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AHHOTAIMSA: Cmamus nocesaueHa Uccne008aHuIo aghghexmusnocmu
eeumuguyuposannvix  yugposvix naamgopm Kahoot, Quizlet u LearningApps &
Gdopmuposanuu peyenmusHviX (8ocnpusmue, Y3HABAHUE) U NPOOYKMUBHBIX (AKMUBHOE
UCNONIb308aHUe) NeKCUYECKUX HABLIKO8 V yuawuxcsa cpedneu wkoavl Nell(. Llenv pabomol
— YCNMAaHoeUm», cnoco6cm8yem Jau cucmemamuieckoe npumeHenHue ucpoesvlx Mu¢p06blx
UHCMpPYMeEeHmoes pocmy Cl0o6dpHOocO 3anaca U NOBblULEHUIO yll€5H011 momueayuu
wKonbHUKo8 5—9 knaccos. B uccneoosanuu ucnonwvzosanvl ouacHocmuyeckue mecmdl,
aHKemupoearue, neoazoz2uveckoe HaobI0OeHue u cpaeHumerbezd anaiuz npocpecca.
Pe3yﬂbmambz nokasajiu, 4mo ucnojib306aHue mzamqbopjw yeeauduino 00béM aKmMuUeHO20
cnosaps Ha 27—-35 %, yayuuuno ckopocms y3Haeanus cios Ha 22 %, a yuebHas Momueayus
noe6bICUIACHb no 6Ceém napamempam. HpakmuquKaﬂ SHA4YUMOCmb uccne0o8amusl
3aKn04aemcs 8 paspabomke mMooeiu uHmezpayuu 2eUMuUpuyupos8aHHbiX pecypcos 8 ypoKu
AHSIUNICKO20 A3bIKA.

KaroueBble cioBa: ceumugpurayus, Kahoot, Quizlet, LearningApps, rexcuueckuti
3anac, momueayusi, uugbpoeaﬂ neoazocuxa.

Abstract: This study examines the effectiveness of gamified digital platforms Kahoot,
Quizlet, and LearningApps in developing receptive (recognition, comprehension) and
productive (active use) vocabulary skills among students of Secondary School No. 110. The
aim of the research is to determine whether systematic integration of gamified tools
enhances vocabulary acquisition and learning motivation among 5th-9th grade learners.
The methodology includes diagnostic vocabulary tests, surveys, pedagogical observations,
and comparative progress analysis. The findings demonstrate that the use of these platforms
increased students’ active vocabulary by 27-35%, improved word recognition speed by
22%, and significantly enhanced learning motivation. The practical value lies in proposing
an effective model for integrating gamified EdTech tools into English language teaching.

Keywords: gamification, Kahoot, Quizlet, LearningApps, vocabulary development,
motivation, digital learning.
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BBEJEHUE (INTRODUCTION)

Pa3Butne neKCHMYECKMX HABBIKOB SBIISIETCS KIIIOUYEBBIM KOMIIOHEHTOM OCBOCHMS
aHTJIMICKOTO s3blka B cpenHei mkojie. COBpEeMEHHbIE YUYEHHKH O00JIaJal0T BBICOKOU
u(ppPOBON KyJIbTYpOH, MOAITOMY BHEIPEHUE WUIPOBBIX IUGPOBBIX IMIATPOPM CTaHOBUTCS
3¢ (HEeKTUBHBIM UHCTPYMEHTOM MOBBIIIEHUS MOTHUBAIlMM M KaueCTBa YCBOEHHUS MaTepuaa.
[Tnardpopmer  Kahoot, Quizlet u LearningApps oTHOCATCS K TreMH(DHIMPOBAHHBIM
o0pa3oBaTeIbHBIM ~ pecypcaM, TO3BOJIAIOMIMM  (OPMUPOBATH CIIOBAapHBIA 3amac B
MHTEPAKTUBHOMN PopMe, UTO CHUKAET YyUeOHOE HAIPSHDKEHHUE U TOBBIILIAET BOBIEUEHHOCTbD.

HecMoTps Ha MIMPOKYIO paclpoCTpaHEHHOCTD TaHHBIX MHCTPYMEHTOB, UX BIUSHUE Ha
penenTuBHbIe (y3HaBaHWE, MOHMMaHWE) M MPOAYKTUBHbIE (AaKTUBHOE HCIIOJIH30BAHUE)
JIEKCUYECKHE HABBIKM yUYalllUXCsl KOHKPETHBIX KO (B YacTHOCTH, MIKOJIBI Nel10) uzyueno
HEJ0CTaTOYHO. BOJBIIMHCTBO CYIIECTBYIOIIMX HCCIEAOBAHUM OMHCHIBAIOT  OOIIUN
MOTEHIIMAN TeMMHU(PUKALIUN, HO PEJKO PACCMATPUBAIOT €€ BIMSHUE Ha pealibHbIe yueOHbIe
pe3yNbTaThl B KOHKPETHBIX OOpa3oBaTENIbHBIX YCIOBUSAX, TI/€ MPHUCYTCTBYIOT CBOHU
O0COOCHHOCTH — ypOBEHb MOATOTOBKM YYalllUXCsl, MaTepralibHasg 0a3a MIKOJbI, HudpoBas
IPaMOTHOCTb MEAAroroB U JOCTYIMHOCTb YCTPOMCTB A paboTel. Kpome Toro, B ycinoBusax
o0pa30BaTeIbHON MOJUTUKM Y30€KHUCTaHa, TJe aKTUBHO pa3BHBaeTCs LUGPOBHU3ALUSA U
BHeApenue EdTech-pemenwmii, kpaiiHe BaXKHO MNPOBOJWUTH MPHKIAIHBIC HCCICIOBAHHS,
OpPUMEHTUPOBAHHBIE HA KOHKPETHBIE MIKOJIbI. JTO MO3BOJISIET BBIIBUTH, KAK UMEHHO MUTPOBbHIE
m1aTopMbl MOTYT OBITH BCTPOCHBI B Y4eOHBIN TpoIlecC, Kakhue METOAbl pPaboThI
oKa3bIBatoTca Hanbosee d3PGEeKTUBHBIMU M KaKUM 00pa3oM nu(poBbIe pecypchl BIUSIOT Ha
MOTHBAIMIO, JUCUUIUIMHY M JMHAMHUKY YCIIEBAE€MOCTH IIKOJBHUKOB. JOMOJHUTENbHYIO
aKTyaJbHOCTh HCCIIEJOBAHUIO NPUIAET HEOO0XOAMMOCTh (OPMHUPOBAHUS YCTOHYHUBOIO
CJIOBAapHOIo 3amaca y ydammxcs 5-9 KiaccoB, TaKk KakKk HMMEHHO B JTOT NEPUOL
3aKJIaJ(bIBACTCS OCHOBa  JaJIbHEHIIETO pa3sBUTUA SA3BIKOBOM KOMIIETCHIIUH.
['efimudunpoBaHHble IaTHOPMBI IPEJOCTABISAIOT THOKKME BOZMOXKHOCTH JUIsl TPEHUPOBKU
HOBOM JIEKCHKH, TOBTOPEHHUS, 3aKpEIJIEHUS U CAMOKOHTPOJIA, YTO JeNaeT HX
MEPCIEKTUBHBIM MHCTPYMEHTOM I coBpeMeHHOM mKoubl Nel10. CymectByer oueBHUIHAS
NoTpeOHOCTh B KOMITJIEKCHOM IEJarorndeckoM HCCIEIOBAaHUM, HAIIPABIEHHOM Ha OIICHKY
3¢deKTUBHOCTH IUGPOBBIX HUIPOBBIX IUIATGOPM B pPA3BUTUU CIIOBAapPHBIX HABHIKOB
YYalUXCs CPEIHEN IIKOJIBI.

Lenp uccnenoBanus: onpeaenuts 3Q(HEKTUBHOCTh UCTIONB30BAHUS TEeUMHUPHUITIPOBAH-
HBIX HUQPPOBBIX MIAaTGOpPM IS pa3BUTHUS CIOBApPHOIrO 3amaca ydammuxcs 5-9 kiaccos
nikosibl Nel10.

O6wbexT uccnenobanus: [lponecc hopMupoBaHus JIEKCMYECKUX HABBIKOB yUaIlIUXCsl 5—
9 KJ1accoB B YCIOBUSIX 00yUYEHUS aHTJIUHCKOMY SI3BIKY.

[Ipenmer wuccnenoBanusa: BrnusHue reliMuduunpoBaHHbIX HUQPOBBIX IIATHOPM
(Kahoot, Quizlet, LearningApps) Ha pa3BUTHE pPEUCHTHBHBIX M MPOAYKTUBHBIX
JIEKCUYECKUX HABBIKOB ydaliuxcs cpeanei mxossl Nel10.
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['mmore3a:  cucTeMaTHYeCKOe MPUMEHEHHE TeWMU(UIMpPOBAaHHBIX  IUIAT(HOpPM
MPUBOJIUT K 3HAYMMOMY YIIYYIIEHUIO PELENTUBHBIX W MPOIYKTUBHBIX JIEKCUYECKUX
HABBIKOB yYalluXCs.

3a1a4u NCCIIeJOBAHMUS:

1. W3y4nTh ypOBEHb CIOBAPHOIO 3amaca yqyauuxcs 10 SKCIePUMEHTA.

2. Breaputs nudpossie miardgopmer Kahoot, Quizlet, LearningApps B y4ueOHbIi
mpoIiecc.

3. CpaBHMTb pe3yJIbTaThl KOHTPOJIBHOM M SKCIIEPUMEHTATBHOM TPYIII.

4, OnpenenanTs BIUSIHUE rediMU(UKalMY Ha MOTUBALIMIO YUALIUXCSL.

CrpykTypa cTaThu OpraHu3oBaHa cieayomuM obOpazoM. Bo BropoMm paznene
MPEICTABICHO ONKMCAHWE METOMOJIOTHHA UCCIICJOBaHUs, BKJIIOYas BBIOOPKY, JW3aiiH
HKCIEPUMEHTa M HCIONIb3yeMble u(ppoBble TaThopMel. B TpeTbem pazaene n3moKeHBI
pe3yJabTaThl  CPaBHHUTEIBHOTO  aHajw3a, JCMOHCTPUPYIONIME JUHAMUKY  Pa3BUTHS
PCIENTUBHBIX W TPOIYKTUBHBIX JICKCHUECKUX HABBIKOB ydaimuxcs. YeTBEPTHIA paziern
MOCBSIIEH OOCYKICHHUIO TONYYCHHBIX TAaHHBIX B KOHTEKCTE COBPEMEHHBIX HCCIICTOBAHHNA
no reiMuduIpoBaHHOMY OO0y4YeHHIO. B 3akirounTenbHOM pasaene chopMyITUpOBaHBI
OCHOBHBIC BBIBOJBI, MPAKTUYECKHE PEKOMEHAAMA W HAIMpaBICHUS IS JaTbHEUIINX
HCCIIEJOBAHNUN.

[TpoGenbl B HayuHO# uTepatype Research Gap

Hecmotpst Ha pactymiee KOJUYECTBO HWCCICIOBAHWMN, IMOCBSIMIEHHBIX MNPUMEHEHHUIO
reiMuUIIMPOBAaHHBIX NUMPOBBIX TUIATGOPM B OOYYCHHHM WHOCTPAHHBIM S3bIKaM, B
CYIICCTBYIOIICH JIMTEpaType COXPAHACTCS Pl HEPEHIEHHBIX BOMPOCOB. Bo-MepBbIX,
OONBIIMHCTBO PabOT paccCMaTPUBAIOT BIUSHUE OTAEIBHBIX IIATGOpPM (HAmpuMmep, TOIBKO
Kahoot nau Tonsko Quizlet), Ho kpaiiHe peKko BBIIOIHAIOT KOMIUIEKCHOE CpaBHEHHUE Cpa3y
Tpéx wuHcTpymMeHntoB — Kahoot, Quizlet u LearningApps — B paMKax OJHOTO
OKCIIEpUMEHTa. BO-BTOpPBIX, WCCIEIOBaHUS TMPEUMYIIECTBEHHO COCPEAOTOYCHBI Ha
MOTHBAIIMOHHBIX 3(pdekrrax redmMudukanmm, Toraa Kak BOMpPOC €€ BIUSHUS Ha pPa3BUTHE
PEIENTUBHBIX U TMPOJTYKTUBHBIX JIEKCUYECKUX HABBIKOB M3YYEH HEIOCTATOYHO TTyOoKo. B-
TPETHUX, B HAYYHOH JINTEPAType MPAKTHYECKU OTCYTCTBYIOT UCCIIEAOBAHUS, TIPOBOTUMBIC B
pEaNbHBIX  YCJIOBHUAX  IIKON  Y30ekucraHa, dro co3maér reorpaduueckuii  u
KOHTEKCTYaJIbHBI TMpo0eN, OTpaHWYMBAIONIMA BO3MOXXKHOCTH TII€PEHOCa BBIBOJAOB Ha
HaIMOHAIBbHYI0 00pa3oBaTeNbHyl0 cpely. B-ueTBEpThIX, UL HEOOJBIIOE KOJIHMYECTBO
paboT OCYIIECTBISIOT CpaBHEHHE KOHTPOJBHBIX M OKCIEPUMEHTAIBHBIX TPYII C
NPUMEHEHUEM CTaHAapTH3MPOBAHHBIX JIHATHOCTUYECKHX TECTOB. TakuM o0Opasowm,
aKTyaJbHOH CTAHOBHUTCS HEOOXOJUMOCTh OMIUPUYECKOTO HCCIEAOBAaHUS, KOTOPOE
3aIoJTHSACT yKa3aHHBbIC MPOOENbl U MAaET HOBBIC JAHHBIC O BIMSHUU TeHMH(QHUIIMPOBAHHBIX
1aTopM Ha CJIOBAPHYIO KOMITETCHIIUIO TKOJILHUKOB.

Hayunas HoBu3Ha nccienoBanus Scientific Novelty

HayuHnast HOBH3HA HMCCIeIOBaHMS 3aKIIOYAaETCsS B TOM, YTO OHO TPEJCTABISET COOOU
NepBOE KOMIUIEKCHOE CPaBHUTEIBHOE HM3YYCHHE TPEX TeHMUPHIIMPOBAHHBIX HMUPPOBBIX
wiatpopm (Kahoot, Quizlet u LearningApps) B yclIOBHSX peallbHOTO 00pa3oBaTEIbHOTO
npouecca cpenHerd mkonbl NellQ VY3b6ekucrana. B oTnumume oT mnpeablaymux pador,
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UCCIIEIOBAaHUE OJHOBPEMEHHO OIICHMBACT BJIMSHHUE TUIATGOPM HaA J[Ba KIIFOYEBBIX BHJA
JIEKCUYECKUX HABBIKOB — pELENTUBHbIE (y3HAaBaHUE, IMOHMMAHHE) M MPOTYKTUBHBIC
(aKTUBHOE HCIIOJIb30BaHMUE), YTO oOecrneunBaeT Oojee rIy0OoKoe MOHMMAaHHE MEXaHU3MOB
dbopmupoBaHusi ClIOBapHOW KommeTeHIMU. HoBHM3HA Takke COCTOMT B TOM, 4YTO B
UCCIIeZIOBAHUU HCIIOIB30BaH IOJIHOIEHHBIN au3aiin pre-test — intervention — post-test,
MO3BOJISIIOIINI 0OBbEKTUBHO U3MEPUTH TUHAMHUKY U3MEHEHHUI U COMOCTABUTH PE3YJIBTATHI C
KOHTpoJIbHOU Tpymmoi. Kpome Toro, paboTa pacuupsieT HaydyHOE 3HAHHE O MPUMEHEHUHU
EdTech-unctpymenToB B Imkonax Y30ekWcraHa, 4dYTO paHee MPAKTHYECKH HE
paccMaTpUBaJIOCh B MEXKIYHAPOIHBIX MyOIUKAIUIX.

MATEPUAJIbI U METOJIbI. Methods

B uccnenoBanuu ydactBoBaiM 96 yuammxcs 5-9 kinaccoB cpeaHeid mkosbl NellO,
o0Oy4arIuXcsl Ha MapaielsX ¢ OJWHAKOBOW ydeOHOW MporpamMmou. YYacTHHUKH ObLIN
CIy4ailHbIM 00pa3oM pa3jiefieHbl Ha OHKCIEepUMEHTANbHYI0 Tpynmny (48 denoBek) u
KOHTPOJIBHYIO Tpynmy (48 denoBek). O6a kiacca 00yJaluch 1Mo OAHON MporpaMme, OJTHAKO
B OKCIIEPUMEHTAILHOW TpYMIe CUCTEMATHYECKH TMPUMEHSUIUCh TeUMU(HUIITPOBAHHBIE
udpossie miaThopmbl Kahoot, Quizlet u LearningApps, Toraa Kak KOHTPOJIbHAS TPYIIa
paboTaina B TpaauIlmoOHHOM dopmare.

Jn3aiiH uccneaoBaHus

DKCIIepMEHT TPOBOAMICS IO cxeme pre-test — intervention — post-test, uro
MO3BOJIUJIO OLIEHUTHh JMHAMHUKY Pa3BUTHS PEIENTHUBHBIX U MPOIYKTUBHBIX JIEKCHUECKUX
HABBIKOB.

[TpumeHEHHBIE METOIbI HCCIIEIOBAHMUS

Wcnonb30BaHbl CETYIOUIUE METOBI:

1. JInarHOCTUYECKHd TEeCT Ha CJOBapHbI 3amac (pre-test wu  post-test),
BKJTFOYAIOLINN:

03ajaHus Ha y3HaBanue cioB (multiple choice);

03ajJlaHMs Ha TIPOIyKTUBHOE ucnoib3oBanue (gap-fill, matching, translation).

2. Kahoot — mpoBeaeHHEe WMHTEPAKTUBHBIX BHUKTOPHH I Pa3BUTHS
PELENTUBHOTO CJIOBAPS:

0ayAMOBU3yaJIbHOE MPEAbSIBICHUE CIIOB;

03a/1aHusl HA MTHOBEHHOE PAaCTIO3HABAHHUE;

OCOpeBHOBaTEIbHBIN (hopMmar.

3. Quizlet — TpeHnpoBKa MPOTYKTUBHOTO CIOBAPSI:

odmmi-kaptsel (Flashcards);

Oopexum Learn (mocteneHHOe OCBOCHUE JIEKCUKH );

opexxuM Match (ckopocTHOe comocTaBieHUE CIIOB);

otectupoBanue (Test mode).

4, LearningApps — UWHTEpaKTHBHBIC YNPaKHEHHs, HANPaBICHHbIC Ha
3aKperieHUe JIEKCUKHU:

o«memory» (kapTo4yHasi aMsTh);

o«matching» (cooTBETCTBHE CI0Ba U 3HAUCHUS);

o«classification» (rpynmupoBKa CIIOB IO TEMaM).
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5. [lenaroruueckoe HaOmogeHHEe — (UKCALUSI BOBJICUEHHOCTH, AKTUBHOCTH,
CKOPOCTH PEaKIINH, KOJIMIECTBA TOOPOBOJIEHBIX OTBETOB.

6. AHKeTHpOBaHWE MOTHBAlUM ydamuxcs (mkana Jladikepra, 10 yTBepxkacHUi),
OLICHUBAJIO:

OUHTEpEC K ypOKaM;

OyBEPEHHOCTh B UCIIOJIb30BaHUU CJIOB;

oxomdopT padoTsl ¢ EdTech;

OyIOBJIETBOPEHHOCTH YUEOHBIM IIPOIECCOM.

O6paboTka TaHHBIX

* ICTIOJIb30BAJIUCh METOJIbl ONUCATENbHONW CTATUCTHKHU (CpelHee 3HAayeHUE, MPOLEHT
MIPUPOCTA);

* IPOBOAMJIOCH CPABHEHHE PE3YJIHTATOB ABYX I'PYII;

* pe3yJbTaThl aHKETUPOBAHUS TIPEJICTABICHBI B OTHOCUTEIBHBIX MoKa3aTeisix (B %).

Ortudeckoe paspemenue Ethical Approval

WccnenoBanue ObUIO TOPOBEJEHO B COOTBETCTBMM C 3TUYECKMMH HOpPMaMu
MEJAarorTMYecKuX M ITICUXOJIOTMYECKUX ucciaeqoBaHuid. Pa3pemieHue Ha mnpoBelneHHE
AKCIIEPUMEHTAIIBHON paOOThl MOJYYEHO OT agMUHHUCTpauuu cpennerd mkossl NellO. Bcee
POJIUTENH yYalUXCsl YYACTBYIOIIUX KIJIACCOB MPENOCTABUIN MH(POPMUPOBAHHOE COIJIACHE
HAa YydJacThe JeTeil B UCCIEeJOBaHUHU. YYacTHE NIKOJBHUKOB OBLUIO TMOJIHOCTBIO
JI0OPOBOJIBHBIM, ITPU 3TOM HCCIIEIOBATENb HE COOMpa MEpCOHANIbHBIE JAHHBIE U 00ECTIEeUMIT
MOJIHYI0 AHOHMMHOCTh PE3yJIbTaTOB TECTHUPOBAHUS, AHKETUPOBAHHUS U HAOIIOJCHHIA.
HccnenoBanne He BKIIOYAIO BMENIATEIBCTBA, CHOCOOHBIE MPUYUHUTH YYAIIAMCS
(bU3UYECKUI UK TICUXOJIOTHIECKUM TUCKOMGOPT.

Cratuctuyeckue napamerpsl Statistical Analysis

Cratuctuueckuil aHanu3 JAaHHbIX. Jlns  0O0paOOTKM  AMIOMPUYECKUX JaHHBIX
WCMOJIb30BAJIUCh METO/Ibl ONMHUCATEILHOW U CPABHUTEIBHOW CTaTUCTUKH. Ha mepBoMm stame
ObUIM paccuuTaHbl cpeanue 3HaueHus (M), ctannapTasie oTkiioHeHuUs (SD) u nporeHTHBIC
M3MEHEHMSI M0 KaXJIOMY T[OKa3aTento (peUenTUBHBIM U TMPOAYKTUBHBIA CIIOBaphb,
MOTHBAIUs, CKOpocTh peakuuu). Ha Bropom »3rame Obula BBINOJHEHA OLIEHKA
CTaTUCTUYECKOW 3HAYMMOCTH PAa3JIMYUM MEXAY KOHTPOJBHOW M IKCIEPUMEHTAIBHON
rpynnamu ¢ npumeHeHuem t-kpurtepust CTbloIeHTa JIJIsl HE3aBUCUMBIX BBIOOPOK. YPOBEHb
CTaTUCTUYECKOM 3HAYMMOCTH MNpUHAT Ha ypoBHe P < 0.05, 49TO0 COOTBETCTBYET
MEXJIyHapOJHBIM  CTaHjaapraMm  oOpa3oBaTenbHBIX  HccienoBaHuil.  HagéxnocTb
JMarHOCTUYECKOr0 TecTa CJIOBApHOrO 3amaca ObUla OlEHEHAa C  HCMOJIb30BaHUEM
ko3 dumenta BHyTpenHel cormacoBanHocti Cronbach’s alpha, 3mauenue xotoporo
coctaBuyio o0 = 0.82, 4yTO yKa3bIBaeT Ha BBICOKYIO HaJEKHOCTb MHCTPYMEHTa (IIOPOroBOE
3HaueHue > 0.70).

3D-cxeMy MeTomosioTuN HMccienoBanus (pre-test — intervention — post-test).
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METHODOLOGY

PARTICIPANTS

96 5th-9th Grade Students
Experimental group (n =48)
Control group (n = 48)

PROCEDURE

Pre-test - Intervention. Post-test !

GAMIFIED PLATFORMS
e Kahoot

e Quizlet

e LearningApps

[IponoKUTENBHOCTD
JKCIIEpUMEHTA

OOmas JUIATEILHOCTD
AKCIIEPUMEHTANIb-HOM paboThl cocTaBUiIa
10 meaenp (OKTAOpH—IekalOph), MO JBE
UTpOBbIC  IU(POBBIE AKTUBHOCTH B

HECIO.
DTamnel UCCIeI0BaHUI
IloaroToBUTEIHLHBIN 3TaIl
pa3paboTka JMArHOCTUYECKUX

MaTepHaioB, MOAOOP JEKCUYECKUX TEM,
oOyueHue  yuammxcsi  pabore ¢
(G pOBBIMU TUIATPOPMaAMHU.

Koncrarupyromuii  sram  (pre-test)
— OIIpPENENIEHUE HCXOJHOTO YPOBHS
CJIOBApHO-TO 3araca.

DopMUpYIOIIHN JTall —
CUCTEMATHYECKOE IPUMEHEHHE
reiMUpUUUpPOBAHHBIX  MJIaT-GopM B
9KCIIEPUMEHTAIBHOM TpyMIIE.

KontponbHuerii stam (post-test) —
OLICHMBAaHHE IIpPOrpecca, CpaBHEHUE C

KOHTPOJIBHOU TPYyNIoW. AHAaTUTHYECKHI dTalm — CTaTUCTUYecKas oO0paboTKa NaHHBIX W

HHTCpHIpCTAlrA PC3YJIbTATOB.

Otuueckoe onobpenue. lVccnemnoBanue MpoOBEACHO C pPa3pelIeHHs aTIMUHUCTPALUU

cpenueit mkonel Nel10 u ¢ MHGOPMUPOBAHHOTO COTTIACHUS POAMTENCH yJaluxcs. YdacTue

ObLJI0O JTOOPOBOJBHBIM, TIEPCOHANIbHBIC JaHHbIE HE COOMpaIuCh, AHOHUMHOCTH ObLIa

cOOJIr0IeHA.
PE3VYJIBTATHI (Results)

Results

80%
60%
40%
20% |

0%

Vocabula
Growth

St
Performance Motivation

i Pre-test U Post-tes +

Poct akTtuBHOrOo cioOBapHOro 3amaca:
AHanu3 pe3ynpTaToB JAMAarHOCTHUKU — TOKa3all
3HAYNUTEIBHOE YBEJIMYEHNE aKTUBHOI'O
CJIOBApHOTO 3amnaca ydanmxcs
9KCIIEpUMEHTAIBHOM  rpynmbel B xoxe  10-
HEJICJIbHOTO BHEJApPEHUs: TredMuUIUPOBaAHHBIX
uudposeix  miarpopm  Kahoot, Quizlet u
LearningApps.

Jlo okcmepuMmeHTa (pre-test): YueHHKH
JEMOHCTpUpOBAIU B  cpeaHem 42 cioBa
aKTUBHOTO CIIOBAPHOTO 3amaca IO BHIOpaHHBIM
TeMaTH4YeCKUM OJIoKaM. DTO OTpakaeT 0a30BbIi
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YPOBEHb BIIAJICHUSI JIEKCUKOM M XapaKTepeH [UIsl ydalluxcs CpeIHUX KIAcCOB IIpH
TpaaunmoHHoM oOydenun. [locie skcrepumenta (post-test): [lo uToram dopmupyromiero
JTama CpeJHUN TMOoKaszaTelb aKTUBHOrO ciioBapsl ysenuuwics a0 57-60 cmoB. Poct
HaOo1ancs y 6oypLIed yacTH y4acTHUKOB (78 % yyalimxcsi SKCIEepUMEHTaIbHOW TPYMIIbI
yIydImuian pe3yiabTaTel Ha 10 cioB u 6onee). [Ipupoct: CymmapHbId TPUPOCT COCTABUI
+27-35 %, 4TO CBUIETENBCTBYET O BHICOKOM 3(P(HEKTUBHOCTU PETYIISIPHOTO MCIIOIB30BAHUS
MHTEPAaKTUBHBIX MmiuaTdopm. Haumbonpmmii npupoct ObUT 3apUKCHpPOBAH y ydyalIuxcs,
HamOoJIee aKTUBHO MCIOIb30BaBIINX pexuMbl Learn 1 Match B npunoxxenuun Quizlet.

2. YayunieHue peuenTUBHBIX HaBbIKOB (Y3HaBaHUE CIIOB)

* CKOpOCTb BBINIOJIHEHHUS TECTA COKpATUiach B cpeaHeM Ha 22 %

* KonnuecTBO BEpHBIX OTBETOB BbIpOCIIO Ha 18 %

3. MotuBanus yganmxcs

AHKeTHpOBaHUE MOKA3aJI0:

* UHTEpEC K ypokaM Beipoc Ha 40 %

* JKeJIaHHE BBITIOJHATH JOMAIIHUE 3agauusd — Ha 32 %

* YBEPEHHOCTh B CJIOBapHbBIX 3HAHUAX — Ha 28 %

4. CpaBHEHHE C KOHTPOJIBHOM TPYIITION

Y KOHTPOJIBHOM TPYIITBI IPUPOCT CIIOBAPs cOCTaBUI ToJIbKO 9—11 %.

p-value u SD

CraTrcTHYECKast 3HAYUMOCTh Pa3Indni.

Vocabulary Increase CpaBHeHHE pe3yIbTaTOB pre-test u post-
(Control Group) test MOKazano, YTO  pa3IMUMS  MEXKIY
KOHTPOJIBHOU u JKCIIEpPUMEHTAIILHOM

12% i11%

rpynmnamMu SABJIIFOTCA CTaTUCTUYCCKU

8% 3HAYUMBIMH. JlanHbie t-Tecra TS

HE3aBUCHUMBbIX BBEIOOPOK
0,
4% NPOJEMOHCTPUPOBATIM,  YTO  YJIyYIICHUE

0% noKasarejeil B 3KCHEpUMEHTaIbHOW TpyIme

INpCBBIIACT HN3MCHCHHA B KOHTpOHLHOﬁ

rpyImme Ha ypoBHe 3HaunMocTtu p < 0.05, uto
\/ CBUJETEIBCTBYET O pEaJbHOM  BIUSHUU

BMCIIATCIbCTBA, a HC CJIy‘-I&fIHbIX

KOJIeOaHUSIX.

CrannaptHoe oTkiioHeHue (SD). [l Bcex KIIOUEBBIX MOKa3zaresield ObLI0 pacCUUTaHO
CTaH/JapTHOE OTKJIOHEHME, IMO3BOJISIONIEE OLIEHUTh CTENeHb pa3zdpoca WHAMBUAYaJIbHBIX
PE3yNbTATOB yUalUXCsl OTHOCUTENLHO cpeHero. B skcnepumenTansHoi rpynmne SD umeno
yMEpeHHbIE 3HAYeHHS, YTO TOBOPUT O CTAOMIBHOCTH YJIYYIIEHUH Cpeau OOJIbIIMHCTBA
yuamuxcs. B konTponbHOl rpynmne SD octaBanock 0osee BHICOKUM, YTO OTpa)kaeT MEHee
PaBHOMEPHOE pACIpEACIICHUE PE3YJbTaTOB W OTCYTCTBUE €IMHOM IOJIOXKUTEIBHOU
TUHAMMKH.
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O600mEnnbIN BBIBOA. TakuM 00pa3oM, CTATHCTHUYECKHIA aHAIIA3 MOATBEPXKIAET, UTO
BBISIBJIEHHBIE YJIyYIIEHUS — OCOOEHHO POCT aKTUBHOT'O CJIOBAapHOro 3amaca Ha 27-35 % u
COKpallleHue BpEMEHU peakuuu Ha 22 % — sBISAIOTCA HE CIy4YailHBIMU, a MPSMO CBS3aHBI C
npUMeHeHreM reimuduuupoBannbix 1iargopm Kahoot, Quizlet u LearningApps.
[ToydyeHHble pe3ynbTaThl CUCTEMAaTU3UPOBAHBI B Tabuunax 1—3, 4To MO3BOJISIET BU3YAIBHO
CPaBHHUTH TUHAMUKY U3MEHEHUI U Pa3INuus MEXIY IpyInamu.

OBCY2XKJIEHHME. Discussion

[Tonyuennsie PE3yNIbTATHI MOJITBEPKAAIOT BBICOKYIO 3¢ (HEeKTUBHOCTD
reiMu(UIMpPOBaHHBIX TUIATGOPM B Pa3BUTHH JEKCUYECKUX HABBIKOB YUYAIIMXCS CPEIHEH
mKoJibl. IHTepakTuBHBIE (POPMBI 00YUEHHS 00ECIIEYMBAIOT 3HAUMMOE MOBBIILIEHUE YUYEOHOU
MOTHBAIIMM M BOBJIEYEHHOCTH, YTO COOTBETCTBYET COBPEMEHHBIM MOJAEISAM IU(GPOBOM
METarOTHKU. YYaluecs: SKCIEPUMEHTAIBHON TPyl JEMOHCTPUPOBAIN 00Jiee BBICOKYIO
aKTUBHOCTh, OXOTHO Y4YacTBOBAJIM B HIPOBBIX 3aJaHUSAX U OBICTpEe pearupoBajd Ha
JIEKCUYECKHUE CTHUMYJbI, YTO CBHJIETEIHCTBYET O CHUIKEHUU Y4EeOHOW TPEBOXKHOCTU U
MOBBIIIICHUN YBEPEHHOCTH B CBOMX SI3BIKOBBIX BO3MOXKHOCTSX. BaxHBIM QaxTopoM
(b (HEKTUBHOCTH SBJSETCS MEXAHU3M TOBTOPEHUS, BCTPOCHHBIH B WUIPOBBIE TIAT(HOPMBI.
Kahoot cmoco6cTByeT OBICTpOMY 3allOMHUHAHUIO 3a CYET COPEBHOBATEIBHOCTH W
MrHOBEHHOM oOpatHoM cBs3u; Quizlet oOecmeunBaeT mocTeneHHOE (POPMUPOBAHUE
JOJITOBPEMEHHOM MaMsITH Yepe3 MOBTOPEHUE B pa3HbIX pekumMax; LearningApps mo3BoJsier
3aKpeIUIATh CMBICTIOBBIE CBS3M W KJIACCH(UIIUPOBATH JIGKCHKY, YTO YCHJIMBAaeT ¢
ryouHHoe moHMMaHue. Takum oOpa3oMm, y ydammxcs (GOPMUPYIOTCS YCTONYMBBIE
accollMallid W JOJTOBPEMEHHBbIE CIe[bl MaMATH. Tak)Ke BBISBICHO, YTO pa3jIMYHbIE
1aTHOPMBI CITOCOOCTBYIOT Pa3BUTHIO Pa3HBIX KOMIIOHEHTOB JIGKCHYECKOW KOMIICTCHIINH:

» Kahoot npenmyI1iecTBeHHO pa3BUBAET PEIENTUBHBIC HABBIKK (recognition, OBICTPBIN
OTKJIUK Ha CTHMYJI), 9TO TIOATBEPIKIAETCS COKpAIICHHEM BPEMEHH BBITIOTHEHUS 3aJaHI Ha
22 %.

*Quizlet u LearningApps CHOCOOCTBYIOT pa3BUTHIO TMPOJYKTUBHBIX HAaBBIKOB
(reproduction, active use), yBenuuuBasi 00bEM aKTUBHOTO cioBaps Ha 27-35 %.

OTH pe3ydbTaThl COTJIACYIOTCS C TIOJOXKEHUSMH TEOPHH KOTHUTHBHOW HArpy3Kd
(Sweller, 2020), cormacHo KOTOpoW WrpoBoi ¢opMaT CHIKAET YPOBEHb CTPECCOBOM
Harpy3ku u obierdaetr o0paboTky uHpoOpMaluu 3a CYET BU3YaAIU3AlUU, PUTMA W
UHTepakTUBHOCTU. Kpome TOro, maHHble HcCIeIOBaHHs IMOATBEPXKAAIOT BbIBOJAB Brozo
(2024), Klimenko (2023) u otuéroB PISA (2023), KOTOpBIE OTMEYAIOT IOJIOKHUTEIHHOE
BIIMSIHHE TeHMU(UKAIMU Ha SI3bIKOBOE PA3BUTHE MIKOJLHUKOB U POCT yU4eOHON MOTHBAIIUU
IIPU UCTIONB30BAaHUH UPPOBBIX TaThopM. CpaBHEHHE ¢ KOHTPOJIBHOM TPYIIION MOKa3ano,
9YTO 3HAYMMBIH TIpOorpecc HaONIOJACTCS TOJNBKO MPH CHCTEMAaTHYEeCKOM TPUMEHEHHUH
UTPOBBIX IUIATPOpPM. OTO CBHUIETEILCTBYET O HeoOxoaumoctu BHenpeHuss EdTech-
WHCTPYMEHTOB B PETYJSPHYI TPAKTHKy TMPENOJaBaHUs AaHTJIMICKOTO sSI3bIKa, a He
amu30auYeckn. TakuM  0o0pa3oM, TOMyYeHHBbIE JaHHBIE JEMOHCTPHUPYIOT, UTO
reiMuuIupoBaHHble TIATGOPMBI OKa3bIBAIOT KOMILUIEKCHOE BIMSHHUE HA JIEKCHYECKOE
pa3BHUTHE MIKOJHLHUKOB: YJIYUIIAIOT PEIECNTUBHBIC U MPOMYKTUBHBIC HABBIKH, IOBBIIIAIOT
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MOTHUBALUIO, (I)OpMI/Ip}IIOT MMOJIOKUTCIIBHOC OTHOMICHHUE K HW3YYCHHIO A3bIKA W PA3BUBANOT

CaMOCTOSATEIBHOCTh 00YUCHUS.

Ta6auna 1. JunaMuka pa3BUTHSA JEKCHYECKOro 3anaca (pre-test — post-test)

Pre-test Post-test

I 1 ’
PenentuBHBI  cioBaph  (y3HaBaHUE 42 51 +22 0%
CJIOB)
[TpomyKTHBHBIA CIOBaph (aKTHBHOE 38 52 +35 0%
HCIIOJIb30BAHME)

—22 %
CKOpOCTb peakuuu (CeK.) 14,8 11,5 (yIydmenne) ’
TounocTh 0TBETOB (%) 63 % 81 % +18 %

Nurtepriperanus: o0e kareropun HaBBIKOB (receptive & productive) yIydIIHIUCH

3HA4YUTCIBHO.

Tabimuna 2. CpaBHeHHe KOHTPOJILHOM U 3KCIIEPUMEHTAJIBHON IPYIII

KountpoabHnas JKCNePUMEHTAJIbHAS
IMoka3zarean Pazuuna
rpymnmna rpynna
[Tpupoct akTuBHOTO cimoBapst |[+9-11 % +27-35 % X3 BbIIIIE
Viydmenue ELEITUBHBIX x31
Y P +7 % +22 % :
HABBIKOB BBIILIE
MoTtuBanus onpoc x3,3
(0mpoc| 15 o4 +40 % :
MIPUPOCT) BBIIIIE
CKOpOCTE BBITTOJTHEHUS x5.5
poe 4% ~22 % ’
3alaHul BBIIIIE
WNHTtepripeTaus: SKCIIEpUMEHTalbHAs Tpynna IoKa3ajda CYIIECTBEHHO Oolee

BBICOKYIO TMHAMUKY.

Tadoauua 3. Ippextusnocts miaarpopm Kahoot, Quizlet, LearningApps B

PAa3BUTHHA HABBIKOB

ILnardgo . Tun IToxa3zaTenn
OcHoBHoI1 3 peKT
pma HABBIKOB 3¢ eKTUBHOCTH
5 ) CKOpOCTb
BICTPOE PACIO3HABAHUE
b b Peuentusnsl |peakuuu  (—22 %), 1
Kahoot |cnos, COPEBHOBATEIILHOCTD,
€ HaBBbIKH y3HaBaHue cnoB (+18
MT'HOBEHHAsi 00paTHasi CBS3b
%)
IToBTOpEHME, 1 AKTUBHBIN
A IIponykTuBH o
Quizlet |3anomuHanue, paboTa B pa3HbIX cioBapb (+27-30 %), 1
bI€ HABBIKU
pexxumax YBEPEHHOCTh
Learning 3akperuieHue, [IponykTuBH 1 [IOHUMAaHUE
Apps KJaccuukanus, CO3J]aHuE| bIE +|cMmbIcia, )
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ILnargo Tun IMoxka3arenn
OcHoBHOM YPpPexT
pma HABBLIKOB 3¢ pexTUBHOCTH
accolyanum pPELENTUBHBIE JIOJITOCPOYHAs aMATh
WNuTepnperanus:

» Kahoot — nyuie Bcero ynydmaer reception (y3HaBaHHUE).

* Quizlet — cunbHee popmupyet production (aKTUBHOE UCIIOJIH30BAHHUE).

* LearningApps — mnojjepxuBaeT o0a KaHaja, YKPEIUIss JIOTUYECKHUE CBA3U H
accolualuu.

3AK/IFOYEHHUE (CONCLUSION)

[IpoBenénHoe ucclieqoOBaHUE MOATBEPAMIIO, YTO TeWMHU(UIIMPOBAHHBIE IU(PPOBHIE
maThopMbl  ABISIIOTCA 3(Q(PEKTUBHBIM HHCTPYMEHTOM PAa3BUTHS JIEKCHYECKUX HABBIKOB
ygamuxcsa 5-9 kmaccoB cpennei mkonsl NellO. Mcmons3oBanme Kahoot, Quizlet u
LearningApps mnpuBeno K 3HAYUTEIHHOMY VIYUYIICHHUIO KaK PEHENTHUBHBIX, TaK W
MPOAYKTUBHBIX ACTIEKTOB BIIAJICHUSI JIEGKCUKOM, YTO TMPOSBWIOCH B POCTE€ AaKTUBHOTO
CJIOBApHOTO  3araca, YCKOPEHHWU pEaKlUH, TOBBIIIEHUH TOYHOCTH  BBITIOJHEHUS
JEKCUYECKUX 3aJaHUl W YJIYYIICHHH KayecTBa HCIOJIh30BAHUS HOBBIX CJIOB B PEUCBOU
npaktuke. Oco0oe 3HaueHHE UMEET BBISBICHHOE TOBBIIICHHE Y4eOHOM MOTHBALUU
yuamuxcs. [1o JaHHBIM aHKETHUPOBAHUS, IIKOJIBHUKHU CTAJIH MPOSBISATH OOJBIINI HHTEpEC K
ypOKaM aHTJIUHCKOTO S13bIKa, aKTUBHEE BKIIIOUAIIMCh B UTPOBBIC M MHTEPAKTUBHBIC 3a/IaHMUSI,
JIEMOHCTPUPOBAJIN MOBBIINICHHYIO YBEPEHHOCTh B TPUMEHEHUH U3YYCHHON JIEKCUKH U Yallle
BBITIOJTHSUTH  JTOMIOJIHUTENIbHBIC YNPAXHEHUsI. DTO CBHUJETEIBCTBYET O TMOJOXKUTEIBHOM
AMOLMOHaNBbHO-TIcuxojorndeckoM 3¢dexre BHeapenus EdTech-pemenuit. Ilomyuenubie
PE3yNbTATHI MOATBEPKIAIOT, YTO TeMUUIIMPOBAHHBIC TIATPOPMBI MOTYT OBITH YCIIEIITHO
WHTETPUPOBAHBI B €KEIHEBHYIO MEAATOTHYECKYIO0 MPAKTUKY YUUTENS aHTJIMHUCKOTO SI3bIKA.
Onu obecrnieunBarOT TMOKOCTh OOYUYEHUS, PACHIMPSIOT BO3MOXXHOCTH WHIUBUIYaTU3aIINUH,
MO3BOJIAIOT MPOBOJAUTH JUATCHOCTHKY 3HAHWMI M OINEPAaTUBHO OTCIEKHUBATh JUHAMUKY
mporpecca IIKOJBHUKOB. Hacrosiiee wuccienoBaHre MOMXET TMOCIYKUTh OCHOBOW IS
JTABHENUIITUX HAy4YHBIX paboT, MOCBAMEHHBIX UG pOoBOi nenaroruke, BHeapenuto EdTech-
TEXHOJIOTUH U pa3paboTKe HHHOBAIIMOHHBIX METOIMK MPETOIaBaHus aHTJIMICKOTO SI3bIKa B
mKkonax Y30ekucrtaHa. [lepCrieKTUBHBIMU HampaBiICHUSMU NAJbHEUIINX MCCIICIOBAHUM
SBJIIFOTCSl PACHIMpPEHUE BBIOOPKH YYAIUXCS, aHAIHU3 JIOJITOCPOYHOTO BIHMSHUS IUQPPOBBIX
maThopM Ha SI3BIKOBYIO YCIIEBAEMOCThb, & TAKXKE pa3pabOTKa KOMILIEKCHBIX IU(POBBIX
MoayJied s (OpMUPOBAHUS CJIOBapHOW KOMIIeTeHIMH. McciemoBaHue JOMOJHSET
MEXIYHApPOJHYI0 HaydHylo 0a3sy mo mudpoBOil  meAaroruke, JASMOHCTPHUPYS
3¢ peKTUBHOCTH TeMMHU(UKAIIMN B KOHTEKCTE IITKOJ Y30eKuCTaHa.
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