Bimanii Illgeus

Ymancoxuii oeporcasnuii nedacociunuti
yHigepcumem imeni llasna Tuuunu

M. Ymane (Yrpaina)

InnoBauiiini TexHosorii y BUBYeHHI Ta BUKJIaAaHHI
NMPAKTHYHOI0 KypPCYy aHIJIiiicbKOI MOBH

Anomauia. Y cmammi 00cniodiceno 6nposaoicents iHHOBAYIUHUX
MexHON02Il Y NPaKmMuyHULl Kypc an2iiticbkoi Moeu. Pozenanymo
yughposi naamehopmu, MOOINbHI 3aCMOCYHKU, WIMYYHUL iHMENeKm,
VR/AR ma enemenmu eetimichixayii. Ilokazano ixnio pons y
niosuuerti echeKmueHOCMI HABUAHHS, PO3GUMKY MOGHOT
KOMNnemeHmHoCmi ma MOmueayii cmyoeHmis.

Kntouoei cnosa: innosayitini mexuonoeaii, yugposi nramegopmu,
MOOINbHI 3aCMOCYHKU, WMYYHULL iHmeneKkm, 2ellMigixayis.

Innovative Technologies in Teaching and Learning Practical
English

Abstract. The article explores the use of innovative technologies in
the practical course of English. It focuses on digital platforms,
mobile applications, Al tools, VR/AR, and gamification. Their role in
improving learning efficiency, enhancing communicative competence,
and increasing student motivation is outlined.

Keywords: innovative technologies, digital platforms, mobile
applications, artificial intelligence, gamification.

CucteMa BHIOI OCBITH NEPEXKHUBAE CYTTEBI TpaHCchoOpMallii,
3yMOBIJIEHI TJ100ai3alli€ro, UPPOBI3aLIEI0 Ta 3POCTAHHAM PO
AHTJIIACHKOT MOBH SIK MIDKHAPOIHOI. Y IIMX YMOBaXx ITiIrOTOBKA
(haxiBIIiB BUMArae rmomnryKy HOBUX MiJXO/iB, 3J@THUX i IBUITUTH
e(eKTHBHICTb MPAKTUYHOTO KypCy aHIMiichKoi MOBH. Bupimanbhe
3HAYCHHS Ma€ 3aCTOCYBAHHS IHHOBALIIMHUX TEXHOJIOT1H, 110
OIITUMI3YIOTh OCBITHIH IpOLEC, IHANBIAYalli3ylOTh HAaBYaHH Ta
CHPUSIOTH PO3BUTKY MOBHOI KOMIIETEHTHOCTI CTY ICHTIB.

Tpaauiiiini METOIMKH, SIKI CHHPAIOTHCS TIEPEBAKHO Ha
JPYKOBaHI MaTepialii Ta ayJIUTOPHI 3aHATTS, TIOCTYIAIOTHCS MiCIleM



IHTepaKTUBHUM 1 MyTbTHUMEiTHIM 3acobaM. JucTaHimiiiaa Ta
3MilIaHa OCBiTa, MOTpeda y pO3BUTKY KOMYHIKATHBHHX 1 A(PPOBHUX
HaBUYOK 3YMOBIIIOIOTH CUCTEMHE BIIPOBA/IKCHHS IHHOBALiHHUX
TEXHOJIOTIH y MPaKTUYHUHN KypC aHTMiHChKOI MOBH.

CydacHa MeTOIMKa aKTHBHO 1HTErpye UG poBi pecypcH, mo
YPi3HOMaHITHIOIOTh HaBYaJbHUM mporiec. OCBiTHI Tu1aThopMu
(Moodle, Google Classroom, Microsoft Teams, Zoom) NO€IHYIOTh
CUHXPOHHI Ta aCHHXPOHHI (opMHU poOOTH, 3a0€3MeUyIOTh CTBOPEHHS
€JIEKTPOHHUX KYPCiB, BAKOPHCTAHHS MYJIbTHMEIIHIX MaTepiaiB i
LIBUAKHUI 3BOPOTHUI 3B’ SI30K.

BaxiuBuM 10MOBHEHHIM € MOOLIBHI 3acTocyHku (Duolingo,
Quizlet, Memrise, BBC Learning English), sixi po3BuBatoTs JeKcHKy,
rpaMaTHKy, ayilOBaHHS i TOBOPIHHSA. 3aBISKH MPUHIMITY “anytime
& anywhere” BoHHU 1af0Th 3MOTY BIOCKOHAJIIOBATH MOBY B 3pYYHHIA
Yac i MicCIIi, 1[0 BiJIMOBiIa€ 1HIWBITyaTi30BaHOMY ITiTXOIY.

HoBi MOXNHBOCTI BiIKpHUBAIOTh IHCTPYMEHTH IMITYYHOTO
inTenekry (ChatGPT, Grammarly, Perplexity). Bonu no3Bosisitots
BUIPABJISITU IIOMUJIKH, CTBOPIOBATH TEKCTH PI3HOI CKIAIHOCTI,
MOJIEJIFOBATH JiajlorH, TUM CAMUM PO3BHBAIOYH NMUCHMOBI 1
KOMYHIKaTHBHI BMiHHS.

VR Tta AR 3a0e31neuyroTh MOJICIIOBAHHS aBTCHTUYHUX
CUTYAIli}l CTIUTKYBaHHS — TOJIOPOKEH, IIEPETOBOPIB, MMyOIIYHIX
BUCTYIIB, IO PO3BUBAE MIKKYJIBTYPHY Yy TJIMBICTD 1 PAKTHYHI
HaBUYKU. BaxknuBum HampsiMmoM € i reiimidikaris: oHmaiH-
BikTopuaH (Kahoot, Quizizz), kBecTu i cUMYIIALIT T ABUITYIOTh
MOTHBAIIIFO Ta 3aTy4YEeHICTh CTYACHTIB, (DOPMYIOTh KOMaHIHY
B33a€EMOJIII0 i KPEaTHBHICTb.

[MoemnanHs TpaaUIiiHUX 1 IUPPOBUX METOIB CTBOPIOE
IHTepaKTUBHE OCBITHE cepenoBuiie. JIeKiitHO-ceMiHapChKi 3aHATTS
MOKYTb IOETHYBATHCS 3 OHJIAH-TECTaMH, CIIILHOIO pOOOTOI0 HAJ
tekctamu (Google Docs, Padlet), BukopucTaHHSIM aBTEHTHYHUX
BiJieo- Ta ayniomarepiani. [IpoexkTHa AisUTBHICTD Y BUTIISAII
MPe3eHTAIlil, BiZIe0OIIOTiB UM MOJIKACTIB aHTIIHCHKOI0 PO3BUBAE
MOBHI HABHYKH, KPUTHYHE MUCIICHHS i KpEaTHBHICTb.

B ymoBax nucTaHIiiiHOT OCBITH KIFOUOBHMH CTalOTh
1HCTPYMEHTH JUIsl KOMYHIKallii: OHJIaifH-1uCKycii, 1eb6aTi Ta pojabOBi
TP JI03BOJISIIOTH MOJICITIOBATH pealibHi CUTYAIlil aHTJIOMOBHOTO
CHITKYBaHHSI.



OTxe, iHHOBaIIWHI TEXHOJOTI] MiABHUIYIOTh €()EeKTUBHICTh
HaBYaHHA, CHPUSAIOTH IHAWMBIAyai3amii Ta MOTHUBAII] CTY/ICHTIB,
(OpMYIOTh MOBIICHHEBY W MIXKKYJIBTYPHY KOMIIETEHTHICTh. BOoHU He
3aMiHIOIOTh TPAJULIHHI METOH, a IHTETPYIOTHCS 3 HUMH,
3a0e3nedyouH THyYKiCTh Ta BapiaTUBHICTE. CHCTEMHE X
YIIPOBADKEHHS CTaHE 3aIIOPYKOIO MiATOTOBKH
KOHKYPEHTOCIIPOMOXXHUX (haxiBLiB, 3AaTHUX YCIIIITHO
KOMYHIKYBaTH aHTJIIHCHKOIO Y T100a1i30BaHOMY CBITi.
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