 PO3PaXOBYETHCSA
SIK IIbOTO YHCIIOBOTO Toka3HuKa Ta 100 % mofiieHo Ha 3arainbHy KUTBKICTh CTY/ICHTIB TPYTIH.

Jlst mepeBipKkH BaIiAHOCTI OTPUMAHMX PE3YJIBTATIB Ha MIATBEPIKEHHS TIMOTE3H PO
edexTuBHICTh BuKopucTaHHs Kahoot y MOpiBHAHHS 3 TpaJULiHHUMH MaNepOBHUMU BHIAMU
3aBJIaHb MU BUKOpUCTAIU t-KpuTepiii CThIONEHTa ISl HE3aJeKHUX BHOIPOK. 3a3HauCHUN
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METOJl MOKJIMKAaHUI BCTAHOBUTU Ta MareMaTW4HO MiATBEPIUTH (PAKT TOTO, IO OTPUMAHI ITiJ
4ac eKCIEepPUMEHTY pe3yJbTaTH HE € BUIAJKOBMMHU Ta CBIAYaTh MPO HASABHICTh CTATUCTUYHO
3HAUYIIMX 3aJISKHOCTEN Ta B3a€EMO3B’sI3KiB MK BUKOpUCTaHHsAM Kahoot Ta piBHEM 3aCBOEHHS
HAaBYAJIBHOTO MaTepialy 1 BIIMIHHOCTSIMH MK KOHTPOJIBHOK Ta EKCIEPHUMEHTATbHOIO
rpynamu.
Jlnst po3paxyHky t-kputepito CThIOIEHTa MH CKOPUCTAIHUCH hopmyitoro (1)
t = N (1)

7112+m2
12

e X — Le cepeaHe apu(MeTHUHE Pe3yNIbTaTiB TECTYBaHHS CTYICHTIB y KOHTPOJBHIH
Ta €KCIEPUMEHTAIIbHIN rpymnax (y YMCEIbHUKY BKa3ye€MO PI3HHUII0 MIXK JIBOMa BUOIpKaMu), m
— TIOMHUJIKA PENpe3eHTAaTUBHOCTI (y 3HAMEHHHMKY BKa3yeMO KOpiHb KBaJpaTHUH 13 CyMH
IOMMWJIOK PENpPe3eHTaTUBHOCTI y KBaJpaTi 10 KOHTPOJBHIN Ta eKcliepuMEeHTalbHIl rpynax).
Ile BemuumHA PO3PAXOBYETHCS IUISIXOM TMOAUTY TaK 3BaHOTO CTAHAAPTHOTO BIIXHJICHHS
(BemuuMHa, L0 TOKa3ye cepeqHe apu(MeTHUHEe IMOKAa3HUKIB TOTO, HACKIJIBKU PE3yJbTaT
KOXKHOTO CTYJEHTa BIJPI3HAETHCS BiJl CEPEIHBOTO Yy TPYIll) Ha po3Mip BUOIpkH. YKCII0BI JaHi,
BUKOPHUCTAH1 A7l pO3paxyHKy, HaBeJleH1 y Tabmui 3.

[I{o6 iHTepmpeTyBaTH OTPHMAaHI YHCJIOBI JaHi, 3BEPHEMOCS 10 TaOIHI HMOBIPHOCTI
JUTSE t-KPUTEPIIO [ BIATIOBITHOTO CTYTIEHIO CBOOOAM (Y HAIOMY BHMAJIKY 25).

Tabauysa Ne 3.
Jlani onst po3paxyuxy t-kpumepito Cmvro0eHma 0isi He3a1eHCHUX 8UDIPOK
CTyIeHTH KOHTPOJIBHOIL IPYIIH CTyIeHTH eKCIIEPUMEHTAILHOI TPYITH
No 6amu CrannmaptHe Ne | 6amm CranpaptHe
BIIXMJIEHHS BIIXWJIEHHS

1. 20 1,2 1. 20 0,5
2. 23 4,2 2. 19 1,5
3. 18 0.8 3. 23 2.5
4. 20 1,2 4. 21 0,5
5. 17 1,8 5. 20 0,5
6. 17 1,8 6. 21 0,5
7. 20 1,2 7. 20 0,5
8. 19 0,2 8. 16 4,5
9, 20 12 9. 24 35
10. 21 2,2 10. 19 1,5
11. 14 4,8 11. 18 2,5
12. 16 2,8 12. 20 0,5
13. 20 1,2 13. 21 0,5
14. 14. 25 4,5

CepeiHs 32 BUOIPKOKO 18,8 20,5

CepemHe BiIXWJICHHS 32 1,89 1,67

BUOIPKOIO

3Ha4YeHHS t 2,42

3HaAYCHHS P Mix p=0,05ta p=0,01

VY mHaBeneHidt Bumie TaOmuil HaWiHQOPMATHBHINIUM € caMme Toka3HuK p. [lpum
30iMICHEHH] CTaTUCTMYHOI BepHdikamii OTpUMaHUX pe3yJbTaTiB ICHY€E 3araJlbHONPUHHATHI
MOPIT BaJTHOCTI OTPUMAHUX PE3yNbTaTiB, Mo cTaHOBUTH 0,05 uu 5 %. [Ipoctumu cinoBamu,
Taki JaHi MigpaxyHKIB CBI4aTh MpO Te€, IO pe3ylbTaTd, OTPUMaHi y XOAl €KCHEpUMEHTY,
MalOTh JIUIIE 5-BIJCOTKOBY BIPOTIAHICTH OyTH MOMWJIKOBUMH Ta, BIAINOBIAHO, 95-BiICOTKOBY
BIPOT1IHICTh TOTO, IO 3HAXiJKH UTIOCTPYIOTh COOOI0 HAasBHICTh B3a€MO3B’A3KiB, IO HE €
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BUIIAIKOBUMHU. Y HAIIOMY BHIIAJKy MOKa3HUK p € MeHIUM 0, 05, ToMy MU MOXKEMO BIIEBHEHO
CTBEPIKYBAaTH, 110 BC1 HAIlli BACHOBKH € CTaTHCTUYHO OOTPYHTOBAaHMMH Ta 3HAYYIIIAMHU.

VY pe3ynbTari NpOBEACHHS €KCIEPUMEHTY MO0 JOUUIBHOCTI BUKOPUCTAHHS PECYpCy
Kahoot myist eekTHBHOTO 3aCBOEHHS JICKCUKH OYJIO OTPUMAHO TaKi pe3yJIbTaTH (Tabmuis 4).

Tabnuys No 4

Pesynomamu mecmyeannus cmyoenmis
KOHMPOAbHOI Ma eKCNepUMEeHmaibHol 2pyn

PiBeHs ycmimHOCTI KontponsHa rpyna ExcniepumeHTanpHa rpymna PizanIs Mixk
— - - — - : nBOMA
KIHLKIC].“I) BIZ[COTOK.-BIL[ KlJ‘ILKlC”l.“L BIL[COTOI("BI,Z[ rpynamu y
CTY/ICHTIB 3arajbHO CTY/ICHTIB 3arajbHOT BiICOTKAX
KIJIBKOCTI KIIBKOCTI
CTYIAEHTIB I'PYIIN CTYINEHTIB I'PYIIN
BigminHO 1 N 3 21,4 +13.7
Jobpe 7 53,8 9 64,3 +10,5
3a10BUJILHO 4 30,8 2 14,3 -16,5
He3anoBianH0 1 7,7 - - -7,7

Sk G6aunMo 13 HaBeJeHOI TabIHIll, PE3YJIbTAaTH CTYEHTIB €KCIIEPUMEHTAIBHOI TPYIIHU €
BUIIMMHU 3a Pe3yJbTaTH KOHTPOJBHOI IPyIH Ha PiBHI «BIAMIHHO» Ta «100pe» — Ha 13,7 % Ta
10, 5% BinnosigHo. HaTomicTh cepen ydacHUKIB KOHTPOJIbHOI IPYIH JOCUTH BEJIHMKa 4acTKa
NpUIajae Ha CTYAEHTIB, 110 MOKa3aiu 33J0BUIbHUN pe3ynbrar — 30,8%, y Toii uac sk cepen
THUX, XTO HABYAEThCS y EKCIEPUMEHTAJbHIN Ipymi, BIICOTKOBAa YacTKa JUIsl I[bOTO pIBHA
3aCBO€HHS HABYAJIILHOTO MaTepialy Maibke BABIYI MEHIIA Ta CTaHOBUTH 16,5 %. Takox y
KOHTPOJIBHIN TPYIl HAasBHUW OJWH TECT, BUKOHAHWUW HA HE3a/J0BUILHOMY PIiBHI, Ha Psay 3
BIZICYTHICTIO HE33J0BIIbHUX PE3YNbTATIB y eKCIIEPUMEHTAIbHIN IpyTIi.

Buxonsun 3 HaBelIeHUX pE3yNbTaTiB, MOKEMO CTBEP/KYBaTH, IO BHUKOPUCTAHHS
pecypcy Kahoot Ha 3aHATTSX 3 1HO3eMHOI MOBH XapaKTepU3Y€ThCs OLIBIIOK €()EeKTUBHICTIO Y
NOPIBHSAHHI 3 TPAJAULIIHHUMHU 3aC00aMU HaBYaHHS.

T'oBopsiuM npo piBeHb MOTHBALIIT CTYACHTIB A0 3anydeHHs Kahoot, 6yi0 oTpuMaHo Taki
pesynasratu. Tak, Ha nutaHHs 1 («Buxopucranns Kahoot Ha 3aHATTI 3 1HO3€MHOI MOBH €
ikaBuM») Oyno oTpumano 78 % mno3uTuBHUX BiamoBigei. Ilutanus 2 («BukopucranHs
Kahoot s BHpaBisHHS Yy BUBYCHUX JICKCUYHHX OJMHULSAX € OUIBII JOIMUIBHUM HIiX
3aCTOCYBAaHHS TpPAIUIIHHUX TManepoBUX TecTiB») mano 70 % CTymeHTiB, IO 3roAHI i3
3a3HaYeHUM TBepKeHHsAM. 3anutands 3 («Buxopucranns Kahoot mae cratm 3acobom
HABYaHHS MPU BUBYCHHI HACTYMHHX TeM 3 Kypcy») mano 81 % mpuxunbHuKiB. 3anutanHs 4
(«Buxopucrannas Kahoot Mae mo3uTHBHUI BILUTMB HA MOTHBAIIIIO JIO BUBYCHHS JUCIUILTIHN))
Maino 79 9% BiAcOTKIB mnpuxuiabHUKIB. OTXe, SK BHAHO 3 OTPUMAHHX pE3yJbTaTIB,
BukopuctanHs Kahoot Mo3UTHBHO BITMBAE HA MOTHBALIIO CTYJCHTIB 710 BUBUCHHS IIPEIMETY.

Takox BapTO 3a3HAYMTH, 110 M7 yac podotu 3 Kahoot Mu BigmMidyaeMo BHIIUK PiBEHBb
3aJIy4eHOCT] CTYJIEHTIB O HaBYaJHHOTO MPOIIECY, MiABUIICHUN TyX 3I0POBOI KOHKYPEHIIi Ta
3HATTA TaK 3BaHUX TCHXOJOTIYHUX Oap’€piB — CIIOCTEPIra€ThCsl HEBUMYIIIEHA Ta MO3UTUBHA
armocdepa, 110, Ha Kallb, 3a3BUYAl HE € BIACTHBOIO JUISI OLTBIIIOCTI 3aHATH B ayJUTOPIi.

Cepen OCHOBHHMX HEAOJNIKIB, IO iX 3a3HaYal CTYACHTHU EKCIEPUMEHTAIbHOI Irpynu
o0 ImiarGopMu, MmO JOCTIDKYETHCA, € OOMEKEHUH Yac Ha NPUUHATTS pimeHHs — 30
CEKYyH/I, 1110 CTBOPIOE HETIOTPiOHE eMOLiHEe HAPY>KEHHS Ta MPU3BOIUTH J0 TOTO, 10 CTYACHT
NPUITYCKAEThCSI TIOMWIIKM HE 4Yepe3 HE3HaHHsS, a 4yepe3 HeyBaXHICTh Ta Opak yacy. Cepen
C1aOKUX CTOPIH 3a3HAYa)IM TAKOXK TEXHIYHI MOMEHTH, TaKl K HECTAOIbHUHN ITHTEPHET-CUTHAI,
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HEJIOCTATHS SICKPaBICTh MPOEKTOPY Ta (PAaKT TOTO, MO CTYACHT OakaB OM CHIITH OJFIKYE JI0
EKpaHy.

lToBopsiun Tpo TmepmMid IMyHKT, BBaKAEMO 3a JIOIUIbBHE BCTAHOBHUTH JIIMIT Ha
NPUAHATTS PINICHHS TPUBAIICTIO B OAHY XBWIHMHY. Lle mpusBene 10 30iIbIICHHS Yacy Ha
BUKOHAHHS 3aBJaHHS, OHAK CIPUATHME BiJICYTHOCTI CTpECy Ta HETaTUBHOTO CIPHIHSTTS
NPaKTUKW BUKOPHUCTAHHS PECYPCy B HABUAIBHOMY ITPOIIECI.

BucHOBKH Ta mepcneKTHBH MOJAJBIIUX AOCTiIKeHb. [licymMoByIoun pesynasraTtu
NPOBENICHOTO EKCIIEPUMEHTY, MOXXEMO CTBEepDKYBaTH, 10 BHUKopucTaHHs Kahoot €
€(eKTUBHOIO CTpPATETi€l0 HABYAHHS, IO TMO3UTUBHO BIUIMBAE€ SK HA DPIBEHb 3aCBOECHHS
HaBYAJIBPHOTO Marepiay, TaKk 1 Ha PiBeHb MOTHBAIIl O BUBYEHHS IUCIUIUTIHA. AHATIZYIOUH
OTpHMaHi pe3ylbTaTh Ta MPOLEC MPOBEICHHS EKCIEPUMEHTY, XOTLIOCS O HarojioCUTH, IO
BXJIMBOIO YMOBOIO BHKOpHCTaHHs Kahoot € HamaHHsS BUKJIaa4eM YITKUX IHCTPYKIIH s
poOOTH 3 pecypcoM, HasBHICTh Yy Tpymax CTYIACHTIB i3 NPHOIM3HO OJHAKOBUM pIBHEM
BOJIOMIHHS MOBOIO — Y TIPOTWICKHOMY BHIIQJKy, TIpa cTae TmepeadadyBaHOK Ta
CIIOCTEpIraeThCsl BTpaTa CHabIIMMM YYHAMHU iHTepecy Ta MotuBanii. Hanmexxna pobGora 3
pecypcoM Tmepeadadae HasSBHICTh BIAMOBIIHOI MaTepialbHO-TEXHIUYHOI 0a3W — HasBHICTH
MPOEKTOPY, IHTEPAKTUBHOI IOIIKHU Ta CTa0LIBHOTO [HTEpHET-3 € THAHHS € 00OB’ SI3KOBHM.

Takox BapTO 3a3HAYWTH, IO BIPOBAIKCHHS HOBITHIX Ta HU(PPOBUX TEXHOJIOTIH
HaBYaHHA € BHUMOTOIO0 4Yacy, SIKy Ha ChOTOJHI HE MOXKHa IrHOpyBaTH. Ha Hamry ayMmKky,
NEPCICKTHBHUMH HaIpsSIMaMH TMOAAIBIINAX JAO0CTIKEHb MOXKYTh OyTH BHKOPUCTAHHS PECYpCy
JUISL BiJIIIPALFOBaHHS HE JIMIIE JICKCHKH, a TaKOX 1 TpaMaTUKH 1HO3€MHOI MOBH, HaBHYOK
NMChMa.
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RATIONALE BEHIND USING KAHOOT IN FOREIGN LANGUAGE
CLASSES IN MODERN HIGHER EDUCATION INSTITUTIONS: EMPIRICAL
ASPECT

Methodology of language teaching has been in constant search for effective strategies,
approaches and tools to facilitate students’ progress in mastering a foreign language. Due to
digitalization in education and society, a huge focus is now placed on ICT as a powerful
instrument for boosting students™ skills and knowledge. The article aims to experimentally
verify the effectiveness of using Kahoot in ESP class for students majoring in Information
Technologies in academic settings. The objectives of the current research are twofold.
Primarily, the research is the attempt to measure and evaluate the influence of Kahoot on
students’ vocabulary comprehension as compared to traditional paper-based activities
(multiple choice tests, filling-in-the-gaps activities etc.). Secondly, our goal is to assess
students’ attitude to the technology and the effect it has on their motivation. To accomplish the
outlined objectives we have conducted a pedagogical experiment among 27 students based on
qualitative (a questionnaire, vocabulary tests) to gather data and quantitative methods
(Student’s t test, math proportions and equations) to process the obtained results and prove
their validity by excluding the possibility of all the findings being a random coincidence. All
the experiment participants consented to taking part in the research. Having carried out the
experiment, we indicated a difference of around 20 % in the performance given by the
experimental group in the vocabulary test as compared to the control group. Thus, we can
reach a conclusion that the introduction of Kahoot in the process of studying English at
university has proved to be effective and there is a rationale behind incorporation the studied
tool in the learning process on a regular basis. As for assessing the students’ motivation, the
questionnaire results have shown that the experimental group students give a positive
feedback on using Kahoot, pointing out a few aspects they spot to be problematic (narrow
time limit, screen brightness). However, all such drawbacks can be easily customized and
troubleshot. Possible areas that can be of interest for further reach can be using Kahoot for
other aspects of language learning (grammar, listening comprehension).

Keywords: Kahoot, vocabulary, motivation, effectiveness, ESP, academic settings
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