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ABSTRACT

Motivation is one of the vital factors in learning a language, the feelings and excitement offered by
extra enthusiasm for students to learn a second language in a better way. For the past twenty years,
teaching methods have been developed to enhance the students’ motivation with the purpose of improving
their language skills. Using games in ESL classroom is one of such methods supplementing the teaching-
learning process. In this article, we examined how gamified method of teaching ESL may affect the attitude
of university students towards the language and their level of motivation. The study was conducted to 112
freshmen of the National University of Life and Environmental Sciences of Ukraine. The design of this study
was quantitative in nature that employed two questionnaires as a measuring instrument. The participants
were required to answer all the items of the questionnaires, giving their own perceptions about 1) their
experience of learning English and 2) their attitudes toward using games in learning English to boost their
learning motivation. The obtained data revealed that using gamified training sessions was mostly successful
in enhancing students’ motivation in learning English and the majority of students revealed positive
attitudes to using games in language learning. Only 6% of students wrote in the descriptive questions that
they did not build confidence and their level of interest in English learning remained low during the
training sessions. It is very important that students mentioned that their level of motivation and confidence
increased and they felt much more secure and safe. The total percentage of students who revealed increased
motivation and confidence after Kahoot-based training sessions was 66%, 28% of students remained
neutral and 6% of students wrote in the descriptive questions that they did not build confidence and their
level of interest in English learning remained low during the training sessions. The fact that a vast majority
of students revealed positive attitudes to using games in language learning suggests that this method could

be of use when utilized systematically over the academic year. However, university teachers should try
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various approaches and strategies to create a supportive learning environment in the classroom where

learners feel interested, safe and secure to set and pursue their learning goals. In our further research, we will

try to investigate other methods of keeping students motivated and engaged in ESL learning.

Keywords: motivation,; ESL teaching/learning; gamified method; training sessions.

1. INTRODUCTION
The problem setting. The English
language plays an important role in today’s
communication society which is continuously
increasing as the world rapidly moves towards
globalization. Learning a second language assists
students in gaining achievements in academic
areas. It has been proved that learners with
higher motivation do better in English, and
learners with self-confidence tend to be more
successful in learning. For the past twenty years,
teaching methods have been developed to
enhance the students’ motivation and self-
confidence with the purpose of improving their
language skills. The contemporary society is
constantly changing and developing new tech-
nologies. Using games in ESL classroom is one
of such methods supplementing the teaching-
learning process. Games are fun activities that
promote learning motivation, critical thinking,
interaction, and problem solving. According to
Martinson and Chu, “games are effective tools
for learning because they offer students a
hypothetical environment in which they can
explore alternative decisions without the risk of
failure. Thought and action are combined into
purposeful behaviour to accomplish a goal.
Playing games teaches us how to strategize, to
consider alternatives, and to think flexibly” [9,

478]. Games stimulate interactivity and allow the
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students to work collaboratively as a team
towards a common goal. This collaborative
effort promotes motivation to succeed and learn
from each other. Despite this interest in using
online games-based learning, there is a lack of
empirical evidence supporting the validity of this
approach in the Ukrainian context which makes
our study topical.

Analysis of recent studies and publica-
tions. So far, there have been conducted a great
number of domestic and foreign studies related
to the issue of using games to enhance students’
motivation in ESL learning [1; 2; 3; 4; 7; §]. For
one, C. Ray Graham and Mark M. Walsh in their
“Adult Education ESL Teachers Guide” suggest
that three ways to keep students motivated
enough to come to class are 1) to assure that
students feel they are making progress toward
their goals, 2) to make sure there is the
opportunity for enjoyment in the classroom, and
3) to offer lessons that are relevant to them [5].
Wright, Betteridge and Buckby explore the
benefits of using games in the ESL classroom
and how they might be used to motivate students
[1]. Games are not activities mainly aimed to
break the ice between students or diverse from
routine activities, but a way of getting the learner
to use the language in the natural context. Games
provide a constructivist classroom environment

where students learn through performance, active
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discovery, from their own mistakes and also from
each other which involves extensive cognitive
processing. Games can provide intense and
meaningful practice of language, then they must
be regarded as central to a teacher's repertoire.
Aydan Ersoz claims, that “games are highly
motivating since they are amusing and at the
same time challenging. Furthermore, they employ
meaningful and useful language in real contexts.
They

cooperation” [3]. The advantages of using games

also encourage and increase
in the classroom are as follows: games are a
welcome break from the usual routine of the
language

challenging; learning a language requires a great

class; they are motivating and
deal of effort; games help students to make and
sustain the effort of learning; games provide
language practice in the various skills- speaking,
writing, listening and reading; they encourage
students to interact and communicate; they create
a meaningful context for language use [3]. Thus,
games have a potential to boost language learning
and make this process more engaging and effec-
tive. The reasons for this statement are as follows:
games get students involved in their learning;
they motivate them; games encourage creative
language;
introduce a change in formal learning situations;

and spontaneous use of games

games create a pleasant stress-free and relaxing

atmosphere in a language class; games
unconsciously promote and practise all four basic
language skills, such as listening, reading,

speaking and writing; games help the teacher to
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create contexts in which the language is useful
and meaningful; games decrease student’s anxiety
to speak in front of the other students; they feel
less intimidated in this, less formal learning
situation; games are student-centred; games can
promote collaboration among students; and games
can connect to a variety of intelligences [8].

The purpose of this study is to discover
whether using gamified training sessions will:

- change ESL students’ feelings and atti-
tudes toward learning English, and

- enhance their learning motivation.

2. RESEARCH METHODS

In our study we used both theoretical
(literature review) and empirical methods
(questionnaires) to make it possible to answer the
main questions addressed in the present paper.
The study was conducted to 112 freshmen (4
groups of students) who had a similar English
learning experience. The study was conducted
during semester I of the 2017-2018 academic
year at the National University of Life and
Environmental Sciences of Ukraine. The design
of this study was quantitative in nature that is de-
scriptive and inferential as well. Two question-
naires were employed as a measuring instrument.
The participants were required to answer all the
items of the questionnaires, giving their own per-
ceptions about 1) their experience of learning
English and 2) their attitudes toward using games
in learning English to boost their learning motiva-
tion.

3. THE RESULTS AND DISCUSSION
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According to the goals of this study, the
researcher aims to investigate how games affect
students’ motivation — a powerful factor in ESL
learning.

Motivation is known as a stimulant for
achieving a specific target. According to Gard-
ner‘s theory [4], motivation is a kind of central
mental engine or energy-center that includes ef-
fort, want or will (cognition) and task-enjoyment
(affect). Motivation provides the primary momen-
tum to initiate L2 learning and all the other fac-
tors involved in L2 acquisition presuppose moti-
vation to some extent. Without sufficient motiva-
tion, even individuals with the most remarkable
abilities cannot accomplish long-term goals, and
neither are appropriate curricula and good teach-
ing enough on their own to ensure learner
achievement.

According to Hussin, Maarof and D’Cruz,
“teachers need to find creative ways to teach the
language and increase the student’s motivation to
learn the language and to eventually appreciate
the language” [7]. Learning motivation is
considered to be a key factor to success in second
language acquisition which can develop students’
curiosity about learning English. Motivation
works as the starting point for learning and
supporting the process of foreign language
acquisition. In fact, we can say that if there is lack
of motivation, no student will be able to continue
with the process of achieving language
proficiency; on the other hand, high motivation

will be useful for learners to attain proper
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proficiency in the second language, even if their
aptitude or learning conditions are not appropriate
[2]. Harmer states that motivation is a type of
initiative that encourages someone to do things to
reach a goal. Furthermore, this is fundamental to
succeed in most fields of learning; without such
motivation, we will not be able to make the effort
to learn. For this reason, it is necessary to
understand the role it has when learning a
language [6]. The author of this paper suggests
that the use of gamified training sessions in ESL
learning will show the direct relationship between
engaging gamified learning and increased
motivation.

Prior to wusing gamified training
sessions, students were given a questionnaire
containing 18 questions about their feeling
toward the conventional English lessons they
used to have at school before entering the
university, the teaching method used by teachers,
their level of learning motivation and confidence.

The
showed that the students generally were neutral
in looking forward to English lessons (40%). The

participants’ responses revealed that 32% of

responses to the questionnaire

students did not feel confident to speak English
and 38% of students get confused to ask questions
41% (agree) and 18%
(strongly agree) of students thought that it is

during the lesson.

important to learn English and no one said that
English is unimportant. On the questions focusing
on the teaching methods, it was revealed that
19% (strongly agree) and 38% (agree) liked it
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Table 1

Students’ feelings toward learning English before using gamified training sessions

Statement Strongly Agree Neutral Disagree Strongly disa-
agree gree

1. I usually look forward to my English | 9% 22% 40% 25% 4%
lesson
2. I think it is important to learn English 18% 41% 39% 2% 0%
3. I like doing grammar exercises in the | 5% 6% 8% 39% 42%
textbook in order to better learn English
4. I like working in groups when learning | 12% 16% 33% 29% 10%
English
5.1 think that learning English is quite bor- | 4% 9% 26% 43% 18%
ing
6. I think English is hard to learn 9% 20% 41% 18% 12%
7. English is my favourite subject to learn 13% 27% 29% 13% 8%
8. I like it when the teacher uses visual | 19% 38% 24% 18% 1%
aids, games, a lot of activities to teach
English
9. I get confused to ask questions during | 17% 35% 28% 12% 8%
the lesson
10. I prefer independent activities rather | 7% 24% 32% 17% 10%
than cooperative learning
11. I do not feel confident to speak English | 27% 32% 26% 8% 7%
and it makes me feel worried.
12. When I miss the lesson, I never ask my | 4% 6% 46% 23% 21%
peers for the homework.
13. I cannot apply the knowledge of Eng- | 19% 34% 25% 18% 4%
lish in the real life
14. 1 am not satisfied with my | 23% 30% 36% 9% 2%
achievements in English
15. 1 have little motivation and interest in | 2% 5% 31% 39% 13%
learning English
16. Learning English helps me to com- | 14% 23% 31% 21% 11%
municate with natives and surf the Internet
17. Learning English with the help of ICT | 22% 29% 36% 12% 1%
is much more effective than traditional
learning
18. I learn English just to pass the exams 4% 11% 28% 30% 27%

when the teacher uses visual aids, games, a lot
of activities to teach English, however, only 27%
of students (10% +17%) preferred cooperative
learning rather than independent activities and
28% of students (12% +16%) liked working in
groups when learning English. Despite the
importance of learning English, 4% strongly
agreed that they learn English just to pass the
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exams and 2% had little motivation and interest
in learning English. 19% of students strongly
agreed that they could not apply the knowledge
of English in the real life and for /4% and 23%
of respondents learning English was not helpful
to establish contacts with natives or surf the
Internet.

In order to change students’ attitudes
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towards learning English and boost their
motivation and confidence we decided to conduct
a series of training sessions for students with the
help of Kahoot game-based method of teaching
ESL.

According to Talak-Kiryk [10], some
characteristics of good games are as follows:

They are based on a learning objective.

PSYCHOLOGICAL JOURNAL
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They require interaction.

Games include everyone [10, p.12-13].

Based on these criteria, we developed a
series of gamified training sessions (8 in total) to
boost students’ motivation and confidence in
ESL.

The stages were as follows:

Table 2

Stages of Gamified Training Sessions

Stage Name

Content

Stage 1:

Material Preparation

The total number of 8 games and quizzes were designed on the topics
(according to the Curriculum for the students of the Automatization
and Computer Integrated Technology Faculty):

Types of energy.

The history of electricity.
Electricity and magnetism.
The nature of magnetism.
Electric current.
Alternating current.

Direct current.

New elements of the Periodic Table.

Stage 2:

Class Preparation

Students were asked to bring their smart phones or laptops to the
classroom and explained the procedure of the game and the scoring
rules.

Stage 3:

Kahoot training sessions

The games and quizzes designed by the researcher were used to
review the material learned during the practical lessons. Giving

feedback to students.

They give the player control over his own
destiny.

They include doable challenges.

They are fun and interesting, thus moti-
vating.

They are based on reality in order to in-
trinsically motivate the players to continue to

play the game.
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At the end of the semester, students were
given another questionnaire consisting of 12
optional questions and 2 items of descriptive
questions, in order to find out the students’
attitudes toward using games in ESL learning and
changes it made to their level of motivation and
confidence. The results of the questionnaire are

presented in Table 2.
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Table 3
Students’ Attitudes toward Learning English after
Using Gamified Training Sessions
Statement Strongly Agree Neutral Disagree Strongly
agree disagree
1. I think using learning games is useful for | 22% 25% 40% 9% 4%
both students and teachers
2. I think learning English should not have | 8% 14% 39% 23% 16%
fun as a necessary requirement.
3. I consider using online games is a waste | 5% 6% 8% 39% 42%
of time.
4. 1 believe that game based learning in | 22% 26% 23% 19% 10%
higher education should be an important
teaching tool
5. I believe that using games creates a | 24% 34% 36% 6% 0%
more motivating learning environment
6. I felt more relaxed and confident to use | 29% 33% 24% 8% 6%
English during the training session
7. Working as a team helped me to im- | 13% 27% 29% 13% 8%
prove my English
8. I found it to be fun and engaging to learn | 19% 38% 24% 18% 1%
English using online games
9. Comments from my teacher and peers | 17% 35% 32% 9% 7%
gave me more confidence to try harder
10. I feel I learned more vocabulary and | 17% 24% 32% 10% 7%
improved my memory during the training
sessions
11. T was more active and engaged in the | 27% 32% 26% 8% 7%
activity during the training sessions
12. 1 feel I started speaking more English | 21% 23% 46% 6% 4%
at the training sessions

The data from Table 3 revealed that using
gamified training sessions was successful in en-
hancing students’ confidence and motivation in
learning English. 22% of students strongly agreed
and 25% of students agreed that using online
learning games is useful for both students and
teachers; 24% and 35% of students respectively
thought that using online games creates a more
motivating learning environment. However, 11%
(5%+6%) considered using online games to be a

waste of time. 8% and 14% of students respec-
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tively, thought that learning English should not
have fun as a necessary requirement. Judging
from the chart below, the percentage of students
who felt positive effect of using gamified training
sessions on their ESL learning was quite high.
From the descriptive questions about what
students liked best about using Kahoot in
teaching/learning English, most of the students
wrote they liked the engaging and cooperative
atmosphere and wanted such games to be used

often during English lessons. They also wrote that
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Statement
Q10: I feel I learned more vocabulary and improved my memory during the training sessions 0.17 0.24
Q11: I was more active and engaged in the activity during the training sessions 0.27 0.32
QI12: I feel I started speaking more English at the training sessions 0.21 0.23
Q6: I felt more relaxed and confident to use English during the training session 0.29 0.33
Q7: Working as a team helped me to improve my English 0.13 0.27
QS: I found it to be fun and engaging to learn English using online games 0.19 0.38
Q9: Comments from my teacher and peers gave me more confidence to try harder 0.17 0.35

Chart 1. Percentage of students who felt a positive effect of using gamified training sessions on

their ESL learning

it gave them challenge to compete with other
students and made them relaxed. Also, students
mentioned that their level of motivation and
confidence increased and they felt much more
secure and safe. The total percentage of students
who revealed increased motivation and
confidence after Kahoot-based training sessions
was 66%; 28% of students remained neutral and
6% of students wrote in the descriptive questions
that they did not build confidence and their level
of interest in English learning remained low
during the training sessions (see Chart 2).

4. CONCLUSIONS AND PROSPECTS
FOR FURTHER RESEARCH

Effective ESL

always been one of the most important interest

teaching/learning  has

areas for researchers, educators-practitioners.
This paper contributes to the discussion on how
the game-based method of teaching ESL may

affect the attitude of university students towards

DOI (Article): https://doi.org/10.31108/1.2018.7.17.10

M Increased level of motivation and
confidence

H Same level of motivation and
confidence

Did not develop motivation and
confidence

Chart 2. Distribution of students’ answers to
the descriptive questions as to their motivation
and confidence after Kahoot-based training
sessions

the language and their level of motivation.

The obtained data revealed that using
gamified training sessions was successful in
enhancing students’ confidence and motivation in
learning English. Only 6% of students wrote in
the descriptive questions that they did not build
confidence and their level of interest in English
learning remained low during the training

sessions.
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The fact that a vast majority of students
revealed positive attitudes to using games in
language learning suggests that this method could
be of use when utilized systematically over the
academic year. However, 11% considered using
online games to be a waste of time and 22% of
students thought that learning English should not
have fun as a necessary requirement. It means,
therefore, that an essential part of the teacher’s
role is to try various approaches and strategies to
create a supportive learning environment in the
classroom where learners feel interested, safe and
secure to set and pursue their learning goals. In
our further research, we will try to investigate
other methods of keeping students motivated and

engaged in ESL learning.
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Humoéan Ceimnana

Kanouoam ncuxonocivnux nayx, ooyenm, ooyenm Kageopu
aHenilCbKOL MOBU OJisl MEXHIYHUX ma azpoOionociyHux cne-
yianvnocmeti, Hayionanvuuili ynieepcumem 6iopecypcie i
npupoooxopucmyeanns Yrpainu, m. Kuie (Yxpaina)

I'POBI TPEHIHI'A Y HIABUIIEHHI
MOTHUBAILII OO0 BUBYEHHSA
AHI'VIIMCBKOI MOBHM

Anomauia. MoTuBallis € OTHUM 13 HaJ-
3BHYAfHO BaXXJIMBUX YMHHUKIB Y BUBUEHHI MOBH,
0 JoAa€ CTyIAeHTaM eHTy3iazmy. llpoTsrom

OCTaHHIX JBAISTH POKiIB Oyl po3pobiIeHi MeTo-
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JVMKW HaBYaHHS, COPSIMOBaH1 HA MIABHUILEHHS MO-
THUBAIlil CTYJIEHTIB 3 METOI IOKpPAIICHHs IXHiX
MOBJICHHEBUX HaBUYOK. BukopucranHs irop B
ayauTopii € OJHUM 3 TaKUX METOJIB, IO JOIMOB-
HIOIOTh MPOIIEC HaBYaHHI. Y il CTaTTi MH
pPO3TISIHYIN, SK ITPOBUH METOJ BHUKJIAJaHHS
AHTJIHCHKOT MOBH CIICI[IQJIBHOTO BXHTKY MOXE
BIUIMHYTH Ha CTaBIIEHHS CTYJCHTIB A0 MOBHU Ta
piBHA iXHBOI MoTHBaii. Jlocnimkennsa Oymno mpo-
BEJEHO 13 3aiydeHHsM 112 meplioKypcHUKIB
HarmionansHoro yHiBepcuteTy 6iopecypciB i mpu-
pOIOKOpUCTYBaHHS YKpainu. /[u3aitH uporo go-
cIi/pKeHHs! OyB KUIBKICHUM 32 XapaKTepoM 3 BH-

IHCTpYMEHTY

[IOBUHHI

KOpUCTaHHAM  OBOX AHKET K

OLIIHIOBAHHS. YyacHUKH Oy
BIAMOBICTA HA BCl1 NUTAHHS aHKETH, HAJAO4M 1H-
dopmartito mpo 1) cBif  J0OCBiA BHUBYEHHS
aHITIMCHhKOT MOBH Ta 2) BJIaCHE CTABJIECHHS 10 BU-
KOPUCTaHHS Irop NMpH BUBYEHHI aHINIIHCHKOI MO-
BU JUIS MIABUINEHHS IXHHO0I MOTHBANI]l HaBUYaHHS.
OTpumaHi JaHi TOKa3ajiM, LI0 BHUKOPUCTaHHS
ITPOBUX TPEHIHTIB OCHOBHOMY CHpPUSUIO TMOKpa-
IIEHHIO MOTHBAlll CTYAEHTIB Yy BUBYEHHI
AHTITIMCHKOT MOBH, 1 OUTBIIICTH CTYJCHTIB BUSBU-
T TIO3UTHBHE CTAaBJICHHS 10 BUKOPHCTAHHS irop
y BUBYEHHI MOBH. Tiibku 6% CTyJIEHTIB Hamuca-
JIM B ONMCOBUX MHUTAHHSX, 1110 BOHU HE PO3BUHY-
JIM BIOEBHEHOCTI, 1 X piBeHb 1HTEpECY 10 BUBUECH-
HSl QHIJIHCHKOT MOBH 3aJMIIABCSl HU3BKUM IIiJ
Yyac HaBYaJIbHUX ceciid. Tol ¢akT, 1o nepeBakHa
OUTBINICTh CTY/AEHTIB BUSBUWJIM MO3UTHBHE CTaB-
JIEHHS! 10 BUKOPHUCTAHHS 1rop MpH BUBYEHHI MO-
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KOPUCHHM IIPH CHUCTEMaTHYHOMY BHKOPHCTaHHI
NPOTSTOM akajeMiuyHoro poky. Ilpore Bukianadi
YHIBEPCUTETIB MMOBHUHHI 3aCTOCOBYBATH PI3HI ITiJI-
XOAM Ta CTpaTerii Uil CTBOPEHHS CHPUSATINBOTO
HABYAJIBHOTO CEPEeJOBHINA B ayAUTOpii, 00 CTY-
JNEHTH TOYyBaJIUCS 3alliKaBJICHUMH, MOTHBOBA-
HUMH JJIs1 IOCSITHEHHS CBOiX HaBYAJIbHUX IILJICH.
Knwuosi cnosa: motuBalisi; BUBYCHHS
AHITIKMCHKOT SIK JIPYroi MOBH; irpOBHH METOI;

TPEHIHT.

Hovimoan Ceemnana

Kanouoam ncuxonozuueckux nayx, ooyenm, doyenm kagpe-
Opbl AH2IULICKO20 A3bIKA OIS MEXHUYECKUX U a2poOuonozu-
yeckux cneyuanvhocmetl, Hayuonanohulli yHugepcumem
buopecypcos u npupodoucnoav3oganus Yrpaumsi, 2. Kues

(Yrpauna)

HUT'POBBIE TPEHUHI'U B TIOBBIINIEHUH
MOTUBAIIUU K U3YUYEHUIO
AHTJIMUCKOTI O SA3bIKA

Annomayun. MotuBauus SBISETCS OJ-
HUM U3 BOXHEUIHMX (DAaKTOPOB B M3yUCHUU SI3bI-
Ka, 4TO MPUJAET CTyJAEHTaM dHTy3ua3ma. B teue-
HUE€ TIOCIIETHUX JIBaJIlIaTh JIET ObUTH pa3paboTa-
Hbl METOJIMKH OOYydYeHUs, HampaBleHHbIC HA IO-
BBIIIICHNE MOTHBAIIMK CTYICHTOB C IICIBIO YITyd-
IICHUsSI WX PEYEBBIX HABBIKOB. lcroyb3oBaHHE
UTp B ay[IUTOPUU SBIISETCS OJHUM U3 TaKHX Me-
TOJIOB, JOIOJHSIONMX Tporecc oOydeHus. B
ATOU CTaThe MBI PACCMOTPENH, KaK UTPOBON Me-
TOJI TIPETIOJIaBaHUs AHTJIMMCKOTO sI3bIKA CITCITH-
QJILHOTO YMOTPeOJIeHUSI MOXKET MOBIHUATH HA OT-
HOIIIEHUE CTYJICHTOB K S3bIKY M YPOBHIO HX MO-
tuBanuu. McciieoBanue ObLIO MPOBEICHO C IMPH-

BiedeHueM 112 nepBokypcHukoB HanmonanbHo-

© Tsymbal Svitlana

http://'www.apsijournal.com/


https://doi.org/10.31108/2018vol12iss2

ISSN 2414-0023 (Print)
ISSN 2414-004X (Online)

DOI (Issue): https://doi.org/10.31108/1.2018.7.17

ro YHUBEpPCHUTETa OUOPECYpCOB U MPUPOJIONOIb-
30BaHUs YKpauHbl. J[M3ailH 3TOro UCCIEN0BaHUS
ObLT KOJTMYECTBEHHBIM I10 XapaKTepy C UCIONb30-
BAaHUEM JIBYX aHKET KaK MHCTPYMEHTA OLIEHHBa-
HUS. YYaCTHHUKH JOJDKHBI OBLTM OTBETUTH HA BCE
BOIIPOCHI aHKETHI, IPEIOCTaBIIsAs HH(GOPMAIIUIO O
1) cBOEM OmbITE M3YYEHMSI aHTJIMHCKOTO SI3bIKa U
2) cBOEM OTHOIIIEHUU K UCIOJIB30BAHUIO UTP MIPU
W3Y4YEHUU AQHIJIMMCKOTO SI3bIKA JUISl TOBBIIICHUS
MoTuBalMK yueHus. llonyueHHble JaHHBIE MOKa-
3a]ld, 4TO HCIOJb30BaHUE UIPOBBIX TPEHHUHIOB
OCHOBHOM CIIOCOOCTBOBAJIO YJIyUIIEHUIO MOTHBA-
LU CTYIEHTOB B U3YyYEHUH AHTJIMICKOTO S3bIKA,
1 OOJBIIMHCTBO CTYJCHTOB OOHAPYKWIIM II0JIO-
KUTEIbHOE OTHOIIEHHE K MCIOIb30BAHUIO UTP B
M3Yy4YeHUU si3bIKa. TobKo 6% CTYIEHTOB Hamuca-
JI1 B OINHUCATEIBHBIX BOIMPOCAX, OHU HE Pa3BUIHN
YBEPEHHOCTH M MX YpOBEHb MHTEpeca K H3ydye-
HUIO aHIVIMHCKOIO $13bIKa OCTABAJICS HU3KUM BO
BpeMs yueOHbIX ceccuil. ToT daxTt, yTo nmoxasis-
folee OONBIIMHCTBO CTYACHTOB OOHapYyXWIH
MIOJIO)KUTEIIbHOE OTHOLIEHHE K HCIOJIb30BAHUIO
UTp NpU U3YYEHUU S3bIKA, CBUAETEIBCTBYET O
TOM, YTO 3TOT METOJ] MOXKET OBITh MOJIE3HBIM IIPH
CHUCTEMAaTUYECKOM HCIIOJIb30BaHUM B TEUYEHUE
akagemuueckoro roga. OmHako IpenojaBaTenn
YHUBEPCUTETOB JIOJKHBI MPUMEHATH Pa3IMyHbIC
MOJIXOJIbl U CTpaTeTuu JUIsl CO3JaHMs OJiaronpu-
ATHOW y4eOHOM cpelbl B ayAUTOPHH, YTOOBI CTY-
JICHTBl YyBCTBOBAJIM Cce0sl 3aMHTEPECOBAHHBIMU,
MOTUBHUPOBAHHBIMU NIl JIOCTUXKEHUS CBOMX

y4eOHBIX IeJIeH.
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