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²ÃÐÎÂ² ÏÐÈÉÎÌÈ ÔÎÐÌÓÂÀÍÍß ÀÍÃËÎÌÎÂÍÎ¯ ÔÎÍÅÒÈ×ÍÎ¯
ÊÎÌÏÅÒÅÍÖ²¯ Ó×Í²Â ÏÎ×ÀÒÊÎÂÎ¯ ØÊÎËÈ

Ñòàòòÿ ïðèñâÿ÷åíà ôîíåòè÷íèì ³ãðàì ÿê çàñîáó ôîðìóâàííÿ òà ðîçâèòêó

àíãëîìîâíî¿ ôîíåòè÷íî¿ êîìïåòåíö³¿ ó÷í³â ïî÷àòêîâî¿ øêîëè. Ïðîàíàë³çîâàíî

ïîíÿòòÿ ôîíåòè÷íî¿ êîìïåòåíö³¿, ¿¿ ñêëàäîâèõ, ïîäàíî êëàñèô³êàö³þ ôîíåòè÷íèõ

³ãîð òà ìåòîäèêó ðîáîòè ç íèìè.

Êëþ÷îâ³ ñëîâà: ôîíåòè÷íà êîìïåòåíö³ÿ, ãðà, ïðèãîëîñíèé, ãîëîñíèé, ñêëàä, íàãîëîñ.

Ó ñó÷àñí³é ìåòîäèö³ âèêëàäàííÿ ³íîçåìíèõ ìîâ çíà÷íà óâàãà ïðèä³ëÿºòüñÿ
ôîðìóâàííþ òà ðîçâèòêó ôîíåòè÷íî¿ êîìïåòåíö³¿, àäæå  íàÿâí³ñòü ñò³éêèõ ñëóõî-
âèìîâíèõ òà ðèòì³êî-³íòîíàö³éíèõ íàâè÷îê º çàïîðóêîþ óñï³øíîãî îâîëîä³ííÿ
³íøîìîâíèì ñï³ëêóâàííÿì.

Ôîíåòè÷íà (ôîíîëîã³÷íà) êîìïåòåíö³ÿ � öå çäàòí³ñòü ñïðèéìàòè é â³äòâîðþâàòè
çâóêîâ³ îäèíèö³ ìîâè ó ïåâíîìó êîíòåêñò³ ç âèêîðèñòàííÿì â³äïîâ³äíîãî íàãîëîñó,
ðèòìó òà ³íòîíàö³¿. Îñíîâè ôîðìóâàííÿ ôîíåòè÷íî¿ êîìïåòåíö³¿ ó÷í³â çàêëàäàþòüñÿ
íà ïî÷àòêîâîìó ñòóïåí³ íàâ÷àííÿ çàãàëüíîîñâ³òíüî¿ øêîëè ç ïîäàëüøèì
óäîñêîíàëåííÿì íà ñåðåäíüîìó òà ñòàðøîìó ñòóïåíÿõ [1].

Ôîíåòè÷íà êîìïåòåíö³ÿ ó÷í³â ïî÷àòêîâî¿ øêîëè ïåðåäáà÷àº çàñâîºííÿ íåîáõ³äíîãî
ì³í³ìóìó çíàíü ïðî âèìîâó îêðåìèõ çâóê³â ³ çâóêîñïîëó÷åíü, íàãîëîñ (ñëîâåñíèé,
ôðàçîâèé) òà ïîä³ë ðå÷åíü íà ñìèñëîâ³ ãðóïè (ñèíòàãìè). Ä³òè ïîâèíí³ çíàòè âñ³
áóêâè àíãë³éñüêîãî àëôàâ³òó, áóêâîñïîëó÷åííÿ (th, ch, sh, ck, hg, wh, ar, ir, er, ee, ea,
oo, ear), âì³òè ¿õ ïèñàòè íàï³âäðóêîâàíèì øðèôòîì, à òàêîæ äîòðèìóâàòèñÿ îñíîâíèõ
ïðàâèë îðôîãðàô³¿ é ÷èòàííÿ.

Íà ïî÷àòêîâîìó åòàï³ â÷èòåëü ñïðÿìîâóº îñíîâíó óâàãó íà íàâ÷àííÿ ìîëîäøèõ
øêîëÿð³â àäåêâàòíî âèìîâëÿòè é ðîçð³çíÿòè íà ñëóõ óñ³ çâóêè àíãë³éñüêî¿ ìîâè;
çáåð³ãàòè äîâãîòó é êîðîòê³ñòü ãîëîñíèõ, äçâ³íê³ñòü ê³íöåâèõ äçâ³íêèõ ïðèãîëîñíèõ;
óíèêàòè ïîì�ÿêøåííÿ ïðèãîëîñíèõ ïåðåä ãîëîñíèìè; äîòðèìóâàòèñÿ ñëîâåñíîãî òà
ôðàçîâîãî íàãîëîñó, à òàêîæ ïîä³ëó ðå÷åííÿ íà ñèíòàãìè; âîëîä³òè ³íòîíàö³ºþ
ñòâåðäæóâàëüíèõ, ïèòàëüíèõ (çàãàëüíèõ, àëüòåðíàòèâíèõ, ñïåö³àëüíèõ),
ñïîíóêàëüíèõ ðå÷åíü, ðå÷åíü ³ç îäíîð³äíèìè ÷ëåíàìè. Êð³ì òîãî, ³ç ïåðøèõ óðîê³â
ä³òè â÷àòüñÿ êîðèñòóâàòèñÿ òðàíñêðèïö³ºþ [2, ñ. 49-50].

Îñê³ëüêè ïðîâ³äíèì âèäîì ä³ÿëüíîñò³ ìîëîäøèõ øêîëÿð³â º ãðà,  åôåêòèâíèì çàñîáîì
ôîðìóâàííÿ ôîíåòè÷íî¿ êîìïåòåíö³¿ ó øêîë³ ² ñòóïåíÿ âèñòóïàþòü ôîíåòè÷í³ ³ãðè.

Îñîáëèâîñò³ íàâ÷àííÿ âèìîâè òà âèêîðèñòàííÿ ôîíåòè÷íèõ ³ãîð ó ïî÷àòêîâ³é
øêîë³ âèñâ³òëåí³ ó ïðàöÿõ â³ò÷èçíÿíèõ ³ çàðóá³æíèõ ìåòîäèñò³â  Â.Â. Áóæèíñüêîãî,
Ë.Â. Êàë³í³íî¿, Î.É. Íåãíåâèöüêî¿, Ñ.Þ. Í³êîëàºâî¿, Ã.Â. Ðîãîâî¿, Ñ.Â. Ðîìàí,
B. Bowler, M. Hancock, S.A. Vernon.

Ñë³ä çàçíà÷èòè, ùî ³ãðîâ³ ïðèéîìè ôîðìóâàííÿ òà ðîçâèòêó àíãëîìîâíî¿
ôîíåòè÷íî¿ êîìïåòåíö³¿ ó÷í³â ïî÷àòêîâî¿ øêîëè ùå çàëèøàþòüñÿ íåäîñòàòíüî
äîñë³äæåíèìè, ùî çóìîâëþº àêòóàëüí³ñòü îáðàíî¿ òåìè.

Ìåòà ñòàòò³ � çä³éñíèòè êëàñèô³êàö³þ ôîíåòè÷íèõ ³ãîð äëÿ ìîëîäøèõ øêîëÿð³â
òà îïèñàòè ìåòîäèêó ðîáîòè ç íèìè.

Îñê³ëüêè â ìåòîäè÷í³é ë³òåðàòóð³ ÷³òêî íå âèçíà÷åí³ êðèòåð³¿ âèîêðåìëåííÿ ãðóï
ôîíåòè÷íèõ ³ãîð, ïðîïîíóºìî ïîä³ëèòè ¿õ â³äïîâ³äíî äî ð³âí³â çàñâîºííÿ ôîíåòè÷íîãî
ìàòåð³àëó:
1) àíãë³éñüêèõ çâóê³â;
2) ñêëàäîïîä³ëó òà íàãîëîøåííÿ ñë³â;
3) ³íòîíàö³¿.
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Äî ² ãðóïè íàëåæàòü ðåöåïòèâí³ òà ðåïðîäóêòèâí³ ³ãðè íà ðîçâèòîê ôîíåìàòè÷íîãî
ñëóõó, âïðàâëÿííÿ ó âèìîâ³ àíãë³éñüêèõ çâóê³â, çàñâîºííÿ çâóêî-áóêâåííèõ
â³äïîâ³äíîñòåé ³ òðàíñêðèïö³¿.

Hidden Names

Point: identifying the common sound in a group of words.
Game type: a look and find puzzle for students working individually (or in pairs).
Preparation: make a copy of the puzzle for each member of the class.
Presentation

1. Write the following words in a vertical column on the board and ask the class to
identify what sound they all have in common: eight, rain, face, plate.

2. Elicit that the sound in common is the vowel sound /e³/.
3. Try this exercise again with the following words: races, lose, crazy, rise.
4. Elicit that the sound in common is the consonant /z/.

Conducting the game

1. Give each student a puzzle. Explain that the names of the four members of the
family in the pictures are hidden in the columns of words beside them.

2. To find the names, it is necessary to find the common sound that all the words in each
column contain, then put these sounds together to make the name. If students are
familiar with the phonetic script, it will be useful for noting down the common sound
below each column. Otherwise, they will have to note it by underlining it in the words.

3. If necessary, work through the first name together as a class.
4. The game could be made easier by providing a �menu� of possible names for the

characters, such as: Susan, Michael, Jenny, Sarah, Martin, Charles, Tony, Jean,
Mark, Julian, Sheila, Sally, David, Matthew, Shirley, Joan, Jane.

Ludo

Point: vowels followed by a written r.
Game type: a racing game with dice and board for three or four players.
Preparation: make a copy of the board and provide a dice for each group of three or

four students in the class. Provide a counter for each student.
Presentation

1. Write the following words on the board: head, spot, had, bee, pea, late. Ask students
to add the letter r after a vowel in each of these words to make another word. Write
the words on the board: heard, sport, hard, beer, pear, later. These words illustrate
the six vowel sounds which tend to result when a vowel is followed by the letter r.
Write the following table on the board to illustrate the six vowel sounds that result

when the letter r follows a vowel.

Conducting the game

1. Divide the class into groups of three or four and give each group a board, a dice and
counters.

2. Explain that the numbers on the dice correspond to the six sounds along the top of
the table on the board.

3. Explain the rules and/or give out the rules sheets.
Rules

1. Place your counters on the starting position (the outer triangles marked A, B, C and
D). The object of the game is to go around the board to the finishing position (the
inner triangles marked A, B, C and D). The first player to do this is the winner.
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2. Go around the board in the direction shown by the arrow in your starting triangle
and do not cross any thick lines.

3. Take turns to throw the dice and move. To move, check the dice next to the board to
find out which sound is indicated by the number on the dice. Then move around the
board to the first word containing that sound. If the other players agree that you
have moved your counter to a word which does not contain the sound that you are
looking for, put your counter back where it was and miss a turn.

4. When there are no more words on the board which contain the sound that you are
looking for, move directly to the finishing position.

5. If another player lands on the square where your counter is, miss a turn.
Simple Sound Maze

Point: individual sound /i:/.
Game type: a path-finding puzzle for students working individually (or in pairs).
Preparation: make a copy of the maze for each member of the class.
Conducting the game

1. Give each student a maze.
2. Explain that the object of the game is to find a path from the entrance in the top left

side of the maze to the exit in the bottom right.
3. Point out the phonetic symbol and example word above the maze and explain that in

the game, you can only cross a square if it contains a word with that sound.
4. You can move from one square to the next horizontally or vertically, but not diago-

nally.
5. When students have finished, check the route together.
6. If your students are familiar with phonetic script, ask them to transcribe the words

in the correct path, perhaps for homework.
Battleships

Point: sounds and phonetic symbols.
Game type: a guessing game for two players.
Preparation: make a copy of the map for each member of the class.
Conducting the game

1. Give each student a map. Model the pronunciation of the words around the side of
the map.

2. Divide the class into pairs.
3. Explain and/or give out the rules.
4. Players who finish quickly can be asked to try and write the words in each of the sea

squares on the map.
Rules

1. Draw two ships on your map making sure that nobody sees where you have put your
ships. You may put your ships inside any square where there is sea (white on the
map). Your ships must not cross a line into another square.

2. Work in pairs. The object of the game is to guess where the other player has put the
ships and bomb them.

3. To do this, decide which square to bomb and make a word out of the sound at the
side of the map. For example, if the square you want to bomb is in the column with
the sound /t/ and the row /i:/, say tea.

4. If the square that you bomb contains a ship, the other layer must say hit. If the square
that you bomb is next to a square with a ship in it, the other player must say near.

5. Players take turns to bomb each other�s ships and the first person to hip both of the
player�s ships is the winner.

6. A player whose ship is being bombed may challenge the other player to spell the
word that he or she is saying; if the other player is unable to spell the word, he or
she misses a turn.



170 Çá³ðíèê íàóêîâèõ ïðàöü. Âèïóñê 7

Ôîíåòè÷í³ ³ãðè ²² ãðóïè çàáåçïå÷óþòü çàñâîºííÿ ó÷íÿìè îñíîâíèõ ïðàâèë
ñêëàäîïîä³ëó òà íàãîëîøåííÿ àíãë³éñüêèõ ñë³â.

Making Tracks

Point: counting syllables.
Game type: a dice and board blocking game for two players.
Preparation: make a copy of the board and provide a dice for each pair of students

in the class.
Presentation

1. Write the following words on the board: train, blouse, eight, coat. Point out that
although these words all contain more than one written vowel, they only contain one
vowel sound. There are therefore one-syllable words.

2. Write the following words on the blackboard: sunny, about, later, started. Elicit
that these words all contain two vowel sounds and therefore two syllables.

3. Write some three-syllable words from your course on the board. Elicit that these
words all contain three vowel sounds and therefore three syllables. Then rub out all
the words from the board. Call out the words in random order. Ask students to
identify how many syllables each word contains.

4. Write a few words from the game on the board. Ask students to say how many
syllables each word contains.

Conducting the game

1. Divide the class into pairs and give each pair a board and a dice.
2. Explain and/or give out the rules.
3. When the students have finished, quickly read out the words in the grid and ask

students to say how many syllables each word has.

Rules

1. Play this game in pairs. To win the game, you must get more points than the other
player.

2. To win points, you must make a �track�. A track is straight line of four or more
squares. The track can be horizontal, vertical or diagonal.

3. To make a track, you must win squares which are next to each other. You can win a
square by throwing the dice. If the dice shows 1 or 4, you can win any square with
a one-syllable word in it. If the dice shows 2 or 5, you can win any square with a two-
syllable word in it. If the dice shows 3 or 6, you can win any square with a three-
syllable word in it.

4. Players take turns to throw the dice and win the squares. When you win a square,
draw your symbol X and the other player can use the symbol O.

5. When all the squares are full, count your points; four points for every track of four
squares, five points for every track of five squares and six points for every track of
six squares.

Stress Snap

Point: stress patterns in simple nouns.
Game type: a matching game with cards for two players.
Preparation: copy and cut out a set of cards for each pair of students in the class.
Presentation

1. Write the following words with their stress patterns on the board: right, question,
mistake, salary, pollution.

2. Ask students to suggest other words with the same stress patterns; write these
words on the board under the appropriate stress pattern.

3. Read out some of the words from the game and ask students which stress pattern
they correspond to.
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Conducting the game

1. Divide the class into pairs and give each pair a pack of cards.
2. Explain and/or give out the rules.

Rules

1. The aim of the game is to win more cards than your partner.
2. Divide the cards equally between you. Keep the cards face down in a pile.
3. Take turns to turn the cards face up in a pile on the table, making sure that the

player cannot see the card before the others.
4. If you notice that the stress pattern of the word on a card is the same as the word on

the card before, you can win all the cards in the pile. To do this, put your hand on
the pile quickly and say Snap!

5. After you have won the pile, put the cards to one side and begin again taking turns
to put cards on the table. Shuffle and deal the cards on the table again when you no
longer have any cards in your hands.

6. The player with the most cards when all the cards have been paired off is the winner.
Äî ²²² ãðóïè íàëåæàòü ôîíåòè÷í³ ³ãðè, ÿê³ ôîðìóþòü ðåöåïòèâí³ («³íòîíàö³éíèé

ñëóõ») òà ïðîäóêòèâí³ ³íòîíàö³éí³ íàâè÷êè.

Don�t Tell Me

Point: intonation for shared and new information.
Game type: a guessing game for two players.
Preparation: copy and cut out a set of cards for each pair of students in the class.
Presentation

1. Write the following dialogue on the board:
A Do you know John?
B Yes.
A Well, do you now the street where he lives?
B Yes.
A Well, do you know that big house at the end?
B Yes.
A Do you remember it was for sale?
B Yes.
A And I said I was thinking of buying it?
B Yes.
A Well, I have.
B Oh, how fantastic!

2. Concentrate first on Yes. Model saying it with a falling intonation and then with a
fall-rise intonation and ask students to mimic you.

3. Focus on the exclamation Oh, how fantastic!
4. Now read through the whole dialogue with the class. Take part A yourself.
5. Ask the students to read part A and the rest of the class to read part B.

Conducting the game

1. Divide the class into pairs and give each pair a pack of cards. Make one group of
three if there is an odd number of students in the class. Ask these students to take
turns reading and responding.

2. Explain the rules.

Rules

1. The object of the game is to win as many cards as possible.
2. Play the game in pairs. Take turns to be speaker and listener.
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3. The speaker takes a card from the pack and reads the questions.
4. The listener should respond Yes after each question.
5. If the listener can guess the end of the speaker�s story after the speaker has made

six statements, he or she can say Don�t tell me � and give the end of the story. If it
is correct, the listener wins the card. If it is incorrect, the speaker reads the end of
the story from the card.

6. If the speaker reads the end of the story, he or she wins the card. At the end of the
story, the listener must make an appropriate exclamation such as How terrible! or
How wonderful!
Îòæå, ôîíåòè÷í³ ³ãðè íà óðîêàõ àíãë³éñüêî¿ ìîâè â ïî÷àòêîâ³é øêîë³ º åôåêòèâíèì

çàñîáîì ôîðìóâàííÿ àíãëîìîâíî¿ ôîíåòè÷íî¿ êîìïåòåíö³¿ ó÷í³â. Âîíè äîïîìàãàþòü
øêîëÿðàì îâîëîä³òè çâóêàìè ³ çâóêîñïîëó÷åííÿìè, íàãîëîñîì òà îñíîâíèìè
³íòîíàö³éíèìè ìîäåëÿìè ³íîçåìíî¿ ìîâè â³äïîâ³äíî äî ¿õí³õ â³êîâèõ îñîáëèâîñòåé.
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Îðºõîâà Ë.².

Ë²ÍÃÂÎÄÈÄÀÊÒÈ×ÍÀ ÑÏÀÄÙÈÍÀ ²ÂÀÍÀ ÎÃ²ªÍÊÀ

Ó ñòàòò³ äîâåäåíî, ùî íàóêîâèé äîðîáîê ó÷åíîãî íàäçâè÷àéíî áàãàòèé ³ ðîçìà¿òèé,

ïðàêòè÷íî íåìàº òàêî¿ ëàíêè ìîâîçíàâ÷î¿ íàóêè, ùî íå áóëà á îõîïëåíà éîãî

äîñë³äæåííÿìè. Âåëèêèé ïåäàãîã³÷íèé äîñâ³ä ó÷åíîãî, ïðàêòèêà ðîáîòè íà âñ³õ ð³âíÿõ

îñâ³òè (â³ä ïî÷àòêîâî¿ äî âèùî¿) ñïðèÿëè ôîðìóâàííþ ë³íãâîäèäàêòè÷íèõ ïîãëÿä³â

²âàíà Îã³ºíêà.

Êëþ÷îâ³ ñëîâà: ë³íãâ³ñòè÷í³ ñòóä³¿, ð³äíà ìîâà, ñëîâ�ÿíñüêà àçáóêà, ³ñòîðè÷íà

ãðàìàòèêà, ñëîâ�ÿíèñòèêà, ïîåòèêà, ìîâëåííºâà ä³ÿëüí³ñòü, óêðà¿íñüêèé ïðàâîïèñ.

Ðåôîðìóâàííÿ ñèñòåìè îñâ³òè, ÿê öå âèçíà÷åíî â Íàö³îíàëüí³é äîêòðèí³ ðîçâèòêó
îñâ³òè Óêðà¿íè ó ÕÕ² ñòîë³òò³, ñïðÿìîâóºòüñÿ íà â³äðîäæåííÿ íàö³îíàëüíî¿ ñèñòåìè
âèõîâàííÿ, øèðîêå âèêîðèñòàííÿ íàðîäíî¿ ïåäàãîã³êè ³ êóëüòóðè, íàäáàíü
íàö³îíàëüíîãî ïåäàãîã³÷íîãî äîñâ³äó. Óñï³øíîìó ðîçâ�ÿçàííþ îçíà÷åíèõ çàâäàíü
ñïðèÿòèìå âèâ÷åííÿ ³ âïðîâàäæåííÿ ó ïðàêòèêó ïåäàãîã³÷íî¿ ðîáîòè
ë³íãâîäèäàêòè÷íèõ ³äåé óêðà¿íñüêèõ ó÷åíèõ ìèíóâøèíè, çîêðåìà âèäàòíîãî â÷åíîãî-
ìîâîçíàâöÿ, êóëüòóðîëîãà, ðåäàêòîðà ³ ïåðåêëàäà÷à, ãðîìàäñüêîãî òà äåðæàâíîãî
ä³ÿ÷à ²âàíà ²âàíîâè÷à Îã³ºíêà. Íàóêîâèé äîðîáîê ó÷åíîãî íàäçâè÷àéíî áàãàòèé ³
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