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OpraHisayinHuii KomiTeT

BYJIATOBA OneHa, [OKTOpP €KOHOMIYHWX Hayk, npodecop,
nepwuin npopektop MY, ronosa oprkomitery.

TPU®OHOBA TaHHa, KaHaMAAT iNoNoriYHMX Hayk, [AOLIEHT,
AekaH ¢dakynbTeTy iHO3eMHUX MOB M[Y, 3acTynmHWK rofnoBw
OprKkomiTeTy

NEAYEHKO OneHa, KaHAMAAT QinoaoriyHmMx Hayk, 3aBigyBau
kadenpu npuknagHoi dinonorii MAY, cnisronosa pobouoi rpynu
OPrKOMITETY.

BECEJIOBA Hatanis, npodecop kadenpy cyyacHWX MoB Ta
nitepatyp OTTaBCbKOro yHiBepcuTeTy (KaHapa), YieH OprkoMiTerty.

BNIALLUKIB OkcaHa, [AokTop ¢inonoriunmnx Hayk, npodecop
MpUpOaHMYO-TYMAHITApHOTO yHiBepcuTeTy y Cemibue (Monblua),
u/leH OPrKOMITETY.

FTOPOJHIOK Hatanis, goktop dinonoriynnx Hayk, npodecop
kadenpu aHrnicbkoi Ginonorii MAY, uneH oprkomiteTy.

MUPNIK Hatanis, kaHaupat ¢inonoriyHmx HayK, [OLEHT, B.O.
3aBifyBa4ya Kkadenpn pOMaHO-TepMaHcbkoi ¢inonorii MY, uneH
OPrKOMITETY.

JIABELLbKA tOnis, KaHauaat inonoriyHMx Hayk, [OLLEHT,
3asigyBay kadeapw rpeubkoi dinonorii MY, uneH oprkomirety.

bOAMK Ocran, kaHampat ¢inonorqumx HayK, [OLEHT,
3asinyBay kadeapw aHrnincokoi dinonorii MY, uneH oprkomitery.

FTAMAYK Henni, kaHgmpar dinonoriuHnx  Hayk, [LOUeHT
kadenpy npuknagHoi dinonorii MY, unex oprkomitery.

MOKJIAL Taicin, crapwwin Buknagay kadeapu pomaHo-
repmaHcbkoi dinonorii MY, 4neH oprkomitery.
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UMCE/IbHICTb  Lb020 HAPOGY,  MACOBi penpecii Ta KATYBAHHA M0
BIGHOLIEHHIO go  2pekiB Hagaszoss Oyan 2eHoumgom. Ta 3aBgsku
TOR0YACHAM MUTLAM C/10Bd, CbO20GHI MU MAEMO KY/IbTYPHY CraguimHy
Ta 36epexeHy MOBY, IKA CBOIMM BUTOKAMM C2d€ GABHUHM. BeamnyesHnii
BHECOK y MpoLiecu CTAHOB/IHHS TA PO3BUTKY PYMENCbKOI J1iTepatypy

3pobunepeknag. Came BiH CTAB MigfpyHTAM g/l CTBOPEHHS pyMesicbKol

NiTepatypHoi MoBu.
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Maksym Stopin,

senior teacher, English philology department,
Mariupol State University, Kyiv,

Ukraine

LINGUISTIC AND CROSS-CULTURAL ASPECTS
OF BEHAVIOUR MODELS OF STUDENTS IN UKRAINE AND
ITALY
IN TERMS OF GAMIFICATION.

ABSTRACT: This article deals with the importance of gamification
in the educational sphere of Ukraine and describes the experience of
using the game "World of Communities” as an effective tool for building
contacts and analysing and adjusting behavioural models among
students.
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The research results showed successful application of the game
for increasing social activity of students and developing teamwork skills.
A comparative study of linguistic and cultural behaviour models of
students in Ukraine and Italy after using the game was also conducted,
showing differences in approaches to higher education and community
integration. The game " World of Communities " has proven to be an
effective tool for building contacts and for analysing and adjusting
behavioural models when used systematically.

Keywords: gamification, educational sphere, cultural behaviour
models, linguistic behaviour models.

In the modern educational sphere of Ukraine, gamification is
becoming an important methodology for research, education of students
and adults, improving the wurban environment, and organizing
interactions between various subjects of civil society [1]. The game is a
system in which players are involved in resolving artificial conflicts,
determined by rules and expressed in quantitative results. Gamification
differs from other gaming formats because the participants are oriented
towards the goal of their real activity, rather than the game itself. Game
elements are integrated into real situations to motivate specific forms of
behavior in given conditions [2].

A good game satisfies the needs of participants for autonomy,
competence, and recognition. An outstanding example of such a game is
the unique Ukrainian cooperative board strategy for leaders and change
managers in the genre of a social simulator "World of Communities,"
which was developed by a team led by Mykhailo Voytovych and Taras
Tymchuk.

This game appeared at the Mariupol State University after the
participation of the faculty of foreign languages team in the Summer
Youth Acceleration Programme. The programme was part of the project
"Youth cluster in the community: a gamified acceleration program for
involvement of youth in the life of their community," implemented by the
non-governmental organisation "Institute of Political and Information
Research,” within the UN Programme for Recovery and Peacebuilding
with financial support from the European Union. During an intensive
course, teachers and students of the faculty of foreign languages had
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the opportunity to take an educational course using the game "World of
Communities. Accelerator - III" as an educational tool, completed a
series of training programs on the educational information platform
https://woc.org.ua/, and had the opportunity to implement this
development in the educational space of MSU [3].

Considering the possibilities of gamification, it is necessary to note
that this methodology allows testing new behavioural models and
drawing certain conclusions not only after the end of the game and
debriefing but also directly during the gaming process.

The game "World of Communities” was initially used as part of the
SYAP project (Summer Youth Acceleration Program), but later it was
successfully applied as a team-building tool in the process of renewing
the student council of faculty of foreign languages. This attempt turned
out to be so successful that shortly thereafter, there was an open
selection for conducting games due to a large number of interested
participants. The game allowed to increase the level of social activity
among students, develop teamwork skills, and became an effective tool
for analysing and adjusting behavioural models [3].

Later, the game was adapted for use at the University of Messina
in Italy, where a study was conducted on students' reaction to the game.
The results showed that the game is an effective tool for analysing and
adjusting behavioural models, as well as for building contacts among
participants.

A comparative study of behaviour models of students in Ukraine
and Italy after implementing the game was also conducted. It showed
that the Italian higher education system is less formalized, and Ukrainian
students are more inclined to "break" the system, while Italian students
adapt to it. It was also stated that Italian students are more eager to
integrate into the community, while Ukrainian students choose
community development in perspective.

Thus, the game "World of Communities” has proven to be an
effective tool for building contacts and for analysing and adjusting
behavioural models when is used systematically.
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[anvin rnebos,

cTyaeHt OC Marictp,

On «CepepHs ocBiTa. AHMIiIiCbka MoBa Ta 3apybixHa niTepatypa»,
MapiynonbCbKuii aepxxaBHUi yHiBepcnTeT y KMeBi, YKpaiHa

IHTEPAKTUBHI METOAU HABYAHHA HA YPOKAX
AHIIACLKOT MOBU B OCHOBHIN LIKOJII

INTERACTIVE TEACHING METHODS AT ENGLISH LESSONS IN
PRIMARY SCHOOLS. The article examines the use of interactive methods
and techniques in teaching English to primary school students. The
essence and specific features of interactive learning in teaching foreign
languages are analysed, interesting and effective teaching methods and
techniques are considered that increase interest in learning a foreign
language through the influence of the group on the learning process and
the assimilation of interaction experience by each group member.

Keywords: interactive learning, methods, motivation, English
lesson, primary school.

KntoyoBi cnoBa: iHTepakTMBHe HABYAHHS, MeTogu, MOTMBALS,
YPOK QH2AINCbKOI MOBM, OCHOBHA LUKOA.

3aBOAHHA  WKINbHOI OCBITM B YKpaiHi, WO ChNpaMoBaHi Ha
ryMaHi3aLlito Ta AemMOoKpaTH3aLilo BCbOro HaBYa/IbHOIO NPOLIECY B LWKOA,
BM3HAYAIOTb HOBI NPIOPUTETN HABYAHHS | BUXOBAHHSI, NOTPebyI0Tb
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