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TPYIIIBI, BBIICICHBI SMOIMOHAIBHBIC ¥ aKCHOJIOTMYCCKUE XapAaKTEPHUCTHKU KOHIICNTA, a TAKKE TIPU3HAKHU, KOTOPBIC SBJISIOTCS
CaMbIMU 3HAYUMBIMH I OOBIYHOTO HOCHTENS si3bIka. Takmm obpasom, kouient TOLERANCE o6mamaeT yHHBepcaabHbIMU
XapaKTEPUCTUKAMI, KOTOPbIC BCTPEUAKOTCSA U B JPYIUX KYJIBTYpax, HO TAKKE JEMOHCTPHPYET M YEPTHI, TIPHCYIIHEC TOIBKO
QHIVIMHACKOM JIMHTBOKYJIBTYpPE. TONEPaHTHOCTh B aHIJIMICKOM S3BIKOBOM KApTHHE MHpPA PacCMATPUBACTCS KaK PErySITHBHAS
CHCTEMa OLICHOYHBIX 3HAYCHHMI, KOTOpast 3aBHCHT OT IPHHSATHIX B 00IIECTBE HOPM. TOJIEpaHTHOCTH TIPOHUKAET BO BCE Chephbl
OOIIECTBCHHON JKU3HH, OCOOCHHO SIPKO OHA IPOSBIICTCS B PEIUTHO3HOM, TOJIMTUYCCKOM, ydeOHOH cdepax. [IuHamuka
M3MEHEHHUH MoKa3asa, YTO aCCOIMAIINH, CBI3aHHBIC C PEIIMTHO3HOM C(hepor, CTaly MaJlo4acTOTHBIMU. B monmTrdeckol cpene
TOJICPAHTHOCTh TPEJCTACT B SI3BIKOBOM CO3HAHMM HE KaK aBTOPHUTAPHAs, a SrajdTapHas CHCTEMa B3aWMOJICHCTBHS BHYTPH
obmecTBa. ACCOIMAIMH, KOTOPBIC YKa3bIBAIA HA MEIUIIMHCKOES 3HAYCHUE TOJICPAHTHOCTH, TIOYTH HE BCTPCUYATUCH B TAHHBIX
XX Beka, HO MX cTajio HaMHOro Ooibie B XXI Beke. IlIkana TOMEPaHTHOCTHA B aCCOIMATUBHBIX Te3aypycax KOJIEOJICTCS OT
BSKJIMBOIO PABHOYIIKS 0 MOTHOrO MPUHATHS. Y BCe ’Ke B aHTJIMICKOW JIMHTBOKYIIBTYPE TOJICPAHTHOCTD aCCOLMUPYETCS C
PacCyIKOM, PalMOHAIBHOCTBIO, BSKIMBBIM M CIOKOWHBIM COCYIIIECTBOBAaHHMEM. B TO ke BpeMsl B CEMaHTHUCCKHX CBSBSX
KOHIICNTa OOHAPYKMBACTCS MHOIO OICHOYHBIX M 3MOIMOHAIIBHBIX 3HAUCHHH. J[OMOMHUTEIBHBIM CPEICTBOM BEPU(DUKAIIIN
CTaJId CTUMYJIBI, HA KOTOPBIC OBUTH MOTYYCHBI PEAKIUK ““TOJICPAHTHOCTH . DTO TO3BOJIMIIO CO3/IaTh CETh OJM3KUX KOHIICITOB,
KOTOPBIC COOTHOCSTCS C TIOHATHEM TOJICPAHTHOCTH. B 3aK/TFOueHre aBTOp MOABOIUT HPEABAPHUTEILHBIC HTOTH M HAMEYAET ITyTH
JTAJTBHEHIIIETO UCCIICIOBAHNS IJAHHOW MTPOOJIEMBL.

KxroueBble cJjI0Ba: TOJICPAHTHOCTh, KOHIICNT, S3bIKOBas KapTHHA MHpPa, IEHHOCTh, aCCOIMATHBHOC IIOJIE,
aCCOIMATUBHBIN CIIOBAPb.

Antonenko Yulia. Associative Field of the Concept of Tolerance in English Language Worldview. the article
reveals the cultural specificity of the concept of TOLERANCE in the English language worldview. The author states that the
concept of TOLERANCE is a culturally depended concept that considers as important part of social interaction — both within one
culture and intercultural communication. That’s why tolerance in the English language worldview is considered as the regulative
system of values which depends on the norms of society. The aim of the article is to study the dynamics of changes in the
associative field of the concept of TOLERANCE on the associative thesaurus data. Concepts are constantly balancing between
the preservation of stable features and the dynamics of development, which is due to changes in our attitude and knowledge about
the world. The analysis of such changes is relevant for modern cognitive studies, as it will contribute to the understanding of the
features of categorization and conceptualization in a particular lingiaculture. To divide all association into thematic groups the
method of cognitive interpretation was used. The emotional and axiological characteristics of the concept was identified. The
most important for ordinary native speaker features was investigated. The results are as follows: the cognitive characteristics of
the concept of TOLERANCE could be found in other cultures, but there are also specific for English linguaculture features.
Tolerance circulated into all spheres of public life, particularly in the religious, political and educational spheres. The dynamics of
changes showed that the religious related associations melted. In the political sphere, tolerance appears not as an authoritarian, but
as an egalitarian system of interaction within society. Associations that pointed to the medical sense of tolerance, almost never
met in the data of the XX century, but became growing in numbers in the XXI century. The scale of the tolerance in associative
thesaurus ranges from polite indifference to full acceptance. And yet, in the English linguaculture the concept of TOLERANCE
is associated with reason, rationality, gentle and peaceful coexistence. At the same time, the semantic relations of the concept
reveal many evaluative and emotional meanings. An additional means of verification were the stimuli that got responses
“tolerance”. That allowed to establish a network of close concepts, which corresponds with the tolerance. In conclusion, the
author summarizes the preliminary results and outlines ways to further study of this problem.

Key words: tolerance, concept, linguistics worldview, value, associative field, associative thesaurus.
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TEACHING LANGUAGE VOCABULARY BY GAMES
WITHIN ESP DISCOURSE DOMAIN

The article deals with the issue of vocabulary games in the framework of ESP discourse studies as one of the
effective means of developing integrated language skills. Language games have proved to be beneficial for professional
vocabulary learning. All the educational outcomes may be better achieved due to incorporating games into vocabulary
learning process, since vocabulary is the basic part of any language learning. The following criteria should be taken into
consideration by the teacher designing or choosing the game: correspondence to the topic and context; students’ level and
interest as well as correlation between the type of game, timing and lexical units to be practiced. The factors concerning the
number of students engaged in the game and the classroom settings are also quite relevant. Most beneficial are the games
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which involve students’ imagination and creativity. Usually teaching English vocabulary starts with single words which will
be frequently used by the students, followed by more complicated lexical items such as phrasal verbs or collocations, later
switching from General English to ESP discourse vocabulary training. Practical application of games for teaching vocabulary
includes two preliminary steps, namely (1) grouping the students and (2) giving explanation / instruction about the game. The
latter is necessary for the students to understand how to play according to the list of vocabulary to be practiced. The article
includes some examples from the bank of game exercises as well as descriptions and discussions on the potential results of
their application. Developing cooperative attitude, quick decision-making and teamwork spirit aimed at meaningful
communication games promote integrated language skills resulting in professional discourse training. In spite of their
supplementary activities character games can facilitate the process of foreign language learning due to friendly competition
atmosphere they are accompanied with. Thus, learning vocabulary through games may also contribute to professional
vocabulary training within ESP discourse studies.
Key words: vocabulary games, ESP, discourse studies, integrated language skills, professional communication.

Introduction. Vocabulary games have proved to be quite effective means of developing
integrated language skills. Andrew Wright, David Betteridge and Michael Buckby in the book “Games
for Language Learning” cover a wide range of group and solo games for improving speaking, listening,
writing and reading skills paying special attention to vocabulary, spelling and grammar [9]. The article
‘The use of games for vocabulary presentation and revision’ by Agnieszka Uberman contains the
analysis of traditional techniques used for teaching second-language vocabulary vs language games for
vocabulary presentation and revision [7].

This article is aimed at regarding the issue of language games in the framework of ESP
discourse studies and their benefit for professional vocabulary learning.

Existing research approaches to the analysis of the issue under consideration. Taking into
account the information given above it is possible to state that vocabulary games having applied nature can
be referred to as one of the effective means facilitating the process of professional discourse mastering.

As all linguists know games are perfect tools for teaching English. They can be used for teaching
many different language components e.g. vocabulary, grammar, pronunciation. Because knowledge of
vocabulary is basic for communication, we will concentrate our attention on this language item.

Vocabulary is a term which refers mainly to single words (e.g. dog, green, wash) but sometimes
it also refers to very tightly linked two or three combinations (e.g. stock market, compact disc, sky blue,
go off) [5]. What is more, the term “vocabulary” is included into a bigger term — lexis. According to
Scrivener lexis consists of traditional single-word vocabulary, common 'going together patterns' of
words (e.g. blonde hair, traffic jam) and also longer combinations of words that are typically used
together as if they were a single item (e.g. someone you can rely on, on-the-spot decisions). Lexis is a
powerful tool for conveying a message even more than other language components. A student saying
“Yesterday. Go disco. Friends. Dancing” will certainly get much of the message, despite avoiding the
rules of grammar. If it were the other way round, if he knew grammar and had no idea about lexis he
would not be able to communicate [5].

The natural order of teaching English is to start with vocabulary (single words which will be
frequently used by the student), and then with the passing of time, expand student's knowledge into
some more complicated lexical items such as phrasal verbs or collocations moving from general English
to ESP discourse vocabulary training. The more words and lexical items the student knows, the more
precisely he/she can carry the message.

Acquiring new words is not a simple matter, especially when it is carried in a traditional way —
for example by having a long list of words and their translation in student's workbook. To make process
of learning more engaging language games were introduced. As it was stated, it is a game that makes
learning easier and more pleasant. Most students, not depending on age, find games more like a fun
activity rather than a learning duty. Because of this they eagerly participate, learn more and achieve
better results.

The aim of the bank of exercises is usually to create a group of helpful tips for teachers. It is
supposed to be a set of examples but also a set of ideas which can broaden teacher's imagination in the
context of a particular lesson.
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We will mention games, practising active vocabulary items that introduce and consolidate
students’ vocabulary. Games designed for teaching the names of jobs and occupations usually embrace
crosswords and crossroads. Doing crosswords teaches us to be patient, persistent and helps to develop
one's skills and abilities. According to Watcyn-Jones [8] most students enjoy doing crosswords and
because of this it has been taken a stage further by making them into communicative activities. “Half
crossroad” game belongs to information type of games. It strengthens student's vocabulary, but
additionally, it develops communicative skills, so important in teaching English.

The main goal of the game is to practice vocabulary — the names of jobs and occupations in
particular, but the game practices also some other language components: speaking — in order to
complete the task students have to ask and answers questions, pronunciation — while talking they should
pay attention to how they pronounce the word, grammar — they have to use the rules of grammar while
creating questions and answering them.

The game “Who uses that?” is appropriate for pre-intermediate students. The game is perfect for
acquiring names of jobs and occupations. Additionally, during playing, the player acquires some extra
vocabulary. The game “Jumping the line” belongs to the games that are mainly used to consolidate
vocabulary.

A number of games were designed for practicing not only vocabulary but also reflex, because
the students have to immediately react to teacher's orders. According to Retter and Valls [4] “Simon
says” is perhaps the best known of all class games. The rules of the game are rather simple. The teacher
gives a series of orders while student’s task is to follow them but only if they were proceeded with the
words “Simon says...”.

Another engaging form of practising vocabulary is using the song. According to Szpotowicz [6]
songs bring the melody of language to life. Young people usually adore songs and learning English by
singing and if it is additionally connected with competition the activity is much more exciting.

On the one hand singing helps to associate vocabulary with the melody, which makes the
learning process easier. What is more, the students learn not only a single word, but also the whole
phrases. On the other hand, there is a risk that the learners will not be able to split the words with the
melody. To make sure if the students have learnt the phrases and can use them “independently”, without
the music, the teacher can introduce another exercise: “Make up a story using the phrases learnt”.

In order to choose the best methodology and strategies of games introduction into the academic
process it is very helpful to make up the questionnaire for the teachers and instructors. The surveys of
such kind usually consist of three main parts: conditions of teaching, games in a classroom, individual
experience. Speaking about conditions of teaching the questions should contain the crucial factors ie.
the type of the institution the teacher works in, the level of the students and their professional
experience. The next part of the survey concerns using games as a teaching method. The frequency of
using games usually depends on the class. In teacher's opinion not in all classes using games is a good
idea, because students’ behaviour does not always allow this. Teachers are to be asked to express their
opinion on advantages and disadvantages of using games in the classroom. Apart from educational
benefits, the psychological aspect should be mentioned in the survey. Playing games, winning or just
simply carrying out the task properly, helps to raise person’s self-esteem and build self-confidence.
Usually the teachers have few problems with advantages; it is much more difficult for them to find
disadvantages of games. Most of the teachers point out that games may introduce noise and problems
with discipline in the classroom. Moreover, they say that sometimes a game takes too much lesson time.
To sum up, in the most cases the results of the survey support theoretical deliberation. Besides, some
students may be reluctant to play.

The paper “Using Games as a Tool in Teaching Vocabulary to Young Learners” by Sahar
Ameer Bakhsh from English Language Institute, King Abdul Aziz University, is aimed at investigating
some issues of the practical implications of games which are quite important, helpful and effective
means of studying vocabulary. Vocabulary being the basic part and a key element of any language
learning, all the educational outcomes may be better achieved due to incorporating games into
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vocabulary learning process. ‘Teaching vocabulary through the use of games has become crucially
important for English language learners because they sustain enjoyment and interest in learning and
encourage using the language in a fearless and creative manner’ [1, p. 120] as well as the desire to
communicate. As stated by the author, games being goal-defined, rule-governed and carried out by
competing decision-makers create an atmosphere of meaningful communication developing and
improving all four students’ language skills, speaking, writing, listening, and reading. Besides, as a
result of involving student-centered activities games ‘encourage cooperation, team spirit, competition,
and turn taking’ at the same time decreasing students’ nervousness and shyness as well as developing
‘their skills of disagreeing in a polite way, asking for help, and working with others’ [1, p. 123].

Practical application of games for teaching vocabulary includes two preliminary steps, namely
(1) grouping the students and (2) giving explanation and instruction about the game. The latter is
necessary for the students to understand how to play according to the list of vocabulary to be practiced.
The following games mentioned in the article may be offered to the students:

Y ‘Memory Challenge’. Students have to sit in pairs or form small groups. Each group is given

two minutes to write down as many words as they can remember on the topic suggested.
The group that recalls most words will win the game.

Y ‘Bingo’. The teacher writes 10 words from the active vocabulary on the board and every
student chooses five words putting them down. After that, the teacher selects one word in a
random way without saying it and gives the students its definition or synonym. The student
who is the first to guess the right word, shouting BINGO! wins the round.

¥ ‘Hot Potatoes.” The class is divided into subgroups, both teams sitting on the opposite sides
of the classrooms with two chairs placed in the middle. A person sitting on the chair will
face his/her team having the board behind not to be able to see a word on the board written
by the teacher. Each team will have one minute to help their seated teammate guess the
word by using verbs and not saying the exact word written on the board.

When designing or choosing the game the teacher should bear in mind the following criteria:

— a balance between the type of game, number of vocabularies, and time;
— appropriateness to students’ level, interest, and context;
— suitability to the topic [1, p. 124; 125];

The factors concerning the number of students and the classroom settings should also be taken
into account. Most beneficial are the games which involve students’ imagination and creativity, for
instance, advertisement poster competition (making an advertisement) [3, p. 8] or writing one sentence
story based on newly introduced lexical units.

Results and discussions. Nguyen Thi Thanh Huyen and Khuat Thi Thu Nga considering the
effectiveness of learning vocabulary through games state that the latter prove their advantages and
effectiveness in learning vocabulary in various ways by: (1) bringing in relaxation and fun for students,
making it easier for them learn and retain new words; (2) keeping learners interested due to mvolving
friendly competition and creating their motivation to get actively involved in the learning activities;
(3) bringing real world context into the classroom, and enhancing students' use of English in a flexible,
communicative way [ 3, p. 14].

Aydan Ersoz [2] from Gazi University (Ankara, Turkey) provides some additional pieces of advice:
(1) the teacher should not interrupt the game to correct mistakes in language use; (2) students should not be
forced to take part in the game; (3) the game should be stopped in case it is boring or tiresome.

Conclusions. Belonging to supplementary activities games still possess strong applied
characteristics and beneficial features in the process of foreign language learning by promoting friendly
competition and a cooperative attitude. They can be successfully used to practice all language skills and
many types of communication in different contexts making the lessons enjoyable by creating student-
friendly atmosphere. Learning vocabulary through games may also contribute to professional vocabulary
training within ESP discourse studies.
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BaiibakoBa Nuecca, I'acbko Anexcanapa. QO0yuyeHue JIeKCHKH METOOM MIP B KOHTEKCTE AHIVIOS3bIYHOIO
Tpo¢)ecCHOHAILHO-0PHEHTHPOBAHHOI 0 TUCcKypca. CTaThs MOCBSIIEHA BONPOCY MCIOJIB30BAaHUS METOJa MI'P KaK OHOr'O
u3 3G (HEKTUBHBIX CPEICTB PA3BUTHS MHTErPUPOBAHHBIX S3bIKOBBIX HABBIKOB B MPOLIECCE M3YYEHHUS JIEKCHKH AHTJIOS3BIYHOIO
poheCCHOHAITLHO-OPHEHTUPOBAHHOTO JIUCKYPCa. SI3BIKOBBIC MIPhI OKA3aTHCh TIOJIC3HBIMU B OBJIAJICHUH MPOGECCHOHAIBLHOIO
JIEKCUYECKOr0 MHUHHUMYMa, CIIOCOOCTBYS YIYYIICHHIO PE3Y/IBTaTOB OOYYeHWs, MOCKOJIBKY CIIOBAaph SIBIISIETCS 0a30BOM
COCTaBJIIONICH s3bIKa. Pa3pabarhiBasi WM BBIOHpas UIPy, HPEMofaBaTellb JOJKCH MPUHHUMATh BO BHUMAHHUE CIICTYIOIINC
KPUTEPUH: €€ COOTBETCTBUE TeMe M KOHTEKCTY 3aHSTHUsI; YPOBEHb 3HAHHMH CTYAEHTOB, MX UHTEPECHI, & TAKKe COOTHOLICHHE
MEX/y BHIOM HIPBI, TOKa3aTeleM BPEMEHH M BBIICIEHHBIMY JUIS PAOOTHI JIEKCHUECKUMHU €IMHMIIAMHA. BaKHBIMU SIBIISIOTCS
TaKKe (haKkTopbl, KACAIOLIMECS KOIMYECTBA CTYACHTOB, PHBIICUEHHBIX K UIPE, 1 OOCTAaHOBKH B Kiacce. Kak cBHUIETENbCTBYET
MPaKTUKa, HarOonee 3(P(EKTUBHBIMU SIBISIOTCS WIPBI, TPEOYIOIIME OT CTYACHTOB BOOOpaKeHHs U TBOpYecTBa. OOBIMHO
00y4eHHe CIIOBAapHOrO 3araca aHNIMHCKOro S3bIKa HAYMHAETCS C OTAENBHBIX CIIOB, TIOCIE Yero M3ydaroTcsl OoJiee CIIOXKHbBIE
JIEKCUYECKUE SAMHHLIBI, TAKHE KaK CIIOBOCOYETaHHs M (Ppa3oBbIE TIIAroJbl CO CICSAYIONIMM MEPEX0oM OT OOIIEro aHrIMHCKOro
s3BIKA K JIEKCHKE IMPO(ECcCHOHATbHO-OPHEHTUPOBAHHOTO JIHCKypca. [IpakThka MCHOIb30BaHMS METONA WIP UL W3ydeHUsI
CIIOBapsl peycCMaTpUBaET /B TIpeBapUTENIbHBIX mara: (1) pactpeseneHue cTyneHToB 1o rpymmam; (2) oobsicHenue. CtaThst
CONICPKUT HEKOTOPBIC MPUMEPHI YIIPAXKHEHHI M3 OaHKa UIP, a TAKKE ONMHMCAHKE U OOCY)KJICHHE MOTCHITHAIBHBIX PE3Y/IBTATOR
UX WCIOJIb30BaHus. BhIpabaThiBas HaIeKaIee OTHOIICHHE K COTPYIHHUYCCTBY, OBICTpOS MPHHATHE PEIICHHH W IyX
KOMaHJIHOM paOOThl, HampaBJCHHBIX Ha COIep)KaTelbHOe OOIIEHHEe B IPOPECCHOHAIBHOM Cpele, WIPhl Pa3BHUBAIOT
MHTCTPUPOBAHHBIC SI3BIKOBBIC HABBIKH IIEJICBOrO MPO(ECCHOHAIBHOrO IucKypca. HecMoTps Ha TO, YTO HIphl HOCAT
BCIIOMOTaTEeIbHBIA ~ XapakTep, OHM MOIYT COJICHCTBOBaTh MPOLECCY W3YYEHUs] HMHOCTPAHHOTO SI3bIKa Onaromaps
COIMPOBOYKIAIOIIEH NX aTMOc(epe APY’KECKOTO COpeBHOBaHUS. TakuM 00pa3oM, H3ydeHHe JIEKCHKH METOIOM UTP MOXET ObITh
3¢ PEKTUBHBIM B 00JIaCTH aHTIIOS3BIYHOTO MPOGECCHOHATLHO-OPUEHTUPOBAHHOIO AUCKYpCa.

KiroueBble ciioBa: JieKCHYeCKass WIpa, MPoeCcCHOHATbHO-OPUCHTHPOBAHHBIA AHIIMACKUNA S3BIK, W3y4YCHHE
JIMCKYpCa, HHTErPHPOBAHHBIE S3bIKOBbIE HABBIKH, MPO(PECCHOHATBHAS KOMM YHHKAITHSL.

BaiidaxoBa Ineca, I'acbko Ouexcannpa. BUBUYeHHSI JIEKCMKM MeTOIOM irop B KOHTEKCTi AHIJIOMOBHOIO
nipoeciiino-opieHToBaHOro IucKypey. CTaTTs IPUCBSYEHA MTUTAaHHIO BUKOPHCTAHHS METOJY TPH SIK OHOTO0 3 e(heKTUBHUX
3ac00iB PO3BUTKY IHTEIPOBAaHMX MOBHHX HaBMYOK Yy IPOIECI BHBYCHHS JIEKCHKU JUCKYPCY aHIVIHCHKOI MOBH (DaxoBOro
cripsiMyBaHHS. MOBHI irpd BHSIBWINCS KOPHUCHHMH IIPY ONAaHyBaHHI MPO(ECIHOro JIEKCHYHOTO MIHIMyMY, CHPHSIOUH
TIOKpAIIEHHIO PE3yNbTATIB HAaBYaHHSI, OCKUJIBKM CIIOBHHK € 02a30BHMH CKJIaJJHUKaMU MOBH. Po3poOisitoun abo BuOMparoun
TPy, BUKJIaJa4 IIOBUHEH OpaTyl J0 yBaru Taki KpHTepii: ii BiANOBIAHICTH 10 TEMHU Ta KOHTEKCTY 3aHSTTS; PIBEHb 3HaHb
CTyHEHTIB Ta X IHTEpecH, a TaKO)X CIiBBIIHONIEHHS MDK BHIOM TpH, (DaKTOpOM 4Yacy Ta JIEKCUYHUMHU OJMHHISIMH,
BU3HAUCHUMH [Tl OTIPAIIOBAHHS. Ba)kimMBUMM € TaKOK YMHHHKH, STKI CTOCYIOTBCSI KUIBKOCTI CTY/IEHTIB, 3aJTy4eHHX 10 TPH,
Ta 00CTAaHOBKH Yy Kiaci. Sk 3acBifuye MpakTHka, Haile(h)eKTHBHIIIIMMH € iTpH, SIKi BUMAraroTh BiJl CTYJICHTIB YSBH 1 TBOPUYOCTI.
3a3Buyail HaBYaHHS CIIOBHUKOBOTO 3aracy aHIIiHCBKOI MOBH PO3MOYMHAETHCS 3 OKPEMHX CIiB, SKi 4YacTo
BUKOPHCTOBYBATHMYTh CTY/ICHTH, ITICJIS YOrO ONAHOBYIOTHCS TaKi CKJIAHIII JIEKCHYHI OMHMUIL; SK CIIOBOCHONYYEHHS Ta
(pa3oBi IieciioBa 3 MONAJIBIINM IIEPEXOJIOM BiJl 3araJIbHOI aHIITIHCHKOI MOBH JI0 JIEKCHKHU AUCKYPCY (haxOBOTO CHPSIMYBaHHSI.
[NpaxTrka BUKOPHCTaHHS METOY TPH JIJI BUBUSHHS CIIOBHHKA Tiependayae JjBa rorepe i Kpoku: (1) po3moaisn cTyaeHTiB Ha
rpynu Ta (2) mosiCHeHHs / IHCTPYKTaXx 11070 rpr. OCTaHHE € HEOOXIHNUM JUIS TOro, 00 CTYIEHTH 3PO3YMLUIH, IO IM CJIi T
POOHTH 3 aKTHBHUM CJIOBHUKOM, 3a3Ha4€HUM Yy criicKy. CTaTTst MiCTUTB JIesIKi IPUKIIaIM BIPaB 13 OaHKY irop, a TaKoX OIHC
Ta OOrOBOpEHHS MOTEHIIMHUX pe3yJbTaTiB X BHKOPUCTAaHHS. BHpOOMSIOUM HaJjle)KHE CTaBJIEHHs A0 CIIBIpAalli, [IBHIKE
TIPUAHATTS PillleHb Ta JyX KOMaHAHOI poOOTH, CIIPSIMOBAHUX Ha 3MICTOBHE CITUIKYBaHHS Y MPO(eCiitHOMY CepeloBHIL, irpy
PO3BHBAIOTH IHTETPOBaHI MOBHI HaBUYKH I[THOBOTO (haxoBOro AMCKypcy. He3Bakaroun Ha Te, IO irpy BiJ3HAYAIOTHCS
JIOTIOMDKHUM  XapaKTepoM, BOHH MOXKYTh CHPHSTU TIPOIECY BHBUEHHS 1HO3EMHOI MOBH 3aBISIKH arMoc(epi APYKHBOTO
3MaraHHs, sika ix cynpoBomkye. OTxke, HaBYaHHS JIEKCHKU METOIOM TPU TaKOK MOXKe OyTH e(peKTHBHUM Y cepi TUCKYPCY
aHIJTIHCHKOI MOBH (PaXOBOTO CIIPSIMYBaHHSI.

KnrouoBi cioBa: jexcuuHa Tpa, aHMIilicbka MoBa ()aXxOBOTO CIPSMYBaHHS, BUBYEHHS JUCKYpPCY, iHTErpoBaHi
MOBHI HABUYKH, MpodeciiiHa KOMYHiKaIlisL.
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