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ENHANCING STUDENTS’ CONFIDENCE AND MOTIVATION IN LEARNING
ENGLISH WITH THE USE OF ONLINE GAME TRAINING SESSIONS

Abstract. Effective ESL teaching/learning has always been one of the most important interest
areas for researchers and educators-practitioners. Over 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. Learners with higher motivation do better in English, and learners
with self-confidence tend to be more successful in learning. The contemporary society is
constantly changing and developing new technologies. Using online games in ESL classroom is
one of such methods supplementing the teaching-learning process. Learners are often motivated by
hands-on and active learning opportunities. The students are able to work on accomplishing a goal
by choosing specific actions. They experience the consequences of the actions, which is one of the
ways that a game-based learning experience is similar to real life. In this article, we examined
how the Kahoot game-based method of teaching ESL may affect the attitude of university students
towards the language and their level of motivation and confidence. The obtained data revealed that
using Kahoot training sessions was mostly successful in enhancing students’ confidence and
motivation in learning English and the majority of students revealed positive attitudes to using
Kahoot in language learning. However, 11% of students 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. The author suggests that game-based method of teaching could be of use
when utilized systematically over the academic year. However, university teachers should 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.

Keywords: confidence; motivation; ESL teaching/learning; Kahoot; training sessions; university
students.

1. INTRODUCTION

The problem setting. Learning English as a Second Language (ESL) can be extremely
exciting and challenging at the same time. 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. Motivation and self-confidence in learning English have always been the centre of
attention among teachers and researchers. The contemporary society is constantly changing
and developing new technologies. Using online 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 B.
Martinson and S. 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” [2,
478]. Games stimulate interactivity and allow the students to work collaboratively as a team
towards a common goal. This collaborative effort promotes motivation to succeed and learn
from each other. Thus, the development of new technologies has shifted the learning process
from conventional teaching into contemporary learning. Kahoot is a tool for using technology
to administer quizzes, discussions or surveys. It is a game based classroom response system
played by the whole class in real time. Kahoot as a game-based approach to language learning
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has been proved to be workable worldwide because Kahoot games and quizzes can easily
attract students’ attention, thus influencing their motivation and enhancing foreign language
ability [4; 9]. Despite this interest in using online game-based learning, there is lack of
empirical evidence supporting the validity of this approach in the Ukrainian context, which
makes our study topical.

Analysis of recent studies and publications. So far, there have been conducted a great
number of domestic and foreign studies related to using online games in ESL
learning/teaching [1; 2; 3; 6; 7; 12; 13]. For one, Yu. Demianova’s research shows that
collaborative games bring positive results, such as deeper understanding of content, improved
self-esteem, and higher motivation to remain on a language task. The research argues that “by
playing collaborative games, students will become critical thinkers, learn to work with one
another, and apply these skills to deal with stressful situations, and understand the importance
of working together as a team to be successful” [13]. N. laremenko examines the potentials of
online games in order to motivate ESL students, and summarizes the positive effects of
playing learning games. In her research article, the author proves that online learning games
can foster intrinsic motivation and help engage students in learning activities [9]. A.
Yudintseva claims that “game-enhanced learning provides a set of effective strategies, such as
language repetitions and contextual clues, to practice and use vocabulary in the authentic
context” [3]. Online games are not activities mainly aimed to break the ice between students
or divert 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 discovery, from their own mistakes and also from each other,
which involves extensive cognitive processing [1]. The students also “use their new
knowledge in a situation separate from the activity in which they learned it” [1, 5]. The
findings of H. Chen’s and T. Yang’s study suggest that adventure video games can provide
useful input to help students enhance their English listening, reading, vocabulary skills and
learning motivation [7]. Thus, online games have a potential to boost language learning and
make this process more engaging and effective.

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

— stimulate students’ interest towards learning English, and

— enhance their learning motivation and confidence through developing stronger

communication skills.

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 involved 72 freshmen (3 groups of students) who had a similar English
learning experience. They were 29 female (N = 19) and 43 male (N = 11) freshmen. 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, as well as descriptive and inferential. Two questionnaires were employed as a
measuring instrument. The participants were required to answer all the items of the
questionnaires, giving their own opinion about 1) their experience of learning English and 2)
their attitudes toward using Kahoot games in learning English to boost their learning
motivation and confidence.
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3. THE RESULTS AND DISCUSSION

According to the goals of this study, the researcher aims to investigate how Kahoot
games affect students’ motivation and confidence to build their stronger communication
skills — the two powerful factors in ESL learning.

Motivation is known as a stimulant for achieving a specific target [11]. According to R.
Gardner*‘s theory [10], motivation is a kind of central mental engine or energy-center that
includes effort, want or will (cognition) and task-enjoyment (affect). Motivation provides the
primary momentum to initiate L2 learning and all the other factors involved in L2 acquisition
presuppose motivation to some extent. Without sufficient motivation, even individuals with
the most remarkable abilities cannot accomplish long-term goals, and neither are appropriate
curricula and good teaching enough on their own to ensure learner achievement.

According to N. laremenko, “motivating students and encouraging engagement is a
challenge for teachers” [9, 127]. Learning motivation is considered to be “a key factor to
success in second language acquisition which can develop students’ curiosity about learning
English” [14]. The author of this paper suggests that the use of Kahoot-based training sessions
in ESL learning will show the direct relationship between engaging gamified learning and
increased motivation.

Another aspect of effective ESL learning is learner confidence. Researchers have
reported a positive relationship between self-confidence and learning of foreign languages [8;
15]. In the context of learner-centred learning and curricular reform, self-confidence is
invoked as an important construct. Self-confidence usually comes from previous positive or
negative language experience. Low self-confidence can have a negative effect on learning
new languages and can lead to such psychological conditions as insecurity, fear, anxiety and
antisocial behaviour [5]. Strong self-confidence makes the learner want to improve in the
language, and this leads to positive results. Being a confident language learner means “being
able to use English in different social and transactional contexts and with people from
different cultural and professional backgrounds” [8]. Confident language learners are more
likely to engage in conversations in English, are happier and more effective learners, whatever
their level. According to F. Rubio, there is a correlation between language learner confidence
and learning environment. Therefore, teachers’ behaviour, activities students are required to
take part in are directly correlated with building learner confidence. According to S.
Tsymbal, “teachers should do their best to reduce anxiety in their students by creating an
attractive, warm atmosphere inside the classrooms and increasing students’ motivation in
learning English” [15]. They should build students’ self-confidence by using positive
reinforcement, encouragements and by utilizing special trainings, activities and sessions,
cooperative learning activities, for one, cooperative online games. In our paper, the author
attempts to find out how using training sessions with the help of Kahoot games and quizzes
influences learner confidence.

Prior to using Kahoot 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 and level of communication skills.

The responses to the questionnaire showed that the students generally were neutral in
looking forward to English lessons (40%). The participants’ responses revealed that 32% of
students did not feel confident to speak English and 38% of students get confused to ask
questions during the lesson. 41% (agree) and 18% (strongly agree) of students thought that it
is important to learn English and no one said that English is unimportant.

The questions focusing on the teaching methods revealed that 19% (strongly agree) and
38% (agree) liked it when the teacher uses visual aids, games, a lot of activities to teach
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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.

Table 1
Students’ feelings toward learning English before using Kahoot training sessions
Strongly
Strongl .
Statement agrege y Agree Neutral Disagree disagree
1. 1 .usually look forward to my 9% 22% 40% 25% 4%
English lesson
2. I.thlnk it is important to learn 18% 41% 39% 2% 0%
English
3. I like doing grammar exercises in
the textbook in order to better learn 5% 6% 8% 39% 42%
English
4. 1 .hke wor.kmg in groups when 12% 16% 33% 29% 10%
learning English
S.I. thmk. that learning English is 4% 99% 26% 43% 18%
quite boring
6. 1 think English is hard to learn 9% 20% 41% 18% 12%
7. English is my favourite subject to 13% 7% 29% 13% 8%
learn
8. I like it when the teacher uses
visual aids, games, a lot of activities |~ 19% 38% 24% 18% 1%
to teach English
9. I get confused to ask questions 17% 359 28% 12% 8%
during the lesson
10. T prefer 1ndep§ndent agtlvmes 29 24% 3% 17% 10%
rather than cooperative learning
11. T do not feel confident to speak
English and it makes me feel 27% 32% 26% 8% 7%
worried.
12. When I miss a lesson, I never 21%
ask my peers for the home task. 4% 6% 46% 23%
13. I cannot apply the knowledge of 4%
English in the real life 19% 34% 25% 18%
14.. I am no't satlsfled with my 23% 30% 36% 9% 2%
achievements in English
.15. I have ht.tle motl.vatlon and 2% 50, 31% 399% 13%
interest in learning English
16. Learning English helps me to
communicate with native speakers 14% 23% 31% 21% 11%
and surf the Internet
17. Learning English with the help
of ICT is much more effective than 22% 29% 36% 12% 1%
traditional learning
18. I learn English just to pass the 4% 1% 28% 30% 27%
exams

Despite the importance of learning English, 4% strongly agreed that they learn English
just to pass the 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 14% and 23% of respondents learning English was not helpful in establishing contacts
with native speakers or surfing the Internet.
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In order to change the students’ attitudes towards learning English and boost their
motivation and confidence we decided to conduct a series of training sessions for the students
with the help of Kahoot game-based method of teaching ESL.

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

They are based on a learning objective.

They give the player control over their own destiny.

They include doable challenges.

They are fun and interesting, thus motivating.

They are based on reality in order to intrinsically motivate the players to continue to
play the game.

6. They require interaction.

7. Games include every student [1, p.12-13].

Based on these statements, we developed a series of Kahoot-based training sessions (8
in total) to boost students’ motivation and confidence in ESL (Table 2).

At the first stage we designed 8 Kahoot-based games according to the syllabus for the
students of the Automatization and Computer Integrated Technology Faculty. At stage 2
students were explained the procedure of the game and the scoring rules. Stage 3 was the use
of Kahoot-based games itself after which feedback was given to students.

NA b=

Table 2

Stages of Kahoot-based Training Sessions

Stage Name Content

The total number of 8§ Kahoot-based games and quizzes
were designed on the topics (according to the syllabus 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 1: Material Preparation

Students were asked to bring their smart phones or laptops
Stage 2: Class Preparation to the classroom and explained the procedure of the game
and the scoring rules.

The Kahoot games and quizzes designed by the researcher
Stage 3: Kahoot training sessions | were used to review the material learned during the practical
lessons. Giving feedback to students.

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 Kahoot in ESL learning and changes it made to their level of
motivation and confidence. The results of the questionnaire are presented in Table 3.
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Table 3
Students’ Attitudes toward Learning English after Using Kahoot Training Sessions
Strongly
Statement S:;)rr;gely Agree Neutral Disagree disagree
1. T think using online learning
games is useful for both students |  22% 25% 40% 9% 4%
and teachers
2. 1 think learning English should
not have fun as a necessary 8% 14% 39% 23% 16%
requirement.
3.1 cons1de?r using online games is 59 6% 3% 399% 42%
a waste of time.
4. 1 believe that game based
learning in higher education should 22% 26% 23% 19% 10%
be an important teaching tool
5. I believe that using online games
creates a more motivating learning 24% 34% 36% 6% 0%
environment
6. I felt more relaxed and confident
to use English during the training 29% 33% 24% 8% 6%
session
7. Working as a team helped me to 13% 7% 29% 13% 8%
improve my English
8. I found it to be fun and engaging
to learn  English using online 19% 38% 24% 18% 1%
games
9. Comments from my teacher and
peers gave me more confidence to 17% 35% 32% 9% 7%
try harder
10. I feel I learned more vocabulary
and improved my memory during 17% 24% 32% 10% 7%
the training sessions
11. T was more active and engaged
in the activity during the training 27% 32% 26% 8% 7%
sessions
12. I feel 1 start'e(.i speak%ng more 21% 23% 46% 6% 4%
English at the training sessions

The data from Table 3 revealed that using Kahoot training sessions was successful in
enhancing 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, respectively, 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 Kahoot training sessions on
their ESL learning was quite high.

In answer to 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 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
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remained neutral and 6% of students wrote in the descriptive questions that their level of
confidence and interest in English learning remained low during the training sessions (see
Chart 1).

M Increased level of motivation
and confidence

W Same level of motivation and
confidence

Low level of motivation and
confidence

Chart 1. Distribution of students’ answers to the descriptive questions as to their
motivation and confidence after Kahoot-based training sessions

4. CONCLUSIONS AND PROSPECTS FOR FURTHER RESEARCH

Effective ESL teaching/learning has always been one of the most important interest
areas for researchers and educators-practitioners. This paper contributes to the discussion on
how the Kahoot game-based method of teaching ESL may affect the attitude of university
students towards the language and their level of motivation and confidence to build their
stronger communication skills.

The obtained data revealed that using Kahoot training sessions was successful in
enhancing students’ confidence and motivation in learning English. Only 6% of students
wrote in the descriptive questions that they had not built 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 Kahoot 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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NIABUILEHHS PIBHSI BHEBHEHOCTI TA MOTUBAIIII CTYJAEHTIB Y
BUBUYEHHI AHIJIIMCHKOI MOBM 3 BUKOPUCTAHHSIM ITPOBUX OHJIAMH-

TPEHIHI'IB

HMum6aa Ceitnana BosoaumupiBaa

KaHJAUJAT NICUXOJIOTIYHUX HAYK,

JIOLEHT KadeJpy aHTIIHCHKOI MOBH JJIsl TEXHIYHUX Ta arpo0ioIOriyHUX CrelialbHOCTEH
Hauionanshuii yHiBepcuTeT 6i0pecypciB 1 pupoIoKopucTyBaHHs Ykpainu, M. Kuis, Ykpaina
svittsy @ gmail.com

AHoTtaniss. EQexTuBHE BUKIAIaHHS/HABYAHHS 3aBXIW OYyJO OAHIEI0 3 HaWBaXJMBImUX cdep
HAyKOBOTO TIOMIYKY IS JOCIITHUKIB, MEAAroTiB-MpakTUKiB. [IpoTAroM ocTaHHIX ABAAISTH POKIB
Oynmu po3poOiieHi METOAM HaBYaHHS, CIPSMOBAHI Ha ITIBHINEHHS MOTHBAIii Ta BIIEBHEHOCTI
CTYJICHTIB 3 METOI0 IMiJBUIICHHS IXHBbOI MOBHOi KomrmeTeHIlii. CTyleHTH 3 BWIIAM pPiBHEM
MOTHBAIIl Kpaile BOJIOAIIOTh aHTJIHCHKOIO MOBOIO, a Ti, XTO BIIEBHEHI Y CBOIX MOXIIHUBOCTSIX,
MaroTh OUIBIIMH ycmiX y HaBuaHHI. CTYAEHTH 4acTO BMSBIIAIOTH OIJbLI CTIHKY MOTHBALIIO NPH
MOXJIMBOCTI IPAKTHUYHOTO ¥ aKTUBHOTO HaBYaHHSA. BOHM MOXYTh NpalfoBaTH Haj JAOCSTHEHHSIM
MeTH, BUOMpPaloYy KOHKpETHi Jii. BukoHyouu irpoBi aii, siki CUMYJIIOIOTh PEAIBHICTh, CTYAEHTH
JOCSTaloTh OUIBIIMX — pe3yibTaTiB B OBOJIOAIHHI MOBOW. CydacHe CYCHUIBCTBO IOCTIHHO
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3MIHIOETBCSL 1 PO3BMBA€E HOBI TEXHOJOTrii. BukopucraHHs onnaiiH-irop y mporeci HaBYaHHS
AHIJIIHCHKOT MOBM € OJHMM 3 TaKuX METOMIB, IIO SIKHAMKpalle Ypi3HOMaHITHIOIOTH IIPOLEC
HaByaHHs. Y LIl CTATTI MU PO3IJISIHYJIH, SIK METOJ] IrpOBOro HaB4YaHHs KaxyT Moxe BIUIMHYTH Ha
CTaBJICHHS CTYJCHTIB YHIBEpCHUTETYy 1O AaHTJiHChKOI MOBH Ta piBeHb iXHHOI MOTHBAII Ta
BrieBHeHOCTI. OTpuMaHi JaHi TMOKa3ajiu, 10 BUKOPHCTAHHS TPEHIHTIB 3a gomomMoror Kaxyr B
OCHOBHOMY OyJIO YCIIIIHKAM Yy TWiABUIICHHI PiBHSA BIEBHEHOCTI Ta MOTHBAIlii CTYISHTIB IO
BUBUYEHHS AHMIIMCHKOI MOBH, 1 OUIBIIICTh CTYACHTIB BHSBWIM TIO3UTHBHE CTaBJICHHS JI0
BUKopucTaHHa Kaxyr-pecypcy y BuBdeHHI MoBH. IIpote 11% CTymeHTIB BBaKaroTh, IO
BUKOPHCTAHHS OHJIAH-ITOp € MapHOIO TPaTolo 4acy, a 22% CTyJIeHTIB BBaXKalOTh, 1110 BUBYCHHS
AHIJIIHCHKOT MOBM HE MOBMHHO IIEPETBOPIOBATHCS Ha pO3Bary. ABTOp CTaTTi BBaXKae, 10 METOX
OHJIalH-IrOp MOXke OyTH ePEeKTUBHMM, SKIIO HOro CUCTEMAaTHYHO BHKOPHUCTOBYBATH HPOTATOM
HaBYaJILHOTO poKy. [IpoTe BUKIJIanadi yHIBEpCHTETIB NMOBMHHI 3aCTOCOBYBATH Pi3HI MiAXOAM Ta
cTparerii Ui CTBOPEHHSI CIPHUSTIMBOTO HABYAJIHHOIO CEPEJOBMINA, 1€ CTYACHTH MOuYyBaiucs O
3aIiKaBJICHUMU, BIICBHCHUMH B JOCSTHCHHI CBOIX HABYAIBHUX I[LICH.

Ku1104oBi c10Ba: BIEBHEHICTh; MOTHBAITIS; BUKJIATaHHS / HABUYAHHS aHTIiHChKO1; KaxyT; TpeHiHT;
CTYICHTH YHIBEPCHUTETY.

INOBBIINEHUE YPOBHA YBEPEHHOCTH U MOTUBALIUU CTYJAEHTOB B
W3YYEHUU AHTJIMVCKOI'O SI3bIKA C UCIIOJIb30BAHUEM UTPOBBIX

OHJIAMH-TPEHUHI OB

Hpm6an Ceersiana BragumupoBHa

KaHJUAAT [ICUXOJOTMYECKUX HaYK,

JOLEHT Kadeaphl aHTIMICKOTO S3BIKA IS TEXHHYECKHUX M arpOOHOIOTHIECKHUX CIICIIUATBHOCTEH
HannoHansHbIM YHUBEPCHTET OHOPECYPCOB U TIPUPOIOTIONB30BaHMsI Y KpanHsl, T. Kues, YkpanHa
svittsy @ gmail.com

AnHoTanus. DpdexTuBHOE NMpenogaBanue/o0ydeHne Bceraa ObUIO OJHON M3 BaKHEWIUX cdep
HAYYHOTO ITOMCKa [UIS MCCIIeOBATENeH, Me1aroroB-pakTHKOB. B TedeHne mocieqHux ABaIIaTH
et ObUTH pa3paboTaHbl METOABI OOYUYeHHs, HAlpaBJICHHBIC Ha ITOBHIIICHHE MOTHBAIMH M
YBEPEHHOCTH CTYIEHTOB C LICJIbIO MOBBIMICHUSI MX S3bIKOBOM KomreTeHIMU. CTyaeHTHl ¢ Ooiee
BBICOKUM YPOBHEM MOTHUBAIIMH JIYYIIIC BIAJCIOT AaHTITMACKUAM S3BIKOM, a TE, KTO YBEPEHBI B CBOUX
BO3MOJXKHOCTSIX, MMEIOT OoJibmMi ycriex B yuyeOe. CTyIEHTBl 4acToO MpOSIBISIOT Oojiee CTOHKYIO
MOTHUBAIIMIO TIPU BO3MOXXHOCTH MIPAKTHIECKOTO U aKTUBHOTO 00ydeHus. OHM MOTYT paboTaTh Hal
JIOCTHDKCHUEM IICJIH, BHIOMpAsi KOHKPETHBIC JCHCTBHSA. BBINONHSS WrpoBbIC NEHCTBUS, KOTOPHIC
CUMYJIMPYIOT PEaJbHOCTb, CTYACHTHI IOCTUTAIOT OOJBIINX PE3yJIbTaTOB B OBIAJCHHH S3BIKOM.
CoBpeMeHHOE 00IIeCTBO MOCTOSTHHO MEHSETCS M pa3BUBAET HOBBIC TEXHOJIOTHH. Vcmonp30BaHue
OHJIAWH-UTP B TIpolecce OOYUYCHHS AHTIUHCKOMY SI3BIKY SIBISIETCS OZHMM M3 TaKMX METOJIOB,
KOTOpBIE MIPUBHOCAT Pa3HOOOpasne B ATOT Iporecc. B 3Toi cTaThe MBI paccMOTPENH, KaK METO
urpoBoro oOydeHuss KaxyT MoXeT TOBIHMATE Ha OTHOIICHHE CTYICHTOB YHHUBEPCHUTETa K
AQHTIIMICKOMY SI3BIKY M YPOBEHb MX MOTHBALIMK M YBEPEHHOCTH. [loryueHHbIE TaHHBIE MOKA3aly,
YTO KCIIOJIb30BAHUE TPCHHUHIOB C MOMOIIBI0 KaXxyT B OCHOBHOM OBLIO YCHCIIHBIM B MOBBIIICHUN
YPOBHSI YBEPCHHOCTH U MOTHBALIMHU CTYACHTOB K M3YYCHHUIO aHTIUICKOTO s3bIKa, U OOJBITHHCTBO
CTYICHTOB OOHAapyXWJM IOJOXUTEIbHOE OTHOIICHME K UcIojib30Banuio Kaxyr-pecypca B
u3ydeHuu sA3bika. OnHako 11% CTYICHTOB CYMTAIOT, YTO HCIIOJB30BAHHE OHJIAWH-UTP SIBISACTCS
nycToi Tpatoil BpemeHu, a 22% CTyOEHTOB CUMTAIOT, YTO M3Y4YEHUE AHTTIHICKOIO s3bIKa HE
JIOJDKHO TIPEBPAIlIaThCsA B pas3BlicYCHUE. ABTOp CTaThU MPEIIONaraeT, YTO METO]| OHJIAWH-Urp
MOJET OBITh 3PPEKTHBHBIM, €CIIH €T0 CUCTEMAaTHYECKH UCIOIb30BaTh B TCUCHHE YIEOHOTO roja.
OpHako mpenojaBaTeld YHHBEPCUTETOB MOJDKHBI MPUMEHATh Pa3iIMYHBIC MOIXOABI M CTPATEerHH
JUTSL  CO3MaHUsl OJArONMpUSITHOH Yy4eOHOH Cpenpl, THIe CTYISHTHl YyBCTBOBalM OBl ceOs
3aMHTEPECOBaHHBIMH, YBEPEHHBIMH B JOCTIKCHUN CBOUX YUEOHBIX IIETICH.

KioueBble clioBa: yBEpEHHOCTh; MOTHBAIMS; Mpero/aBaHue/o0y4denue anriauickomy; Kaxyr;
TPEHHHT; CTYJCHThl YHHBEPCUTETA.
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