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I. Onuc HaBYaIBLHOI AMCHHUILTIHA

Tabnuysa la

I'asysb 3HaHb,

. . cneiaJbHiCTh, XapakTepucTUKa HABYAILHOL
HajiMeHyBaHHS IOKA3HUKIB . S .
OCBITHSI Mporpama, ocBiTHii JTUCIMILTIHA
piBeHb
BubipxoBa

Jenna ¢popma HaBYaHHHA

KinbkicTsb rogun / kpenuris
90 rox / 3 xpemuTH

IH/3: nemae

01 Ocsita / [lemarorika
014 Cepenns ocBira.
Moga i iiTeparypa
(anrmiiicpKa)

Pik naBuanns 1
Cemectp 1-nit

Jlexmii 12 rox.

IpaxTuyusi (ceminapebki) 14 rog.

Cepenns ocBiTa. Camocriiina podora 58 ron.

AHTrniiiceKa MOBa

Kowncyabranii 6 roz.

Marictp @dopMa KOHTPOJTIO: 3AJTIK

MoBa HaBYaHHSA

AHrmiiceka

Tabnuys 16

I'asy3b 3HaHB,

. . cneiajJbHICTD, XapakTepucTuKa HABYAJILHOL
HaiimenyBaHHsI NOKa3HUKIB . S .
OCBITHSI MPOrpamMa, OCBIiTHil JAUCIMILTIHA
piBeHb
010 . / T : Bl/lﬁipKOBa
3aouna ¢popMa HABYAHHS CBITa / 11earorika

KisbkicTb roxus / kpeauTtis
90 ron /3 kpeautu

IH/3: Hemae

014 Cepenns ocBita. Pix napyanns 1

Moga 1 miTeparypa
(aHrmiiicbka)

Cemectp 1-nit

Jekuii 2 rox.

pakTiysi (ceminapebki) 6 rox.

Cepennsi ocBiTa.
AHrniiceka MOBa

Cawmocriitna pooota 70 rop.

KoncyapTarii 12 rog.

Maricrp ®dopMa KOHTPOITIO: 3AJTIK

MoBa HaBYaHHSA

AHrmiiceka

I1. Indopmauisi npo BUKJIaga4ya

[Tpi3Buie, iM’s Ta IO
0aTbKOBI1

BepOunibka Anna Exyapaiaa

HaykoBuii cryninb

KaHIuAaT (PUTONIOTIYHUX HAYK

ITocana

cTapunii BUKJIaaa4 kadeapy NPakTHUKU aHTI1HChbKOT MOBU

KonTakTHa iHpopMarltis

verbytska.anna@eenu.edu.ua — g oQIIIHHOTO JUCTYBaHHS,
averbwork@gmail.com — niug HagcwiaHHA 3aBIaHb CaMOCTIMHOL
poboTH.

0935440163 (Viber)

JIH1 3aHATH

http://194.44.187.20/cgi-bin/timetable.cqi

OuHi KOHCYNbTAallii: B J€Hb NMPOBEICHHS JIEKLINA / ceMiHapChKUX
3aHATH (32 MOMEPETHBOI0 JOMOBIICHICTIO). Yl 3amUTaHHS MOKHA
HAQ/ICWJIaTH Ha  €JeKTPOHHY CKPUHBKY s odimiiHOro
JUCTYBaHHS, 3a3HaueHy B cuialdyci. CTapocTH TakoX MOXYThb
KOHTaKTYBaTH y CTBOpeHii rpyni y Viber.
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III. Onuc pucuunIinm

1. Awnomauia Kypcy.

Kypc «Jli70B1 irpu Ta METOJMKA X BUKJIAAaHHSI» MOKJIMKAHUN O3HAHOMUTH
CTYJICHTIB 13 IPUHIMUIIAMHU O0€3KOH(IIKTHOIO MI>KOCOOHCTICHOTO Ta MPo¢eCIfHOrOo
CIJIKYBaHHS, cPOpMyBaTH KOMYHIKATUBHI BMIHHS, YIOCKOHAJIUTH KOMYHIKATUBHY
KOMIIETEHTHICTh Ha IICHXOJIHTBICTUMHOMY pIBHI, 3acCBOITH pi3l  Mojel
npodecifHOro CHUIKyBaHHS, BMIHHSI OOUpaTH KOMYHIKaTUBHY CTpaTeriio,
KepyBaTH €MOLIWHOI Halpyrow, sSKka BHHUKA€ TiJ dYac JUIOBOI TIpH,
O3HAMOMUTHUCS 13 METOJAaMM TMPOBEIEHHS IrOp Ta MEXaHI3MOM iX MOO0Y/I0BH,
HABYUTHCA CKIIAJATH CLIEHApIi irop Ta BIATBOPIOBATH iX y MallUX Ipymnax.

Buxnaganus 1poro Kypcey 3A1MCHIOETBCS 32 MUNOM 3MIUAHO20 HAGUAHHA,
o nepeadavae KOHTAKTHI BUAM TiSUIBHOCTI (BEACHHSA TUCKYCiM, OOrOBOpeHHs
TEOPETUYHUX 1 MPAKTUYHUX ACIEKTIB JUIOBUX ITOp, Y4aCTh Y TPEHIHIrax 13 PI3HUX
BUIB JUIOBUX irop (s JeHHOi (opMH), MPOBEACHHS irop y Kiaci TOIIO) Ta
OHJIAWH-IISUTBHICTh (03HAHOMIICHHS 3 KOMIT'FOTEPHUMHU PO3pOOKaMU PI3HUX BH/IIB
JIJIOBUX 1TOp, CUMYJISALIN, BAKOHAHHS TECTIB).

2. Ilpepexesizumamu xypcy (nonepeomi kypcu, Ha sKux 6a3yemvcsi
sUBUeHHsl Oucyuniinu) € piBeHb BOJIOAIHHSI aHIJICbKOKW MOBOI0 Ha piBHi Cl
(m7st O3HAMOMIIGHHS 13 TEOPETUUHUM MaTepialioM KypCy 1HO3EMHOIO MOBOIO, JUIS
edeKTUBHOI ydacTi y TpPEHIHTax 13 PI3HUX BUIIB JAUIOBUX IrOp, ISl BEJICHHS
JUCKYCIi Ha TEMU KYpCy, IJIsl CAMOCTIMHOIO HAMCAaHHs CLUEHAapiiB AUIOBUX 1rop Ta
NPOBEJICHHS X B MeXax poOOTH B Malux rpynax), inpopmaniiiHi TexHosorii B
OCBiTi (Ji11 poOOTH 3 TPOrPaMHUMHU PO3POOKAMH JIIJIOBHX 1rOp), JIEKCHKOJIOTIsSI Ta
cTuwiicTuka (s BXXKUBaHHS BIAMOBIAHOI JIGKCUKU TMiJ 4Yac MAUIOBUX 1rop),
MeTOIMKA BUKJIAJAHHA iHO3eMHOI MOBM ()11 po3pOOKH 1 3aCTOCYBAaHHSI A1JIOBUX
irop Ha 3aHATTAX-TpPeHiHrax) Tomo. IloctpekBizutamu Kypey (Oucyuniainu, Ons
BUBUEHHS AKUX NOMPIOHI 3HAHHA, YMIHHA I HABUYKU, U0 3000)8AI0OMbCS 8 NPOYECH
BUBYEHHSA Yi€l oucyuniinu) € Kypc iHHOBAWIHHUX TEXHOJIOTI y BHKJAaAalbKii
MiSVIBHOCTI Ta mepekJjaii, HAyKoBa KOMYHiKallisi iH03eMHOI0 MOBOIO (KypcC
pPO3BHUBAE HABUYKU BUKOPUCTaHHS (POpMaNbHOI JIEKCHKH), Gi3HECKYPC OCHOBHOL
iHO3eMHOI MOBM (KypC pPO3BMBAa€ HAaBUYKH 3aCTOCYBAaHHS JIJIOBOT aHTJIHCHKOI
MOBH Ha TPEHIHTax 13 O13HeC-1rop AK BUIY IIJIOBUX Ir0p) TOIIIO.

3. Memai3aeoanns HaguaIbHOL OUCUUNIIHL.

Memoro xypcy € 3’ACyBaHHS TEOPETUYHHUX 3acaj JIJIOBUX I1rOp, 3aCBOEHHS
NPaKTUYHUX HABUYOK Y4YacTl y PI3HMX BHAAX JUIOBUX ITOp 1 METOAMKHM iX
MIPOBE/ICHHS HA 3aHATTAX 3 IHO3EMHOI MOBH.

OCHOBHUMU 3a60aHHAMU BUBUYCHHS TUCIUIUIIHU «/[UJIOBI irpy Ta METOAMKA
1X BUKJIQJaHHS €:

1. 3acBO€HHS NPUHLMMIB redmidikailii, TOOTO BUKOPUCTAHHS ITPOBUX MPAKTUK

Ta MEXaHI3MIB y HEIrPOBOMY KOHTEKCTI;

2. O3HAMOMJICHHS 13 METOJAaMH BUKIAJAHHS IrOp Ha 3aHATTAX 3 1HO3EMHOI
MOBU;
3'sICyBaHHS KITIOYOBUX MPUHIIMITIB AUTOBUX 1rOp Ta iX BUJIIB;
4. O3HAMOMJICHHS 1 TIPAKTUYHE 3aCTOCYBAHHS METOJIB BHKJIQJIaHHS J1JOBHX
1TOp HA 3aHATTAX 3 IHO36MHOI MOBH;
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5. 3'ACyBaHHS TEOPETUYHHX OCHOB Ta IMPOBEACHHS TPEHIHTIB PI3HUX BUJIB
JIJTOBUX 1rop, TakKUX SK Oi3Hec-irpd (MHUCTEITBO BEJCHHS IIEPETrOBOPIB),

IMITaIiiH1 IFPU-CUMYJIALT, HABYAIBHI 1TPH.

4.  Pezynomamu Hag4aHHA (KOMNEMEHMHOCHI).

I[O KiHHH HaB4YaHHA CTYICHTHU 6YILYTI> KOMIICTCHTHHUMHU Y TAKHUX IMUTAHHAX:

1. 3acTtocyBaHHS IHTEPaKTUBHHUX TEXHOJIOT1H y BUKJIaJlaHHI IHO3EMHOI MOBHU;

2. OmaHyBaHHS METOAWKH BUKJIAJIAHHS JIJIOBUX IrOp;

3. 3aCBO€HHS PI3HOMaHITHUX MOjeNel MpoQeCciitHOro CIiIKyBaHHS.

5.  Cmpykmypa naeuanbHoi Oucyuninu.

Tabauys 2 (/lenna popma)

Hasu 3micTroBuX MoayJtiB i Tem J1adop., “®opma
Y Yeboro | Jlek. | mpaktu | Cam. po0. | Kone. | koHTpOJIIO/
qHi bamm
3microBmii Moy 1. Theoretical Framework of the Game-Based Learning and
Introduction to Serious Games
Tema 1. Gamification. _ Core 13 9 i 10 1 JC/5
concepts of game-based learning.
Tema 2. Core concepts of serious 13 9 ) 10 1 JAC/5
games
Tema 3. Pedagogical dimensions of JC/5
. 13 2 2 8 1
serious games on ESL classes.
Pazom 3a momynem 1 39 6 2 28 3 15
3microsuii moayan 2. Application of Serious Games on ESL Classes - Training
Mode
Tema 4. Business games JC+TP+P
(negotiation) 17 2 4 10 1 MI" +]1C /
15
Tema 5. Simulation games JC+TP+P
17 2 4 10 1 MI +J1C /
15
Tema 6. Learning & training / JC+TP+P
educational games 17 2 4 10 1 MI +J1C /
15
Pa3zom 3a moyiem 2 51 6 12 30 3 45
Buau nincymkoBux poodir ban
Tl 20
T2 20
Beboro roaun / bais | 90 [ 12 | 14 | 58 | 6 100
*®opma kontpomo: JIC — mmckycis, T — tectu, TP — Tpeninr, PMI" —

po0oTa B MaJIMX Tpymnax.

Tabnuys 2 (3aouna ¢popma)




Ha3Bu 3MicTOBHX MOYJIiB i TEM J1adop., Kouc. | *®opma
Y Ycboro | Jlek. | mpaktu | Cam. po0. KOHTPOJI10/
qHi bamm
3micToBuii moayan 1. Theoretical Framework of the Game-Based Learning and
Introduction to Serious Games
Tema 1. Gamification. Core IPC+T /5
: 11 - - 9 2
concepts of game-based learning.
Tema 2. Core concepts of serious 11 i i 9 5 IPC+T/5
games
Tema 3. Pedagogical dimensions of JC/5
. 14 2 - 10 2
serious games on ESL classes.
Pazom 3a Mmomynem 1 36 2 0 28 6 15
3micToBuii moayJb 2. Application of Serious Games on ESL Classes - Training
Mode
Tema _ _4. Business  games 18 i 5 14 5 PMI" +]JIC /
(negotiation) 15
Tema 5. Simulation games PMI" +JIC /
18 - 2 14 2
15
Tema 6. Learning & training / PMTI" +]IC /
educational games 18 ) 2 14 2 15
Pazom 3a moynem 2 54 0 6 42 6 45
Buau nmincymkoBux pooit Bban
T1 20
T2 20
Bcboro roaun / bajiis ‘ 90 ‘ 2 ‘ 6 ‘ 70 ‘ 12 100

*®opma kontpomo: JC — muckycia, T — tectu, PMI' — poboTta B manux
rpynax, [IPC — inguBiiyanbHa podoTa CTyIeHTA.

6. 3asoanusn 013 camocmiiinozo onpauO6aHHtAI.

Tabauys 3
KinbkicTn
IInuTtannsa
Tema LKUILL JJISI CAMOCTiliHOTO
oenna 300una R —
Popma dopma

Tema 1. Gamification. Core e Games People Play by Eric Berne.
concepts  of  game-based 10 9 e Play and Cognitive Development.
learning. ¢ Prensky’s Engagement Principles.

e Gee’s Learning Principles.
Tema 3. Core concepts of o A definition of Serious Games.
serious games e Difference  between  Entertainment

10 9 Games and Serious Games.

¢ Classification of Serious Games.

e 'Serious' and 'Game' dimensions.
Tema 4.  Pedagogical e Strengths, Weaknesses and
dimensions of  serious Opportunities of Serious Games on ESL
games on ESL classes. 8 10 classes.

e Game Mechanics (Section 3)

e 3 steps to play a game in a classroom




(section 7): physical setup, making
connections, debrief.

Tema 5. Business games
(negotiation)

10

14

e Types of business games.

e Apps of business games for ESL classes.
e Writing a scenario of a negotiation
game.

Tema 6. Simulation games

10

14

e Types of simulation games.

e Apps of simulation games for ESL
classes.

e Writing a scenario of a simulation

game of your choice.

Tema 7. Learning &
training / educational
games 10 14 classes.

o Types of educational games.

game of your choice.

Pazom 53 70

IV. IlosiTnka oniHIOBAHHSA

[Ipy BUBYECHHI HaBYAIBHOI IUCHMILUNIHU «Jli710BI irpy Ta MeToauKa ix
BUKJIQJIaHHS» CTYJEHT BHUKOHYE 3aBJIaHHsS 3TiHO cujadycy, W0 BKIIOYAE
8I06I0YBaAHHA NleKYill, ONpayro8anus IHGOpMayiiHux Odcepenr ma Jimepamypu,
ni02omosKy 00 CeMIHAPCLKUX 3aHAMb (AHANI3 MeopemuyHux 6ioomocmell,
80JI00IHHS MEPMIHOJIOCIUHUM CJLIOBHUKOM OUCYUNTIIHU, Y4aCcmb Y OUCKYCIl, y4acmy y
MPEHiHeax, HANUCAHH CYUEHAPIie ma NPoeOeHH s PI3HUX 6UOIE OLIOBUX 120D).

[ToToyHMM KOHTpOJIEM TepeadaveHi 8i0nogioi Ha CeMiHaAPCbKUX 3AHAMMSX,
10 Ma€ Ha METI NMEPEBIPKY PIBHS 3HAHb, NPUCYMHICMb HA JEKYIAX Mad HANUCAHHA 1
npo8edeHHs OLI0BUX i20p HA CEMIHAPCLKUX 3AHAMMSIX.

Y4yacHUK OCBITHBOI'O TMPOIECY Ma€ JTOTPUMYBATHUCS HABUYAIbHOI ETHKH,
TOJIEPAHTHO CTABUTHUCA JO BCIX YYaCHUKIB MPOIECY HAaBYaHHS, JOTPUMYBATHUCS
YaCOBUX MEX Ta JIIMITIB HABYAJILHOTO MPOLIECY.

VY pasi BiJICyTHOCTI 3 MOBAXXHOI MPUYMHU HA JICKIIHHOMY 3aHSTTI CTYICHT
MIPEJICTABIIIE KOHCHeKm meMuy, SIKy BHBYAIM Ha MPOIYIICHOMY 3aHATTI. 3a
BIJICYTHOCTI Ha TIPAKTUYHOMY (CEMIHAPCHKOMY) 3aHSITTI 3HAHHS CTYJEHTa
OLIHIOKOTh 3d pe3yIbmamamu YCHO20 ONUMYBAHHA NO meMi, 110, 30Kpema,
BHU3HAYA€E PIBEHb BOJIOJIIHHS TEMATUYHUMH TEPMIHAMU Ta KIFOYOBUMH MOHSITTIMHU.
3a BICYTHOCTI Ha ceMiHapi-TpeHIHTy (1 AeHHOI (OpMH) CTYACHT MPECTABIISE
NUCLMOBULL ONUC BUPIUEHHS 3A80AHb | KOHQIIKMHUX cumyayii 32i0HO cyeHapiro,
3anponoHo8ano2o euxkiadayem. 3a BIICYTHOCTI Ha CEMIHAp1-poOOTI B Majux
rpynax CTYACHT GUCUNAE HA HNOWMY BUKIA0ayad CAMOCHIUHO pPO3pOOIeHUl
cyeHapii npoedenHs 0iN080I epu HA 3AHAMMI 3 IHO3EMHOI MOBU I ONUC MONCTUBUX
sUpiulenb KOHQDIIKMHUX cumyayii.

SIKIO CTYNEHT XOo4e MOKpAaIIMTH MiACYMKOBUM 0aj 3a ayIUTOpHY poOOTY,
MIPOTIOHYETHCS NI020MOBKA MA 3AXUCH NPe3eHMAayii Ha 0OHY 13 3anPONOHOBAHUX Y
cunabyci mem (Ha 8uobip).

e Apps of educational games for ESL

e Writing a scenario of an educational




[lim wac HamwWcaHHS BCIX BHUAIB POOIT MOTOYHOTO Ta MiJACYMKOBOTO
KOHTPOJTIO CJIiJ] JOTPUMYBATHUCh MIPUHIIMIIIB aKaAeMIuHO1 JOOPOUYECHOCTI.

V. lincyMKkoBHii KOHTPOJIb

[TincyMKOBHIA  KOHTPOJb TIPOBOIUTHCS VU0l  KOMI'IOMEPHO2O
mecmyeanHs 3a pe3ylbTaTaMd JIeKIIIMHUX Ta CEMIHAPCHKUX 3aHATh JBOX
3MICTOBUX MOIYJIB OJWH pa3 3TiAHO po3kiamy Trpynu. [loBTopHE cKiIagaHHS
MiJICYMKOBUX TECTIB JJI1 CTYJE€HTa MOXJIHMBE 33 YMOBH HOro BIJICYTHOCTI 3
MOBa)XHOT MPUYMHU BIAMOBIIHO 10 Tpadika, 3aTBEPIKEHOTO Kadeaporo MPaKTUKU
AHTIIIHCHKOT MOBH.

SIKIO  CTYAEHTY JOCTaTHBO KUIBKOCTI 0OalliB, HaOpaHUX BIPOAOBK
JEKIIMHNX 1 CEMIHAPCHKUX 3aHATh, BHIIB CaMOCTIHOI poOoTH, TOAi Oanm
3apaxOBYIOTHCSl aBTOMAaTUYHO.

Y Bumaaky He3aJ0BUILHOI TMIJACYMKOBOI OIIHKM a0o 3a OakaHHAM
MIJBUIIUTH PEUTHUHT CTYACHT MOXE Oibpamu Oanu, SUKOHABWU Ule OOUH BUO
npezenmayii Ha memy, 3a3HaYeHy 6 cuiaoyci.

VI. HHIkana oniHIOBAHHSA

Ormiuka B 0ajtax 3a BCl BUAX HaBYAJIbHOI JISJIBHOCTIL Orika
90 - 100 BigminHO
82 — 89 Hyxe nobpe
75-81 Jlobpe
67 -74 3aJI0BUILHO
60 — 66 JlocTaTHBO
1-59 HezanoBuibHO
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JlonaTkoBI iHTEpHET-pPeCypCH AJIs MiATOTOBKYU A0 CeMIHAPIB Ta BUKOHAHHS
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