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Op2GHU MOBNEHHST MaA PI3K0 3MEHULYE KOZHIMUBHO-MO-
MmopHe 2albMYBAHHSL.

Hayroea HO8U3HA 00CNIONEHHS NOAS2AE Y BUSHAUEHHI
MOBHOI niagHoCMi ma CNOHMAHHOCMI He Aulle K gepba-
NbHOT weudkocmi, a i ik KomnieKkcHol iHmepakmueHoi 6i-
0/1021UHOI, emouyiliHoi ma couyianbHoi cucmemu. [locai-
OJKEeHHsl NOeOHYe KOZHIMUBHI npouecu 3 QIi3UUHOI0
bioMexaHiKoro, po3ansadauu 2010c08Ull anapam sk Qi3uu-
HUll IHCMpYymeHm, wWo sumazae m’s13080i nam’ami ma Hep-
8080-M’308020 pezyso8aHHsl. Lle nepeocmucnioe no-
Hsimmsi 81bH020 80100iHHs IM y npodgpeciiiniii nidzomosyi
MaillbymHix sukaaoauis, 8CMAHOBAIOIUU, UL0 MEXAHIZMU
iHMmepaKmueHoz20 GIOHOB/IeHHSL Mma cmpameziuHa Komne-
MEeHMHICMb € 8ANAUBIUUMU 051 8LIbHO20 80100iHHS IM 6
aKademiuHoMy OUCKYPCI, HIK abCONOMHA IeKCUUHA MOoU-
HiCMb | KOpEeKmHicme.

Ilepcnekmugu nodanvuwux OocnioxkeHsb. Matibymmi
cmyoii MoXKYymsb 6Yymu cnpsiMo8aHi Ha me, K KOZHIMUBHULL
b6ygpep, cmeopeHuli a8momMamu308aHUM SLILHUM BOJIOO0IH-
Hsm IM, 6esnocepedHbo 3axuuiae matibymHix nedazozig 8i0

HABUANBLHO20 2ANbMYBAHHS MA NPOGeECiliHO20 8UOPAHHSL.
Ichye uimkuil wnsix Ot 8UBUEHHST 00820CMPOKOBUX eMNi-
PUUHUX pe3ybmamie iHmezpy8aHHsL A8MOHOMHUX UUPPO-
8UX IHCMPYMEHMI8, CNOCMEpPerKeHHsT 3a MOBAEHHIM
cyb’exmis Ni3HAHHSL MA YCHUX «CNAapuHa-napmHepier 3a 00-
NoMO02010 WMYuHo20 IHmesexkmy sik 0608’°s13k080i uacmuHru
HABUANLHO20 npouecy. Y nooanbuomMy HAYKO8UL MOAKYMb
docnioumu, sIK 3anponoHO8aHA Mmodeslb macuimabyemubes
nio uac HasuaHHs. cmyoeHmie opieHmyeamucst 8 Henepeo-
bauysaHiili MDKKYAbMYpPHIl peanbHilli KOMYHIKAWIL.

Knrouoei cnoea: siivHe 80/100iHHSL IHO3EMHOK MOB0H0;
5-eumipHa mo0enb NLa8HOCMI MOBIEHHS,, KO2HImU8Ha 06-
MerKeHicmb;, apMmUKYASUIUHA 6NnpasHiCmb; NCUXOJI020-
ageKxmueHa pezynsiyis; cmpameiuHa KoMnemeHmHicmo;
napagpaszosi cmpamezii KOMYHIKAMuU8Ho! Kopekuyii; neoa-
202iUHi IHMep8eHUl.
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GAME-BASED METHOD IN LEARNING ENGLISH FOR SPECIFIC PURPOSES
BY FUTURE SPEECH THERAPISTS

Abstract. Introduction. Learning English for Spe-
cific Purposes (ESP) is becoming an integral part of
the professional training of future specialists. The
goal of educators is to find methods and approaches
to motivate and increase interest in studying the dis-
cipline. One of the methods that contributes to
achieving the set goals is the game-based method.
Games used in education are specifically designed
for educational purposes or that have additional ed-
ucational value. Educational games used in ESP
classes aim to develop students’' different language
and speaking skills, as well as develop guessing
skills, creativity, teamwork, critical thinking, etc.

The purpose of the study is to substantiate the
effectiveness of using the game-based method when
learning ESP, to study the opinions of scientific and
pedagogical staff and students regarding educa-
tional games and their application in the educational
process, to design the content of a course on ESP for
students of Speech Therapy education programme
and a set of educational games aimed at developing
language and speech skills, guessing and creative
skills and expanding knowledge about the world,
their country, their city, and everyday problems of
life.

Methods. The research was conducted by study-
ing literary sources on the topic, particularly, the
game activity and the game method, conducting a
survey of scientific and pedagogical staff and stu-
dents in the form of a questionnaire concerning edu-
cational games, attitudes to them, the use of the
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games in learning different courses, game forms, el-
ements and effectiveness, studying the curriculum of
the "Speech Therapy" educational program.

Results. The study shows the scientific and ped-
agogical staff, in general, use the game method of
teaching with varying frequency, believe that game
methods motivate and increase the interest of stu-
dents in studying the discipline, reducing their level
of anxiety. A significant part of teachers prefers busi-
ness games, team games, noting that educational
games can be used when studying various academic
disciplines, while not attaching much importance to
game elements. The vast majority of students note
various advantages of educational games, prefer
quizzes or guessing games, see a positive impact of
game elements on motivation to learn better, prefer
team (group) games, think that educational games
do not interfere with the serious perception of the ac-
ademic discipline, and would like the game method
to be used when learning ESP.

Originality. The results of the research and sur-
vey were considered when designing a textbook and
creating a set of educational games.

Conclusion. The educational games specially de-
signed for educational purposes or have additional
educational value. Learning a foreign language by
students of special education is of particular im-
portance, since the future professional activities of
speech therapists quite often include game activities
and the use of various types of games to achieve
therapeutic goals. The proposed educational group
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guessing games using cards for use in the ESP clas-
ses are aimed at developing language and speech
skills, as well as motivating students to learn a for-
eign language, making the learning process more in-
teresting, creating a favourable atmosphere in the
group, and reducing the level of anxiety. The stu-
dents’ feedback after using these educational games
indicates that the use of the game method achieves
the set goals.

Keywords: English for Specific Purposes; game-
based method; game activity; educational game; ed-
ucational process; development of language and
speech skills; motivation for learning; educational at-
mosphere.

Formulation of the problem. Learning
English for Specific Purposes (ESP) is becom-
ing an integral part of the professional training
of students. The goal of educators is to find
methods and approaches to motivate and in-
crease interest in studying the discipline. One
of the methods that contributes to achieving
the set goals is the game-based method. The
use of games in the educational process has a
long history. Teachers have used game activi-
ties in teaching various disciplines, experi-
menting and obtaining different results. Ac-
cording to experts, recently, teachers have
begun to implement the principles of instruc-
tional design in game design and found that
the results are promising. Experts believe that
thanks to improved design and applications,
teachers will discover effective ways to inte-
grate games into the educational process
(Khine, 2011).

Analysis of recent research. We have con-
sidered the definitions of the concepts of game
and play activity in various areas of life. The
general definition considers a game as a rec-
reational activity or sport, especially one
played by children, or the equipment neces-
sary for such an activity (Game, 2026). Psy-
chologists consider a game as a social interac-
tion, organized play, or transaction with
formal rules (Game, 2023). Physical education
specialists believe that the concepts of game
and sport are very similar. A game is consid-
ered as a physical or mental activity or com-
petition that has rules and that people per-
form for pleasure. A sport is a competition or
game in which people perform certain physical
actions according to a certain set of rules and
compete with each other (What Is the Differ-
ence, 2026). In the business world, experts
consider a game to be a business activity that
can be used to study business or test different
solutions to business problems (Business-
game, 2026). Summarizing the definition, ex-
perts note that a game is a voluntary activity
carried out in a specific time and space, ac-
cording to established rules, the main purpose
of which is entertainment, recreation or chal-
lenge. It is not just a pastime, but also a way
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of learning, an art form and a style of work
(Reacreational Activity, 2026). At the same
time, according to experts, games serve as a
training ground and incubator for many ad-
vanced technologies, such as artificial intelli-
gence, and also function as a toolkit for many
other industries. It is necessary to focus not
only on the entertainment aspect, but also to
consider games from a broader perspective,
fully utilizing the significant value of gaming
technologies for the promotion of science and
technological innovation, economic and social
development, as well as major national pro-
jects (Reacreational Activity, 2026).

Experts point out that a game activity re-
fers to any action or task performed in a game.
It can include various elements such as game-
play mechanics, challenges, goals, and inter-
actions with the game environment or other
players. A game activity is designed to engage
players and give them a sense of achievement
or satisfaction. Examples of game activities in-
clude completing quests, solving puzzles,
fighting enemies, exploring virtual worlds, or
participating in multi-player competitions
(Game Activity, n.d.).

Games used in education are educational
games that are specifically designed for edu-
cational purposes or that have additional ed-
ucational value. All types of games can be
used in an educational setting, but educa-
tional games are games designed to help peo-
ple learn a subject, expand concepts, reinforce
development, understand a historical event or
culture, or help them learn skills through
play. General types of games include board
games, card games, and video games. Accord-
ingly, game-based learning has defined learn-
ing outcomes and is designed to balance edu-
cational material with gameplay and the
player’s ability to remember and apply that
material in the real world. Game-based learn-
ing describes an approach to learning where
students explore relevant aspects of games in
a learning context designed by teachers.
Teachers and students collaborate to add
depth and perspective to the game experience.
Effective game-based learning programs can
engage students in virtual environments that
look and feel familiar and relevant (What is
GBL, 2013). In an effective game-based learn-
ing environment, students work toward a goal
by choosing actions and experiencing the con-
sequences of those actions along the way.
They are allowed to make mistakes in a safe
environment, and through experimentation,
students actively learn and practice the cor-
rect way to do things. This supports a high
level of engagement in practicing behaviours
and thought processes that students can eas-
ily transfer from the simulated environment to
real life (What is GBL, 2013).
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Thus, game-based learning describes an
approach to teaching where students explore
relevant aspects of games in a learning context
designed by teachers. Teachers and students
collaborate to add depth and perspective to
the game process. According to researchers,
play and learning are often synonymous, lead-
ing to cognitive and emotional development in
a social and cultural context (Yang, 2012).

The purpose of the study is to substantiate
the effectiveness of using the game-based
method in learning ESP, to study the opinions
of scientific and pedagogical staff and stu-
dents regarding educational games and their
application in the educational process, to de-
velop the content of the ESP course for stu-
dents of the “Speech Therapy” educational
program and a set of educational games aimed
at developing language and speech skills,
guessing skills and expanding knowledge
about the world, countries, cities, and daily
life problems.

Presentation of the main material. The
use of games in language learning has a long
history and widespread application. Research-
ers have suggested that game-based learning
is a crucial strategy for effective language
learning and provides an almost ideal path to
differentiated instruction (Game-Based In-
struction, 2021). According to Dr. Laurie Mac-
Donald, games provide:

— engagement: students learning a foreign
language need engagement to remember and
evaluate what they are learning;

— motivation: competition motivates stu-
dents to learn better;

— context: when students participate in
game-based learning, they can see how cer-
tain language rules are applied in context,
which helps them apply and appreciate them
in real-life conversations;

— collaboration: working together towards a
common goal gives students a sense of com-
munity and helps overcome barriers to inclu-
sion in the educational environment;

— adaptability: games are incredibly valua-
ble because of their ability to adapt to a wide
range of students’ needs (Game-Based In-
struction, 2021).

In addition, according to researchers,
games are a great way to informally assess
students’ foreign language proficiency, allow-
ing them to identify individual needs and the
needs of the class as a whole, which, in turn,
helps the teacher to improve and reorient their
foreign language teaching pedagogy accord-
ingly (Game-Based Instruction, 2021).

Researchers have noted that language
games are a very effective tool for learning a
foreign language. Language games can pro-
vide students with an active environment in
which even passive students will participate
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and learn. In addition, through the use of
games, the classroom completely changes
from a teacher-centered to a student-centered
one. Students have the opportunity to learn
from each other and teach each other. A level
of healthy competition will motivate students
and indirectly accelerate the learning process
(Ali Abdelhadi, 2020).

Games used in the process of learning for-
eign languages are classified by linguistic fo-
cus (structure, vocabulary, phonetics,
spelling), communicative purpose (infor-
mation game, role-playing game) or type of ac-
tivity (board games, digital, facial expres-
sions). Such games, according to researchers,
increase motivation, reduce anxiety and allow
for the practice of speech activity.

The use of game-based method in learning
a foreign language by special education stu-
dents is of particular importance, since the fu-
ture professional activities of speech thera-
pists, for example, quite often include game
activities and the use of various types of
games to achieve therapeutic goals. Speech
therapists work on the prevention, assess-
ment, diagnosis and treatment of speech, lan-
guage, social-communicative, cognitive-com-
municative and swallowing disorders in
children and adults. The use of games in
speech therapy aims to improve language, ar-
ticulation and social skills, increasing engage-
ment, reducing anxiety and increasing moti-
vation. Common methods include the use of
board games for turn-taking and vocabulary
learning, the use of barrier games for expres-
sive language and the use of digital applica-
tions for articulation. These methods act as
reinforcers, making learning functional and
enjoyable.

The practical goal of studying ESP by stu-
dents of special education of the “Speech
Therapy” educational program is to form com-
municative, professional and socio-cultural
competence in students, which will ensure the
ability to effectively use a foreign language in
various situations of educational-academic,
professional and social communication, to ob-
tain the necessary information from foreign
language sources. The professional goal of
studying ESP is to form professional compe-
tence in students by learning professional vo-
cabulary, special terminology; the formation of
speech strategies in the field of professional
and social communication.

Educational and methodological support of
the discipline (teaching materials, teaching
and methodological materials) include subject
and human resources used by the teacher in
the process of learning and teaching the disci-
pline to achieve the planned educational goals
(Lewis, 2018). Educational materials in the
educational context can be defined as
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knowledge and information presented in vari-
ous means and formats that contribute to the
achievement of the planned learning out-
comes (Mehisto, 2012). High-quality educa-
tional materials are designed to motivate stu-
dents to learn, solve problems, and search for
new educational resources in the classroom
and during independent work (Mehisto, 2012).

The content of ESP course refers to the
learning materials, topics and resources, such
as literature, videos, tasks and assessments,
that facilitate learning and are linked to spe-
cific learning outcomes. It reflects the essence
of the curriculum. Key components of the
course content include learning materials, in-
teractive content, assessments and navigation
tools that structure the experience. The devel-
opment of the topics of the ESP course for stu-
dents of the “Speech Therapy” educational
program, in our opinion, is comprehensive in
nature, including both a professional compo-
nent and a general linguistic component.

The professional component provides ele-
ments of content and language integrated
learning (CLIL) and includes the selection of
authentic professional material and the devel-
opment of a set of exercises for practical mas-
tery of professional vocabulary. Considering
the content of professional disciplines for this
educational program, we developed an ESP
textbook for first-year special education stu-
dents, which covered two sections of profes-
sional orientation topics, namely, “Introduc-
tion to Speech Therapy” and “Stuttering”.

Each lesson includes a set of exercises for
the development of communicative skills,
namely, a structured, multifaceted system of
interactive tasks designed to improve verbal
and non-verbal communication, reading, lis-
tening, speaking, writing and social interac-
tion. Methodological support includes various
methods and approaches, namely, lexical
method, task-based learning method, con-
tent-based learning method, communicative
method.

The general linguistic component ensures
the development of lexical and grammatical
skills with mastery of various types of speech
activity, namely, reading, listening, speaking
and writing, focusing on the lexical method,
the grammatical-translation approach and the
game-based method of learning.

Research results and their discussion.
We have studied the attitude of scientific and
pedagogical staff and students of the Bohdan
Khmelnytsky Cherkasy National University to-
wards the use of game-based learning or the
use of games in the educational process. 38
scientific and pedagogical workers and 122
students of special education participated in
the survey.
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The study shows that 28.9% of teachers of-
ten use the game method of teaching in the
educational process, and 7.9% never use this
method of teaching; the remaining teachers
use this method sometimes or rarely. The sur-
vey data indicate that the majority of scientific
and pedagogical workers involve the game
method or game approach in teaching their
disciplines with varying frequency.

A significant part of teachers (39.5%) be-
lieve that game-based methods motivate and
increase students’ interest in studying the dis-
cipline, 38.6% of teachers think that game
methods of teaching develop creativity. At the
same time, 7.9% of teachers are convinced
that the use of game methods is a waste of
time.

Noting the advantages of educational
games in the educational process, the vast
majority of scientific and pedagogical workers
believe that games contribute to increasing in-
terest and motivation for learning and reduc-
ing the level of anxiety of students, about half
of teachers think that educational games con-
tribute to better assimilation of educational
material. At the same time, 18.4% of teachers
do not see the advantages of the game method
over other teaching methods (Fig. 1).

3. In your opinion, what are the advantages
of educational games? (You can choose multiple
options)

38 answers

Better learning
of the material

7 (18.4%)

Ihcreased motivation
and interest in learning

Reduced anxiety
levels of students

No advantages over
other teaching methods

) 10 20 N

Fig. 1. Attitude of scientific and pedagogical staff
to the advantages of educational games in the ed-
ucational process.

Considering different types of educational
games, more than half of teachers prefer busi-
ness or role-playing games, 23.7% of teachers
prefer quizzes or guessing games, and 15.8%
prefer computer games (Fig. 2).

4. What types of educational games do you
prefer?

38 answers

<A .

Business/role-playing
(situation simulation)
Quiz (guessing games)
Computer games

Idon't like games
in education

Fig. 2. Attitude of scientific and pedagogical staff
towards different types of educational games in
the educational process.
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It should be noted that a third of teachers
believe that game elements (scores, ratings,
badges, etc.) stimulate students. At the same
time, more than half of teachers believe that
game elements partially or not always moti-
vate students. At the same time, about 5% of
teachers do not see the impact of game ele-
ments on motivation, and the same percent-
age of teachers believe that it is a waste of
time.

Regarding the form of conducting educa-
tional games, the vast majority of scientific
and pedagogical staff (63.2%) are in favour of
group or team games. Besides, the vast major-
ity of teachers (73.7%) believe that educational
games do not interfere with the serious per-
ception of the educational discipline. Regard-
ing the educational disciplines themselves, in
which it is appropriate to use educational
games, the opinions of teachers were divided:
the vast majority (89.5%) are in favour of hu-
manitarian disciplines, 81.6% - for physical
education, 60.5% - for natural sciences, and
57.9% - for physics and mathematics (Fig. 3).

8. In which disciplines do you think it is ap-
propriate to use the game-based learning
method? (You can choose several options)

38 answers

Natural Sciences 23 (60,5%)

Physical and
Mathematical
Sciences

22 (57,9%)

Humanities 34 (89,5%)

Physical
Education

31 (81.6%)

0 10 20 30 40
Fig. 3. The attitude of scientific and pedagogical
staff to the appropriateness of using educational
games in the educational process of certain aca-

demic disciplines

Thus, it should be noted that scientific and
pedagogical staff, in general, use the game
method of teaching with different frequencies,
believe that game methods motivate and in-
crease the interest of students in studying the
discipline, reducing their level of anxiety. A
significant part of teachers prefers business
games, team games, noting that educational
games can be used when studying various ac-
ademic disciplines, while not attaching much
importance to game elements.

The study of the students’ opinions shows
that more than half of the students noted the
use of educational games in the educational
process from time to time, while a significant
number of students (81.1%) are convinced
that educational games make the educational
process more interesting. The vast majority of
students note various advantages of educa-
tional games, while a very small part of stu-
dents does not see any advantages of this
learning method (Fig. 4).
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3. In your opinion, what are the advantages
of educational games?
122 answers

Better learning
of the material

Increased cognitive
interest

Reduced anxiety

Games have
no benefits

Fig. 4. Attitude of students towards the ad-
vantages of the game-based learning method

Regarding the types of educational games,
the majority of students (54.1%) prefer quizzes
or (37.7%) guessing games and business or
role-playing games with simulation of situa-
tions, a small part (5.7%) prefer computer
games. At the same time, a small part of stu-
dents (2.5%) has a negative attitude towards
games in the educational process. It should be
noted that the majority of students see a pos-
itive impact of game elements on motivation to
study better: 50% are convinced that points,
ratings, badges, etc. stimulate, 46.7% that
they partially stimulate. At the same time, for
3.3% of students, game elements of an educa-
tional game are not important.

Regarding the form of the educational
game, the majority of students (58.2%) con-
sider team (group) play to be the best option,
for 23% of students the form of the game does
not matter, 13.9% prefer pair play and 4.9%
prefer individual play. The vast majority of
students (68.9%) are convinced that educa-
tional games do not interfere with the serious
perception of the academic discipline, 16.4%
of students are hesitant about this, and 3.3%
believe that they do.

It should be noted that the vast majority of
students would like the game method to be
used when learning a foreign language, with
49.2% of students believing that the game
method helps in better learning a foreign lan-
guage, and 48.4% thinking that this method
makes the learning process more interesting
(Fig. 5).

8. Would you like to see the game-based
method used when learning a foreign lan-
guage?

122 answers

48,4%

® Yes, it would help
with language acquisition.
® VYes, it would be interesting.
No, it would be distracting.
® No, it would be a waste

of time.
49,2%

Fig. 5. Attitude of students towards the use of the
game-based method in learning a foreign language

Thus, the vast majority of students note
various advantages of educational games,
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prefer quizzes or guessing games, see the pos-
itive impact of game elements on motivation to
learn better, prefer team (group) games, think
that educational games do not interfere with
the serious perception of the academic disci-
pline, and would like the game-based method
to be used when learning a foreign language.

Considering the survey results, we devel-
oped a set of educational group guessing
games using cards for use in ESP classes.
They are aimed at developing language and
speech skills, as well as motivating students
to learn a foreign language, making the learn-
ing process more interesting, creating a fa-
vourable atmosphere in the group, and reduc-
ing anxiety levels. Feedback from students
after using these educational games indicates
that the use of the game-based method
achieves the set goals.

Conclusions and prospects. Thus, the
games used in the educational process are ed-
ucational games specially designed for educa-
tional purposes, or those that have additional
educational value. Game-based learning de-
scribes an approach to teaching where stu-
dents explore relevant aspects of games in an
educational context developed by the teacher.
Learning a foreign language using game-based
method by students of special education is of
particular importance, since the future profes-
sional activities of speech therapists quite of-
ten include game activities and the use of var-
ious types of games to achieve therapeutic
goals. Scientific and pedagogical staff of
Bohdan Khmelnytsky Cherkasy National Uni-
versity, in general, use the game-based
method of teaching with varying frequency,
believe that game-based methods motivate
and increase the interest of students in stud-
ying the discipline, reducing their level of anx-
iety. The vast majority of students note vari-
ous advantages of educational games, prefer
team (group) games and would like the game
method to be used when learning a foreign
language. The topic of further research

involves the development of a set of educa-
tional games with simulation of a professional
situation.
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KYAIII Ipuna
KaHAWAAaTKa [IeIaTOTiYHUX HayK, JOIIEHTKA, 3aBioyBadyka KaTeapH iHO3eMHUX MOB,
YepkacbKUil HalliOHAABHUH yHiBepcuTeT iMeHi Bormana XmMeAbHHUIIBKOTO
TPYBEHKO Ipuna
KaHAUAaTKa (PiAOAOTIYHUX HAyK, AOLEHTKA KaTeaApH iIHO3eMHHUX MOB,
YepkacbKHi HalliOHaABHUM yHiBepcuTeT iMeHi Bormana XMeABHHUIIBKOIO

ITPOBHI METOL Y HAB‘-IAHHIvIHO3EMHO.I' MOBH ITPO®PECIHHOI'O CIIPSIMYBAHHS
MAHWBYTHIMH AOTOIIEOJAMH

Anomauisi. Bcmyn. BugueHHsi iHO3eMHOi MO8U npogpe-
citinozo cnpsimyearms (IMIIC) cmae Hegid'emHol0 uacmu-
Ho npogpeciiiHol nidzomoskKu MmallbymHix cheyianicmie.
Memoro surkniadauis € nowyk memoois ma nioxo0ig Ot Mo-
mueayii ma nidsuweHHs: iHmepecy 00 8UBUEHHST OUCYUUN-
AHU. OOHUM 13 Memo0i8, UL0 chpusie 00CSIZHEHHI0 noCcmas-
NleHux yinet, e izposuili memoo. HasuanvHi izpu— ye iepu,
WO BUKOPUCMOBYIOMBLCSL 8 0C8IMHLOMY NPOUeCi, cneuia-
JIbHO po3pobreHi 0nst ocsimHix yineli abo marome dooam-
Ko8y 0C8IMHIO  UIHHICMb. HasuanvHi  iepu, wo
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sukopucmosyromscs Ha 3ansmmsix 3 IMIIC, cnpsimoeaHi Ha
DO3BUMOK PIBHUX MOBHUX MA MOBNEHHEBUX HABUUOK 300-
byeauis oceimu, a MaKoIK HA Po38UMOK HABUUOK 3002a0KU,
KpeamugHocmi, pobomu 8 KOMAHOL, KPUMUUHO20 MUC-
JIeHHSL, MOU40.

Memoto docnioskeHHsT € 06TPYHMYBAHHS ePeKmusHO-
Ccmi 8UKOPUCMAHHSL 12p08020 Memody Nni0 UaC BUSUEHHS.
IMIIC, sueueHHs1 OYMOK HAYKOBO-NeOaz02iUHUX NPAUIBHU-
Kie ma cmyodeHmie wodo HasUaIbHUX i20p ma ix sacmocy-
BAHMSL 8 HABUAILHOMY NPOUEC], po3podka amicmy Kypcy 3


https://www.thoughtco.com/tlm-teaching-learning-materials-2081658
https://www.thoughtco.com/tlm-teaching-learning-materials-2081658
https://en.wikipedia.org/wiki/ThoughtCo
https://web.archive.org/web/20180414170042/https:/www.thoughtco.com/tlm-teaching-learning-materials-2081658

BicHuk YepkachKoro HallioHAABHOTO YHiBepcuTeTy iMeHi Bormana XMeAbHHITBKOT0

IMTIC onst cmyoenmie oceimHboi npoepamu «\ozonedis» ma
KOMNNEKCY HABUANbHUX 20D, CNPSIMOBAHUX HO PO3BUMOK
MOBHUX MA MOBNEHHEBUX HABUUOK, 30020KU MA MEOPUUX
HABUUOK, G MAKOX PO3ULUPEHHSL 3HAHb NPO C8im, C8010
KpaiHy, C80E MICMO Ma NOBCKOEHHI IKUMmesi npobriemu.

Memoou. /[locnioxeHHst NpoeooUNOCs. WISIXOM 8U-
BUEHHSL JlimepamypHUx o)Kepes 3 memu, 30Kpema, i2posoi
OisiibHOCMi ma 2p0o8o20 Memody, NpPo8edeHHsT onumy-
B8AHHSL HAYKOB0-Nedaz02iuHUX NpayisHUKie ma 3006ysauis
ocgimu Yy popmi aHKemu wo00 HABUANIbHUX 20p, cmas-
JleHHsL 00 HUX, BUKOPUCMAHHSL 120p Y BUBUEHHI DI3HUX KYP-
cig, izposux ¢popm, enemeHmie ma egexmusHocmi, eu-
BUEHHSL HABUANIBLHOI Npozpamu  0C8IMHLOL npopamu
«/Aozoneoiswy.

Pesynomamu. JJocniosKeHHs. NOKA3YE, WO HAYKO80-ne-
0a202IUHI NPAYIBHUKU, 3A20710M, BUKOPUCMO8YIOMb 2P08UTL
Memo0 HABUAHHSL 3 PI3HOK UACMOMOI0, 88AXKAIOMb, WO i2-
PO8i Memoou MOmusyroms ma nid8UULYMb iHmepec cmy-
OdeHmig 00 8UBUEHHSL OUCUUNIIHU, 3HUIKYIOUU piBeHb IXHbOT
mpueorxHocmi. 3HauHa uacmuHa sukiaoauis giodae nepe-
8azy OLNoBUM i2paM, KOMAHOHUM 2paM, 3A3HAUAIOUU, ULO
HABUANLHI 2pU MOXKHA 8ukopucmosysamu nid uac eu-
SUEHHSL PIBHUX HABUANLHUX OUCUUNILH, NPU UbOMY He HA-
darouu eenuKozo0 3HaUeHHs ieposum enemenmanm. Ilepesa-
JKHa 6inbwicms cmyoeHmig 8i03HAUAIOMb PI3HI nepesazu
HasuanbHUX i2op, 8iddarome nepesazy sikmopuHam abo ie-
pam Ha 3002a0ky, bauams NO3UMUBHUT 8NJLUB i2PO8UX esle-
MeHMI8 Ha MOMUBAYil0 00 Kpaui0zo HagUAHHsL, 8lodaromo
nepesazy KOMAHOHUM (2pYnosum) i2pam, 88axcaroms, Ui0
HABUANLHI i2DU He 3a8a’Kaomb Ceplio3HOMY CNPUTHSIMMIO
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HasuanbHoi ducyuniiHu, ma xominu 6, wob izposuii memood
suropucmosyeascst hio uac susuerHst IMIIC.

OpuziHansHicms. Pesynsmamu 00CniOsKeHHsT ma onu-
myseaHHs 6YaAU 8pax08aHi ni0 uac pos3pobku niOpyuHukKa
ma cmeopeHHst Habopy HABUANIbHUX (20D.

BucHogoxk. HasuaneHi izpu — ye izpu, sKi CneyiaibHO po-
3pobneHi O HasuanbHUX yineli abo maroms 000amKo8y
HAa8UANbHY YiHHICMb. BugueHHs iHO3eMHOI MO8U npogheciii-
HO020 CNPSAMYBAHHSL i3 30CMOCYBAHHSM 12P08020 Memooy
cmyodeHmamu cneyianbHoi oceimu wmae ocobruee 3HA-
UEeHHSl, OCKLIbKU MallbymHsi npogpeciliHa OisilbHICMb J1020-
neodig docums UaCMo 8KIOUAE 2p08Y OiSLIbHICMb MA 8UKO-
PUCMAHHS — piBHUX  8udi8 120p  Oasl  OOCSlZHEeHHSs
mepanesmuuHux uyinet. 3anponoHo8aHi HABUANLHI 2pY-
noei izpu Ha 3002a0KY 3 BUKOPUCMAHHIAM KAPMOK 05l 8U-
KopucmarHs Ha 3aHsmmsx 3 IMIIC cnpsimogaHi HA po3&u-
MOK MOBHUX MA MOBNEHHEBUX HABUUOK, G MAKOXK HA
Mmomusayiro cmyoeHmie 00 8UBUEHHS IHO3eMHOT MO8U, POb-
JSIMb NPOUEC HABUAHHS YIKABIUUM, CMEOPIOI0Mb CNPUSIM-
AUBY ammocgpepy 8 2pyni ma 3HUXKYOMb pieeHb MPUBOIK-
Hocmi. Bideyku cmyoeHmig nicisi SUKOPUCMAHHS UUX
HABUANLHUX [20p C8I0UamMb NPo me, Ul0 BUKOPUCMAHHSL ie-
p08020 Memooy docsizae NOCMaesaeHuUxX yinetl.

Knrouoei cnoea: iHozemHa M08aQ NPogheciiiHozo cnpsi-
MYBAHHSL, 12p0o8Ull Memoo, 2poea OisLIbHICMb, HABUANILHA
2pa, HasUANLHUL NPOUec, Po38UMOK MOBHUX MA MOBAEH-
HEBUX HABUUOK, MOMUBAUISL 00 HABUAHHSL, HABUALHA AM-
Mmocgpepa.
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DEVELOPING ENGLISH PRODUCTIVE COMPETENCE: THEORETICAL FOUNDATIONS

Summary. Introduction. This article explores the
multifaceted theoretical foundations of English
productive competence, particularly within the
specialised context of pre-service foreign language
(FL) teacher education. The need for this exploration
stems from a shift in tertiary language pedagogy
from isolated skills and decontextualised practice
toward a more dynamic, cognitively demanding, and
socially situated understanding of language use.
The study is premised on the view that methodo-
logies based mainly on reproduction, memorisation,
or discrete-point testing may be insufficient when
used in isolation to develop the generative and
interactional speaking abilities required of future
teachers. Rather than merely reproducing prepared
language, teacher-trainees must learn to generate it
spontaneously while simultaneously managing
classroom discourse.

The primary purpose of this paper is to provide a
comprehensive theoretical overview of the
psycholinguistic, cognitive, and  pedagogical
mechanisms involved in producing fluent, accurate,
and complex spoken discourse in English as a FL.
Although productive competence includes both
spoken and written production, the present analysis
focuses on speech because pre-service teachers
must use English in real time to manage classroom
interaction. Addressing the problem from the
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perspectives of applied linguistics, cognitive psycho-
logy, and language pedagogy, the paper emphasises
the distinctive requirements placed on future
educators. Its central goal is to describe the cognitive
architecture of speech production, analyse affective
and interactional barriers to participation, and
explain how structured collaborative mechanisms may
contribute to professional pedagogical competence.

Methods. The research uses a narrative theore-
tical review, conceptual modelling, and cross-
disciplinary synthesis integrating psycholinguistics,
cognitive psychology, language assessment, and
sociocultural pedagogy to clarify the mechanisms
underlying FL speech production and pedagogical
competence.

Results. The central argument of this paper is
that English productive competence can be
conceptualised as a complex, dual-layered construct
encompassing  cognitive  speech  processing,
structural linguistic resources, interactional control,
and pedagogical modelling. The study describes the
processing demands associated with speech
formulation and examines anxiety-related silence as
a barrier to productive participation. It then
considers how the Output Hypothesis may promote
noticing, hypothesis testing, and metalinguistic
reflection. Another significant aspect is the proposed
integration of Project-Based Collaborative Learning





