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To Our Readers

This Journal, the Scientific Letters of Academic Society of Michal
Baludansky has been conceived by the founders of Academic
Society of Michal Baludansky as a printed platform for exchanging
knowledge between university scholars and experts from different
countries who take a been interest and activities of the outstanding
scientist, educator and statesman Michal Baludansky.

[IIanoBHUII YnTAYY,

npononoBanuii xypHan «Scientific Letters of Academic Society of
Michal Baludansky» 3axymanuii 3aCHOBHMKaMH AKaJEMi4HOTO
criBroBaprcTBa Muxaiina bamynsHCEKOTO SIK APYKyBaHHS BHIAHHS
3 00MiHy 3HaHb MK BUCHHMH 1 (paxiBISIMH YHiBEPCHTETIB Pi3HHX
KpaiH, 10 MalOTh 0€3MOCEPEIHE BITHOMEHHS 10 JKMTTS i TisTTbHOCTI
BHJATHOTO BYEHOTO, Meaarora 1 JepikaBHOro nisda Muxaiina
banynsHcbKoro.

Lenka Dubovicka, editor
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Anpilohova Tetiana

ENGAGEMENT OF STUDENTS INTO LEARNING ACTIVITY
Annotation

The article presents the results of the theoretical research of the problem of student engagement into learning
activity. Summarizing the views of scientists on this issue, we come to conclusion that knowledge is impossible
without practicing, playing games, analyzing specific situations and experience, critical thinking etc.

Theoretical analysis of the problem showed that the game as a form of problem training is a powerful means of
awakening interest in the content of professional activity and a necessary condition for students to continue the
process of learning. The learning game can also be considered and described in terms of active teaching methods
(ATM). Characteristics of active teaching methods are provided in this article. We suggest considering the most
common methods of active learning: presentation, didactic games, problem lecture and so on. But our special
attention was paid to gamification. It was stressed that one of the most essential aspect of gamification is
establishment of fiiendly and emotionally positive atmosphere among the students and a teacher. Emotional
Intelligence helps overcome language barrier and encourages ideas from all the participants.

We also identify certain contradictions in the educational system of the traditional higher educational
institutions, which considerably complicate the situation with the introduction of these educational technologies.
Recommendations are suggested on the implementation of active methods in the learning process.

Keywords: learning  activity; ~ critical ~ thinking; presentation; problem training; active teaching
methods; gamification; Emotional Intelligence.

Anmninorosa Tersina

3AJIYYEHHSI CTYJAEHTIB 1O HABUAJIBHOI AISIJIbHOCTI
Anomauyin

Yemammi posensnymanpobnema sanyuenns cmyoenmie 00 naguanoHoi disnbHocmi. Mu npuiiuunu 00 6UCHOBKY,
W0 3HaHHS HeMOJKCIUGe be3 NPaKMu4H Ol OislbHOCMI, 2pu, 00CEI0Y, KPUMUYHO20 MUCTEHHS MOUJO.

Ananiz npobremu noxasae, wo epa Ak hopma nPoGIEMHOI NIOZOMOEKU € NOMYACHUM 3aCO6OM NPOBYOIHCEHHS
iHmepecy 00 3micmy npogpeciiinoi OisnbHOCmi Mma HeOOXIOHOIO YMOBOK 0N CHIYOeHMiE NPOO0EICYEAMU Npoyec
Haguanns. Haguanvhy epy mosicha maxooic posensHymu sk 00uH 3 akmueHux memooie Haeyanus (AMH). Y cmammi
0XaPAKMepPU306aHO OCHOBHI MEMOOU AKMuUEH020 Ha64YanHs. Busnauena ponv euxnaoaua i cmydenma 6 HA6UATLHOMY
npoyeci. Takodc Mu NPONOHYEMO pO32NAHYMU HAUOLIbUL NOWLUPEHT MEemMOOU aKMUGHO20 HAGUAHHA: Mpe3eHmayii,
ouoakmuuHi izpu, npobaemui nexyii mowjo. Ane ocobnusa ysaza npudinsemoca 2eumiixayii - nioxody 0odasamnHs
ieposux enemenmis y naswanbHuil npoyec. Byno HazonouteHo Ha momy, w0 OOHUM i3 HALBANCIUBIULUX ACHEKMIE
eenmihikayii € 6cmarnosenenns OpyJlICHLOI ma eMoyiiHo no3umueHoi ammocgepu ceped cmyoenmie ma 64umens, ujo
cnpusie po3eUmKy emoyiuno2o inmenexmy. Bin donomaeae nooonamu mosHuil 6ap'ep ma 3a0x04yed0 CHINKY6aHHSL.

Mu maxoore sussunu Oeski npomupivus y cucmemi oc6imu 6 mpaduyitiHux 6UWUX HAGUANLHUX 3AKIAOAX, U0
3HAYHO YCKIAOHIOIONMb CUMYAYiio 3 6NPOGAOJICEHHSAM YUX OCEIMHIX MeXHoN02ill. 3anponoHo6ano pexomenoayii
w000 6NPO6AOHCEHHS AKMUBHUX MEMOOI8 Y HAGUAIbHUTI NPOYeEC.

Knwouosi cnosa: nasuanvna Oisnbricmv, Mucnenus; npesenmayis; Npo6eMHe HAGYAHHS; AKMUGHI Memoou
6UKTAOAHHS; 2pa; eMOYIliHULL IHmeNeKkm; eumighixayis.

1. Formulation of the problem

The goal of modern education is to develop a person, his/her personality, individual traits, critical thinking,
because human development determines the development of society. Humanistic orientation requires the creation of
new educational technologies that should contribute to the overall development of the individual. The educational
process is a dialogue of personalities - a teacher and a student who are subjects of the process of pedagogical action.
Modern psychological and pedagogical science and practice use the term “innovative activity”, which means
updating the technology of teaching and reconstructing the teacher’s personal settings.

It should be noted that audiovisual, active-verbal, manual and similar methods of preparation should be used as
widely as possible, since a person remembers 10% of what he/she hears, 50% of what he/she sees, and 90% of what
he/she does himself.

Today, the student basically learns the information orally. In this way he/she trains only memory. But
memorizing does not mean knowing. And to know does not mean to be able to perform. The ability to implement
knowledge is impossible without practicing.

2. Presentation of material

The stirring up of the creative, cognitive activity of students is based on problem thinking which, given the rapid
growth in the volume of information and the need for its better processing and assimilation, is the most effective
means of achieving strong, profound knowledge, skills and abilities. Problem training not only equips students with
the results of scientific knowledge, but also guides them along the way in which these results were obtained, forms
independence in position, develops and improves the ability for creative activity. Most scholars agree that today it is
training based on problem thinking that should be the leading method of teaching in higher education institutions,
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same time, problem-based learning promotes the transformation of acquired knowledge into beliefs and the
development of an active life position, the enhancement of the scientific nature of education itself, and the
development of the most effective skills for obtaining and applying knowledge in practice.

The game as a form of problem training is a powerful means of awakening interest in the content of professional
activity. The learning game can also be considered in terms of active teaching methods (ATM).

Active teaching methods are built according to the "teacher = student" interaction scheme. From the title it is
clear that these are methods that involve the equal participation of teachers and students in the learning process. That
is, students act as equal participants and creators of the lesson.

Characteristics of active teaching methods are:

- activation of thinking, and the student has to be active;

- a long -term activity - the student does not work occasionally, but throughout the entire learning process;

- independence in research and finding solutions to the tasks;

- motivation to studying.

The most common classification divides active methods into two large groups: individual and group. More
detailed classification includes such groups: Discussion. Game. Training. Rating.

Let’s consider presentation and didactic games as methods of active learning.

Presentations/Discussions are the simplest and most accessible methods for using in class.

Our Professional Foreign Languages Department at the NationalAviationUniversity practices The English
Speaking Club for students. The examples of topics for discussion are “Leader Potential of a Modern Manager”,
“Women in the Workforce”, “Foreign Languages in Future Career”, “Lifelong Education in Modern World”,
“English as a Business Language”, “The Internet of Things”, “Banking Systems of the World”, “International
Financial Institutions”, “How to Make the Internet Friendly and Safe” etc.The English Speaking Club is achance for
students to make a presentation of their project or report and discuss it in good rapport.

The most essential aspect of this method is establishment of friendly and emotionally positive atmosphere
among the students and a teacher. It helps to overcome language barrier and encourages ideas from all the
participants.Emotional Intelligence (EQ or EI) is the ability to recognize, understand and manage both our own
emotions and others. In practical terms, thismeans being aware that emotions can drive our behavior and impact
people (positively and negatively), especially when we are under pressure. As we know, presentations and
discussions take place exactly under pressure. So, these presentations and reports help prepare students for further
communicating internationally and in their career path.

Didactic games - unlike business games, didactic games are strictly regulated and do not assume the
development of a logical chain for solving the problem. Game methods can be attributed to interactive teaching
methods.

If you ask why games motivate students — the answer is simple. Our brain is the perfect factory for the
production of behavior patterns. In pursuit of efficiency, it tries to reduce the volume of active thinking activity - to
automate simple and routine operations in order to continue to perform them without hesitation - according to the
pattern. Over time, the brain continues to accumulate and enlarge patterns, for which it constantly needs a new
experience or new information. And each time the formation of a new template ends with the release of hormones of
happiness - endorphins.Thus, our body rewards us for new knowledge. As a result, we get new information and
sensations, and the brain receives the material for new patterns. [1].

Games are an excellent supplier of patterns in a very suitable, digestible form. In other words, the source of
pleasure in the game is learning, and the pleasure of the game disappears as soon as it ceases to give us food for the
mind. Games are one of the ways to practice skills.

The 21st century education requires the students to engage, recognize their interests, know what to learn and
create a self learner attitude. Hence, teachers have to employ some effective ways to create process of learning
“fun”. Games have many elements that make them powerful vehicles for human learning. They are commonly
structured for players to solve a problem; an essential skill needed for today and tomorrow. Many games promote
communication, cooperation, and even competition amongst players. Finally, depending on how they are designed,
games can both teach and test their players.

Here are some examples of gamification.

1. Prepare a pile of little pieces of paper with your signature or other symbol which is extremely difficult for
counterfeiting. When you check the vocabulary or other material, a student receives one card for the correct answer.
It is possible to accumulate them and as soon as a student collects 5 or 10 (it depends on your prior agreement)
cards, he/she gets a grade.

2. “The Black Box” game. Students have to find out what is there in the box by putting questions.

3. To visualize the grammar rule of putting questions a scheme called “Butterfly” canbe used.

4. From a pile of cards with various questions students pick up one at random and answer it. We remove all
barriers to communication when they see that people are interested to hear a reply and want to continue discussing.

Educators are constantly required to mold their teaching methods to give students the best opportunity to
succeed. It is not only imperative for students to learn the required material, but also critical that students gain a
sense of confidence toward their work, and find motivation to expand their learning.[2].
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3. Conclusions

There are certain contradictions in the educational system, which complicate the situation with the introduc
of modern educational technologies. When we speak about training specialist at ESP classes, the main contradic
is lack of academic hours versus volume of material to be taught as well as a number of students per teacher. "
create learning environment in which passive teaching methods predominate.
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