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BCTYII

BuBueHHst Oynb-sIKO1 1HO3€MHOT MOBHM BHMAara€ OJHOYAacCHOTO Ta IHTErPOBAHOTO
PO3BUTKY BCiX YOTHPHOX OCHOBHHUX MOBHUX HABHUYOK: YHTAHHS, MMCbMa, ay/iFOBAaHHS Ta
ropopiHHsa. KpiM Toro, BoHO BuMarae IpyHTOBHOI'O PO3YMIHHSA TIpamMaTHK{A Ta, WLIO
HaWBa)XJIWBIIIE, MIIHOI CIOBHUKOBOI 0Oa3m. Xoda aHIIIiichbKa SK IHO3EMHA MOBa €
00O0B'I3KOBOIO0 B 3arayibHiil cepeiHiil OCBITi, OCHOBHA MpoOiema Mojisrae He Jule y
CKJIAJTHOCTI MaTepially, a i y MIATPUMII 3aTy4€HOCT]I YUHIB Ta CTaJ0i MOTHBAIlI B yCIX
[IUX PI3HOMAHITHUX JIIHTBICTUYHUX KOMITETCHITISIX.

CydJacHE OCBITHE CEPEIOBHINE YAaCTO CTUKAETHCS 31 3HAYHUMHU TPYIHOIIAMH,
ocobnmBo B cepenHii mkomi. i mpoGremMu BKIIOYalOTh HU3BKUWA BHYTPIIIHIA 1HTEpeC
YUHIB, YSIBHY BiJICYTHICTb MPAKTHYHOTO 3aCTOCYBAHHS, TPUBOTY, ITOB'A3aHY 3 YCITIIITHICTIO,
Ta TIOBCIOAHY CKJIQJHICTh NMEPETBOPCHHS MAaCUBHUX 3HAaHb HAa aKTUBHY KOMYHIKAaTHBHY
KOMIIETEHI[It0.  TpaauIliiHi MeTOAW, SKI YacTO CHUPAIOThCS Ha  MEXaHIYHE
3amam'sTOBYBaHHs, MOBTOPIOBAHI BIPaBU Ta CTaHAAPTU30BaHE TECTYBaHHS, 4YacTO HE
NPUBEPTAIOTh yBaru Y4HiB, Kl € HOCISIMH IU(GPOBOrO MOBIICHHS, IO MPU3BOAUTH [0
BTPATH 3allIKaBJICHOCTI Ta MEPENIKOIKAa€ IHTEeHCUBHOMY PO3BUTKY KOMIUIEKCHUX MOBHHX
HaBUYOK.

Tomy BunTeNi MOCTIHHO IIYKAIOTh IHHOBAI[IMHI IT€/IaroT14Hi CTpaTerii, IKi MOXYTh
NEPETBOPUTH HABYAHHS B KJAacl 3 MAaCMBHOTO Ha AaKTUBHY, JUHAMIYHY Ta KOPUCHY
MOJIOPOXK, KA TUTHKH IIe OLIINE JOTIOMOXKE YUHSIM Y 3aCBO€H1 Marepiany. Tomy mif gac
JOCITIJDKSHHS €T TEMHU MM CITMPAJTMCS Ha TIpalli TAKMX BiJOMHUX BUKJIAadiB Ta BUCHUX, K
A. Kupnuenko, M. Uikcentmuxai, K. Xiatopi, FO. Xamapi, E. Jleci, P. Pasn, JIx. KoiBicTo
Ta 1HIII, K1 JOCIIDKYBAIX Pi3HI aCHEKTH Ii€i TEMH, Ta BHECIH 3HAYHUKM BHECOK Y ii
PO3BUTOK.

[eiimidikarriss — 3aCTOCYBaHHS ITPOBUX €JIEMEHTIB Ta MPUHITUIIIB (TaKUX SK Oainu,
3HAYKW, TaONWIll JIIEpiB Ta 3Marab) y HEITPOBUX KOHTEKCTaX - CTA€ TMOTYKHOIO
METOJIOJIOTIEI0 JJIs TOJOJIaHHS Ili€i CHCTeMHOI mporaiumHu B MotuBamii [6, ¢.85].
PecTpykTypusyroun mpoliec HaBYaHHA B CEpil0 JOCSHKHMX 3aBJIaHb Ta BHKIIHKIB,
reiMidikaiiss 3abe3nedye CTPYKTypOBaHYy OCHOBY [Jisl aKTHBIi3alil ydacTi Y4YHIB Ta
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MIPUCKOPEHHS JIIHIBICTUYHOTO 3aCBOEHHSI BCIX HAaBUYOK (IpamMaTHKa, CIOBHUKOBOTO
3amnacy, po3yMiHHSI IPOYUTAHOIO Ta BUIbHE ToBopiHHS). Llelt mepexin Biag mpocToi rpu 10
MPUIHATTS ITPOBOTO MUCJIEHHS Ma€ BUPIMIAJbHE 3HAYEHHS JUISl MOKPAIIEHHS OCBITHIX
PE3yIbTaTIiB y cepeHix mKomnax. Moro axmyanshicms 3yMOBIEHA 31aTHICTIO reiiMidikanii
0e3mocepe/IHbO 3aI0BOJIbHSATH BHYTPILIHI MOTUBALIMHI MOTPEOU y4HIB, MEPETBOPIOIOYU
MaCMBHE BUBYCHHS MOBH Ha JUHAMIYHUH, IIJIECIIPIMOBAHUN Ta CTPYKTYPOBAaHHM MPOIIEC,
10 OXOIUTIOE BC1 JIIHTBICTUYH1 HABUYKH.

AKTYaJIbHICTh HAIOI0 OCJHiI:KEHHS MiKPEeCTIEThCA TOTpe0o0 B
iHTeHcudikaiii HaB4aHHsA. OOMexeHa KUIbKICTh HaBUYaJbHUX TOJWH Ta HEOOXIJHICTh
IIBUJKOTO JIOCATHEHHS KOMYHIKATHBHOI KOMIIETCHI[II BHMararoTh CTpaTerii, sKi
MaKCUMaJIbHO 1HTEHCU(]IKYIOTh HAaBYAIBHUN TMpollec, MIABUIIYIOUYA YaCTOTY Ta SKICTh
NpakTUKKA 0e3 30UTbIICHHS] HaBYabHOTO Yacy. ['elimidikaiiis, 3 ii MUTTEBUM 3BOPOTHUM
3B'SI3KOM Ta LIUKJIAaMHU TTOBTOPEHHS, € 17I€aIbHUM THCTPYMEHTOM JUJIs 11i€1 1HTeHCUdiKaIli.
A TakoX B BHUpIIIEHHI MpoOJIeMU BHYTPIIIHBROI MOTHBaIlii, Ha ocHOBI Teopii
camoaetepminaii (Self-Determination Theory (SDT))[17, ¢.68], reiimidikariisi cTBOpIO€E
YMOBH Ui 33JJ0BOJICHHS 0a30BHX TMCHUXOJIOTIYHUX TOTPEO Y4YHIB y KOMIETEHTHOCTI,
aBTOHOMII Ta CTIIOPITHEHOCT!I.

Merta xBamidikaiiiHoi poOOTH — BCTAHOBUTH OCOOJMBOCTI CTpaTerid
reimiikamii g iHTeHcudikaiii 3araJbHOr0 BHUBYEHHS AHTJIIACHKOT MOBH YYHSMH Y
3aKjajax 3arajgbHOI CepeTHhOT OCBITH.

[TocTaBnena meta nepeadavyae BUKOHAHHS TaAKUX 3A80AHD .

- BHU3HAYMUTH TEOPETHYHI OCHOBU TeiMidikallii Ha ypoKax aHTIiiChKOI MOBH;

- PO3MEXKYBaTH BUKOPUCTAaHHS TMPOCTHX Irop Ta KOMIUIEKCHUX CTpaTerii

reitmidikarii Ha ypokax anriiicbkoi MoBu B 33CO;

- TIpOaHai3yBaTH BIUIMB OCHOBHUX €JIEMEHTIB reimidikaiii Ha MOTHBAIlIIO Ta

YCIIIIHICTh YYHIB Y YOTUPHOX OCHOBHUX MOBHUX HABUYKAX;

- JOCTHIAUTH CcydacHi 1udpoBi miaThopMu Ta OHJIAWH-IHCTPYMEHTH, SKi

e(heKTUBHO MIATPUMYIOTh TeiiMi(iKOBaH1 cepeoBUIla HABYAHHS MOBH;

- pO3pOOUTH METOJWYHI PEKOMEHJallll Ta MPaKTU4YHI1 BKa31BKU LIOAO0 YCHIINIHOT

iHTerpaii reiimidikaiiii Ha ypokax anriiiicekoi MmoBu B 33CO.



Ob'exkm Oocnidocennss — TeUMI(IKalis $SK CTpaTerisi NpoLecy BHBYEHHS
aHTIICHKOI MOBH y 3aKJIaJlax 3arajbHOI CepeIHbOI OCBITH.

llpeomem  Oocniddcennss —  TEOPETUKO-METOJOJIOTIYHI  Ta  MPaKTU4HI
XapaKTePUCTUKH redMi(i1KOBaHOIO HaBUaHHs aHriiiickkoi MoBu y 33CO.

Metoau AOCTIKEHHS :

Teopemuyni memoou:

- BUBYCHHJ Ta aHAJIi3 NIEJaroriqyHoi, MEeTOANYHOI Ta IICUXOJIOTYHO1 JIITepaTypH 3 MUTaHb
reimidikarii, MOTHBAIIIT Ta METOJIMKN BUKJIAJAHHS 1HO3EMHUX MOB JJIsi BU3HAYEHHS
TEOPETUYHUX OCHOB JOCIIPKCHHS.

- CHUHTE3, y3araJlbHCHHS, ACAYKIS Ta IHAYKIIS Ui (OPMYBaHHS KOMIUICKCHUX
BHCHOBKIB I110JI0 BILTUBY T'eiMiiKaI[IiHUX €JIEMEHTIB Ha JIIHT'BICTUYHE 3aCBOECHHS.

- kiacugikals Ta cucreMarusalis reimipikoBaHUX CTpATErii Ta HUPPOBUX TIATHOPM
3a TUIIOM PO3BUTKY MOBHUX HaBHUYOK.

Emnipuuni memoou:

- TIOPIBHSJIBHUH aHaJ3 ICHYIOYHMX IUGPOBUX IHCTPYMEHTIB JJIsl BUSIBICHHS IXHBOTO
noTteHiiany B miarpumii  npuHnuniB - redmidikamii  (Challenge, Feedback,
Progression).

- METOJl CIIOCTEPES)KCHHS 3a HaBYaJbHOIO JISUIBHICTIO YYHIB Yy TeiMidikoBaHOMY
CepeIOBUIIIL.

- TUJIOTHE MAOCIHIDKEHHsS (KBa3i-€eKCIIEPUMEHT): BUKOPHUCTAHHS METONY TECTYBaHHS
(TmomepeaHii Ta MiICYMKOBHIA 3pi31) Ta ONMUTYBaHHA (AHKETYBAaHHS YYHIB IIOJI0 PIBHS
MOTHBAIlli Ta 3aJOBOJICHOCTI HABYaHHSAM) [JI1 EMIIIPUYHOTO TATBEPKEHHS
e(eKTUBHOCT1 pO3pPOOJICHUX CTPATET 1.

Ilpaxmuune 3Hauenus O0ocniodcenHs — Marepianu 1i€i KBamidikamiitHoi poOoTH
MOXXYTh OyTH BHKOPHCTaHI ISl TTOAAIBIIOTO BUBYCHHS TeiMidikaiii Ta BUKOPUCTAHHS
CUCTEMHUH IHCTPYMEHT JJII PO3BUTKY IMTOBHOTO CIIEKTPY HABUYOK aHTIIHCHKOT MOBH YUHIB
y 3aKJIafiax 3arajibHO1 CEPeTHbOT OCBITH.

Anpobanisi: OCHOBHI MOJOXKEHHSI Ta PE3yJbTaTH MariCTepchbkoi podoTu Oynu

anpoOoBani Ha XIII Bceykpaincbkoi cTyaeHTchkoi IHTepHeT-kOoH(pepeHiii «MoBa y



MDKIUCHUILUTIHAPHOMY KOHTEKCTI Oe3rnepepBHOi ocBiTU» (M. Kam’sHens-Iloainbcbkuid,
2025 p.). 3a MaTepiagamMu TOCIHIIHKSHHsS omyOTikoBaHo Te3u:[24, ¢.110]

Cmpyxkmypa macicmepcbkoi pobomu:. poOOTa CKIANA€TbCS 31 BCTYMY, IBOX
PO3A1IiB, BUCHOBKIB 10 KOKHOTO PO3/LIY, 3araJIbHUX BUCHOBKIB, CIIUCKY BUKOPUCTAHUX

JpKepent. 3araibHUM 00CAT OCHOBHOTO TEKCTY CTAHOBUTH 91 CTOPIHKH.



BUCHOBKH

VYV miid kBamidikauidHiii poOOTI Oyno pO3MIIAHYTO Ta JOCIIIXKEHO CTpaTerii
reiimidikamnii s 1HTeHCU(IKaLli Mpolecy BUBYEHHS AHIIIMCHKOI MOBU SK 1HO3EMHOL
(EFL) y 3aranbHiil cepenniii ocBiTi. JocnimpkeHnHss Oysio CHIpsSMOBaHE HAa LEHTPAIbHY
npo0ieMy, 3 SIKOKO CTHUKA€ThCA CY4YacHE HaBYAHHS MOBaM: TPYAHOUIl y MIATPUMII
3aJTy4€HOCTI Ta MOTHUBAII] YUHIB Y BC1X YOTUPhOX OCHOBHUX HAaBUYKAX — YUTaHHI, MUCHMI,
ayJl1l0OBaHH1 Ta TOBOPIHHI — MOPS 3 OBOJOAIHHSIM IPAaMaTHUKOIO Ta CJIOBHUKOBUM 3a1acom,
0COOJIMBO cepel Y4YHIB, Kl € HOCIAMH IU(GPOBOI MOBU Ta HE 3aIy4€H1 J0 TPaAULIHHUX
METO/[1B MEXaHIYHOT'O HAaBYaHHS.

JocmipkeHHsT 3acBigyye ToW akT, mo redMidikailis, sKka BU3ZHAYAETHCSA 5K
IJIECTIPSIMOBAHE 3aCTOCYBaHHS €JIEMCHTIB ITPOBOTO JU3aiHY, TAKUX K Oaju, 3HAYKH Ta
tabmuil gigepiB (PBL), y HeirpoBUX KOHTEKCTax, € TEOPETUYHO OOTPYHTOBAHOK Ta
TICUXOJIOTTYHO TIATBEPKEHOI0 MeToo0JIoTier0. 1 edeKTUBHICTh IPYHTYETHCA Ha JIBOX
OCHOBHHUX TEOPIfX:

Teopis camoBuzHaueHHss (SDT): I'eiimidikoBanuii au3aitH Oe3mocepeHbO
HIATPUMYE BPOHKEHI MICUXOJIOTTYHI MOTPEOH YUHIB Yy KOMIIETEHTHOCTI, aBTOHOMHOCTI Ta
HOB'SI3aHOCTI, YCITIIHO CIPHUSAIOYN KPUTHYHOMY IIEPEXO0Y Bi 30BHIMIHBOT BIAMOBIIHOCTI
710 CTIMKO1 BHYTPIITHBOT MOTHBAIT].

Teopis moroky: MeTtomosoris 3abe3reuye CTpyKTypyBaHHS HaBYAIbHUX 3aBJIaHb
TaKUM YWHOM, MO0 MIATPUMYBATH ONTUMAJbHUN OallaHC MK PIBHEM HAaBUYOK y4YHS Ta
MOCTABJICHUM  3aBIaHHAM, THUM  CaMHUM  MAaKCHUMI3YIOUM  [UIECHPSIMOBaHY,
BHCOKOIHTEHCHBHY 3aJy4€HICTh Ta MOM'SIKITYIOYH TOIIMPEHi Oap'epu, Taki sSK TPUBOTa
nepe; BUKOHAHHSAM (CTpax MOMUJIKH).

Cnuparodynch Ha IIF0 OCHOBY, y po3aili 2 OyJo JOCHIIKEHO BUKOPHUCTAHHS
reiimidikariii 3 ppaxyBaHHSIM HABUYOK, a CaMe:

- IlpogykTuBHI HaBWUYKH (PO3MOBHE Ta MHUCHMOBE MOBIICHHS): BUKOpUCTaHHS TaKWX
CTpaTerii, sk MiIKpojeOaTH Ha OCHOBI PEUTHMHIOBUX TaOJUIlb Ta OaraTOpiBHEBI
CUCTEMU OTaHyBaHHS 3HAUYKiB. [[i METOM CTUMYITIOIOTH BUCOKOYACTOTHY MPAKTHUKY,
BUHArOPO/IKYIOTh BUMIPHI 3YCWJUISL 3aMICTh HETaHOTO BJIOCKOHAJICHHS Ta
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MEePETBOPIOIOTh CKJIQ/HI ITEpAaTUBHI 3aBJaHHA, TaKl SK pelaryBaHHs, Ha CHUIbHI,
MOMITHO MPOTPECUBHI BUKIUKH.

- PenienTuBH1 HaBuukM (UMTaHHS Ta ayniroBaHHs): Mertomomnoris 3Mmictuia (okyc 3
MACUBHOTO CIIOKMBAHHSA Ha aKTHBHY, BUCOKO IHTEHCHBHY 3aly4eHicTh. L[poro Oymno
JOCSTHYTO 3a JONMOMOTOI0 TaKUX CTpaTerii, SK aHoTallli Ha OCHOBI KBECTIB,
CEerMEHTOBAHI ay/alo3aBAaHHS Ta BUKOPUCTAHHS IHTEPAKTUBHUX IHCTPYMEHTIB IS
3a0e3MeYeHHs] HEeTraifHOTO, O00'€KTHBHOTO 3BOPOTHOTO 3B'A3Ky, IO 3abe3meduyBalio
CTIIIKY KOHIEHTPAILIIIO Ta MPUCKOPEHY MIBUAKICTH 00poOKH iHPOpMaIIii.

- CuctemHi HaBWYKHM (IpaMaTHKa Ta CIOBHHUKOBHUI 3amac): [IpoGiema moBTOpIOBaHO1
NpakTUKW OyJia BHUpIMIEHAa NUISXOM 1HTErpamii reimiikoBaHMX TEXHOJOTIN
(manpuknan, Duolingo, Quizlet Live) Ta BipTyaJlbHUX €KOHOMIK, /1€ TOCTIMHI 3yCHIIIISA
MUTTEBO BHHATrOPO/DKYIOTHCA. TakWid IMiaxiJg rapaHTye, IO 3amam'siTOByBaHHS
KOHTCKCTYaII3yEThCS, a 3HAHHSA HErallHO TIEPEBIPSIOTECS Y BUCOKOPIBHEBUX
NPUKJIAIHUX 3aBJAHHIX, TAKUX AK BIKTOpuWHU "buTBa 3 60coM", 110 MPU3BOAUTH /10
MOKpAILIEHH 3a1aM 'iTOBYBaHHS Ta aKTUBHOTO BIATBOPEHHS 1H(oOpMaIii.

Takoxx [OCBiT TPOXOIKEHHS BHPOOHMYOI TMENaroriyHOi MPaKTUKUA CTaB
MiATBEPHKEHHSAM €(PEeKTUBHOCTI METOIB reriMidikallii y BUKJIaJaHH1 aHTJIIHCHKOI MOBH.
[IpakTr4HE 3aCTOCYBaHHS MIATBEPIUIIO, IO reiMidiKoBaHI METOIHM 3HAYHO I1BUIYIOTh
3QJIy4eHICTh, MOTHBAIlII0 Ta 3alMaM'siTOBYBaHHS Marepiajy y4YHIB IIOPIBHSIHO 3
TPaIULIMHUMH TiAX0AaMHu. 30Kpema, IHTerpaiis HU(PPOBUX IHCTPYMEHTIB, TaKUX SK
Wordwall mjist KOHKYpEeHTHUX PO3MHHOK, IO TPYHTYIOThCS Ha moxBaii, Ta Quizlet mms
MIPUCKOPEHOTO 3aCBOEHHS CIOBHUKOBOTO 3aracy, MpoJAeMOHCTpYBaia Kpailli pe3yIbTaTu
y 3armaM'siITOByBaHH1 Ta 3aCTOCYBaHHI CJIiB, THM CAaMUM MiITBEP/KYIOUH TIOTE3Y PO POIIbh
TEXHOJIOTIH y po3yMiHHI. binpmie Toro, enxemMeHTH Teimidikamii Mg Yac YpOKYy,
BKIJTFOYAIOYH PEUTUHT M'IKUX HABUYOK (SIKUH BUKOPUCTOBYBAB KOHKYPEHIIIIO Ta CTATYC SIK
OCHOBHI MOTHBATOpH) Ta moganbiii nedatu «Buutens mpotu II» (cTpykTypoBaHi sk
«Buknuk 60ca» 3 BUKOPUCTAHHSIM POJBOBUX IFOp Ta 3aHYPEHHS B HApATHUB), YCITIIIHO
3MICTUIIM (POKYC YUHIB 3 TACUBHOTO CITyXaHHS HA aKTUBHY, BIIMOBIAANBHY AIsIbHICTE. Ha
3aBEpIICHHS, TPAKTUYHUM TOCB1JI MIITBEPIUB, 1110 TOOY0BA YPOKIB Y CTPYKTYPOBAHOMY,

KOHKYPEHTHOMY Ta HapaTUBHOMY CEPEOBHUILI MEPETBOPIOE IIUILOBY MOBY (aHIIIMCHKY)
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Ha HE3aMIHHUUM IHCTPYMEHT AJIA YCIIXY B «IP1», 3HAYHO MOKPAIYIOUU BUIbHE BOJIOAIHHS
MOBOI0, KpUTUYHE MHCJICHHS T4 aKTUBHE 3aCTOCYBaHHS aKaJeMIYHOrO MaTepialy.
[eitmidikamiss € CUCTEMHUM, HAYKOBO OOIPDYHTOBAHMM IHCTPYMEHTOM,
HEOOXIIHUM ISl TOJ0JIaHHS PO3PHMBY B MOTHBAIlll B CY4YacHIM cepedaHid OCBITI 3
aHTJINACBKOI K 1HO3eMHOi MOBHU. IlOCHIZOBHO 3aCTOCOBYIOYM OCHOBHI MPUHUMUIIA
«Buknuk», «3BopoTHH 3B'130K» Ta «IIporpecy, rerimidikariis 3ade3nedye OCHOBY IS
NEPETBOPEHHSI HABYAJIBHOIO MpOIECy Ha JUHAMIYHY, KOPUCHY Ta BHCOKOE(EKTHUBHY
NOJIOPOX, 3HAYHO MPUIIBUAIIYIOYM NUIAX YYHIB J0 BCEOIYHOI KOMYHIKaTMBHOI
KoMreTeHTHOCTI. KiHIleBe mpakTUyHE 3HAYCHHS TOJSATrae B CKIAJEHHI YITKOi, J1€BO1

OCHOBH IJIA HiI[BI/IH_IeHHSI BaﬂyquOCTi y‘IHiB, MOTI/IBaL[iI Ta 3araJiIbHOIro BOJIOI[iHHSI MOBOIO.
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