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Pexomenoosano 0o eudagnuymea Beeykpaincokoro Acamoneero 00kmopie Hayk 3
Oepoicasrnozo ynpaeiinns (Piwenns ¢io 01.07.2025, Ne 1/7-25)

32iono nakazy Minicmepcmea oceimu i nayku Yxpainu 10.10.2022
Ne 894 scypnany npuceoeni kamezopii "'B'"' i3 icmopii ma apxeonozii
(cneuianvuicmo - 032 Icmopis ma apxeonocis) ma nedazoziku

KATEIOPIS (cneyianvnicmo - 011 Oceimnui, nedazoziuni nayku)

32iono nakaszy Minicmepcmea oceéimu i hayku Ykpainu 6io 23.12.2022 Ne 1166 »cypnany
npuceoena kamezopia b 3 ¢pinonocii (cneyiansnicms - 035 ¢hinonozisn)

JKypnan eudacmucs 3a niompumxu Incmumymy @inocoghii ma coyionoeii Hayionanvhoi akademii nayk Asepbaiiosxcany, Beeykpaincvkoi acoyiayii
nedazozie i NCUXo102i6 3 OYXO8HO-MOPAILHO20 GUX08AHH ma Bceykpaincokoi acambnei dokmopie Hayk 3 0epAuCAGHO20 YNPABIIHHS

JKypran nyOnikye Haykosi po3eioKku 3 meopemudHux ma npukiaoHux acnekmie (inonoeii, coyionoeii, Hayku npo oceiny, icmopii, apxeoio2ii, a, makoic,

KYIbmyponozii ma Mucmeygo3Hagcmea 3 Memolo ix 6npo8aoNCeHHs y CyHacHull HayKo8o-oceimuitl npocmip.
Linvosa ayoumopis: eueHi, ninesicmu, 1imepamyposHasyi, nepeknadayi, Mucmeygo3Hadyi, Kyabmypo3Haeyi, nedazoau, coyionoau, icmopuxi,

apxeonoau, a, makoaic, inuii paxieyi 3 pisnux cgep HcummeoisnbHOCmI CyCnitbemea, oe 3Haxo0Umy 3acmocy8ants MeMamuKa HayKo8o20 JCyPHALY
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Researchbic  (IC), Research Bible, mixxnapoanoi nourykosoi cuctemu Google Scholar
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T'onosenuit peoakmop: I'ypko Onena Bacuniéna - nOKTOp (GijOJIOTIIHUX
HayK, mpodecop, 3aBimyBad Kadenpw aHMITIWCHKOI MOBH IJs HE(LIONOTIYHUX
cneriaibHoCcTel  JIHIMPOBCHKOrO HAIIOHAJIBHOTO YyHiBepcuTery iMeHi Orecs
I'onuapa, (Aninpo, Ykpaina)

Peoaxuyinuna xonezin:

AnekcanzipoBa (Bep6a) Oxcana OnekcaHapiBHa — JOKTOp MHCTEUTBO3HABCTBA, NOLEHT, Mpodecop Kadeapu Teopii
My3HUKH XapKiBCHKOTO HaIlloHANBHOTO yHiBepcuTeTy imeHi I. [1. Kotmspercpkoro, (Xapkis, Ykpaina)

Adonin Exyapn AHApiiioBHY - TOKTOP COLIONOTIYHMX HayK, mpodecop, 3acimyKeHUH Iisiu HAyKH 1 TEXHIKH YKpaiHH,
(Kuis, Ykpaina)

Bynaros Banepiiit AHaTOniHOBHY - cTapuIMii BUKIIaaay Kadeapy 1u3aiiHy YKpaiHCbKOT0 I'yMaHiTapHOTO iHCTUTYTY, YWIeH
CHIJIKM An3aifHepiB YKpaiHu

Bakysuk Ipuna IBaniBHa - kaHAMAAT QiTONOTIYHNX HAyK, TOLEHT, JOUECHT KadeapH JKyPHAIICTHKHA Ta MOBHOT KOMYHi-
kanii HamionanmsHOTO YHIBEpCcHTETY GiopecypciB i mpupooKopucTyBanHs Ykpainu (KuiB, Ykpaina)

Bomomenko Mapuna OnekcanapiBHa — JOKTOP TEIaroriyHIX HAYK, JOIEHT, TOLUEHT Kadeapu NCUXOJIOTii Ta COliabHOT
pob6otu, Hartionaneauit yriBepcuret "Oneckka nomitexsika" (Onxeca, Ykpaina)

Byxonosa Kateprna BonoaumupiBHa — kaHAHIAT (QIJI0IOTIYHAX HAYK, TOUEHT KadeApH pOMaHO-TepMaHChKOT (ioorii
Ta nepekiany binouepkiBchkoro HalioHansHOTO arpapHoro yHiBepeutety (bina Llepksa, Ykpaina), noreHt J[HinpoBch-
KOTO BiJUTIICHHS [IEHTPY HAyKOBUX JOCIIKCHb Ta BUKJIAJaHHs iHO3eMHHX MOB HarlioHansHOI akamemil Hayk YKpaiHu,
[Juinpo, Ykpaina ([Ininpo, Ykpaina)

[onoBust Anna BacuiHa - kanauat GinoIorivHuX HayK, AOLEHT, TOLeHT Kadeapu aHrmiiicekoi dinosorii i nepekitamxy
HanionansHoro aBianiitnoro yHiBepcurery (Kuis, Ykpaina)

lNongapyx Biraniit Bonogumuposud — k.1ex.H., cTapImuuid Bukiagad kadeapu xiMii Ta ekonorii « YMaHCBKOTO JepKaB-
HOTO IeJIaroriqHoro yHiBepcurery imeHi [1aBna Tuaunamy, (M. YMmanb, YkpaiHa)

Icaiixina Onena [IMuTpiBHA - KaHAWIAT ICTOPHYHMX HAyK, JOIEHT, TOLEHT Kadeapu icTopii Ta TOKyMEHTO3HABCTBA
HamionaneHoro apiamiiiHoro yHiBepcutety, wien Crinku kpae3nasiiiB Ykpainu (Kuis, Ykpaina)

Konmukosa Onena OnekcanapiBHa - KaHAUAAT (iTOJOTIYHUX HAYK, TOICHT, TONEHT Kadeapu ryMaHITApHUX AUCIIUTUTIH
Hynaiicbkoro inctutyTy HanionansHoro yHiBepcutety "Onecbka Mopcebka akaiemis” (Oneca, Ykpaina)
Korenbuunpkuit Hazap AwnaToniiioBudY - KaHAWAAT iCTOPUYHUX HAyK, JOLUCHT Kadeapu mnpaBa YepHIriBCbKOro
iHCTHTYTY iH(OpMaIii, Oi3Hecy Ta mpaBa MiXHapOJHOrO HAyKOBO - TEXHIYHOTO yHIBEpCHUTETY iMeHi akajgemika FOpis
Byras, anen - kopecionaeHT LlenTpy ykpaincskux nocmimpkens [Hctutyty €Bponn PAH (Yepniris, Ykpaina)
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Kouterap Ynsina IlerpiBHa - KaHAWAAT iICTOPUYHHUX HAYK, JOLCHT, AOLEHT Kadeapu yKpaiHCHKOI MOBU Ta KyJIbTYpHU
Hanionansaoro aBianiiinoro yHiBepcurery (Kui, Yxpaina)

KymnikoBa Tersna BacumiBHa, xanammaT QigosoriyHMX HayK, JOLEHT, NOIEHT Kadenpu (i3sHIHOTO BUXOBAHHS Ta
3I0pOB’sl JEOAUHY, MeToxucT OOmacHOro KoJiemky ,.KpeMeHdynbka ryMmaHITapHO-TEXHOJIOTIYHA akajeMis iMeHi
A. C. Makapenka“ [TontaBcbkoi obmacHoi pany; Exkciepr [lep>kaBHoi Ciry»kOH SIKOCT1 OCBITH 3 INTaHb aKpeIUTalitHOT
EKCIIEPTU3H OCBITHBO-TIPOQECiiHUX mporpaM (haxoBoi mepeaBumoi ocBiTH; YieH YKpaiHChKOI acortiamii JOCTiTHUKIB
ocBitr (KpemeHnuyk, Ykpaina)

Kypum Haranist KocTssHTHHIBHA — KaHIWAAT MIEAroriYHUX HayK, 3aCTYITHUK JUPEKTOPa 3 HAyKOBO-HABYAIbHOI pOOOTH,
[HcTuTyT micngaumioMHoi negaroriyHoi ocBiTH YepHiBenbkoi obmacti (UepHiBii, Ykpaina)

JluatBap Osbra MukonaiBHa - KaHAWAAT (ITOJIOTIYHHMX HAyK, JOIEHT Kadeapu aHTIiHCHKOI ¢inoorii 1 mepexnary
HanionansHoro aBianifinoro yHiBepcurery (KuiB, Ykpaina)

JlutBuncbka CaiTiiana BirtaniiBHa - kaHauaar (inoIoriYHNX HayK, JOLEHT, 3aBixyBad Kadenpu yKpalHCHKOI MOBH Ta
KynpTypu HarionansHoro aBiariifHoro yHiBepcutety, (KuiB, Ykpaina)

Mariitunn IprHa McTHcnaBiBHa — KaHIUIAT MHCTEITBO3HABCTBA, JOLEHT, JAOLEHT KadeApH METOAMKH MY3HIHOTO
BUXOBaHHS 1 AupuryBaHHs HaBuanpHO-HAyKOBOTO IHCTUTYTY My3HYHOTO MUCTELTBA JIpOroOHIBKOTO AepKaBHOTO Iie-
JIarOTivyHOro yHiBepcuTeTy iMeHi IBana ®@panka ([poroduu, Ykpaina)

Martsm Onbra IBaHiBHA - JOKTOP MEIaroridHUX Hayk, mpodecop, mpodecop kadeapu anredpu i METOIUKH HaBYAHHS
MaTeMaTUKd BiHHHIIBKOTO AEp’KaBHOTO IEJAaroridyHoro yHiBepcuTeTy iMeHi Muxaiina KouroOuncbkoro (Binaums,
VYkpaina)

Marnsko Birtaniit [TlerpoBud - nokTop ¢inonorivaux Hayk, npogecop, npodecop kadeapu ykpaiHCHKOI MOBH Ta JiTepa-
Typu XMeIbHUIBKOI TyMaHiTapHO-NIeJaroriyHoi akaaemii (XMeIbHULBKHUH, YKpaiHa)

Muxaitnenko JIlro60B @enopiBHa - TOKTOP MeJarorivHuX HayK, JOLEHT, TOLEHT Kadeapy aareOpH i METOIMKY HaBYaHHS
MaTeMaTHKH BiHHHUI[BKOTO IEpXaBHOTO IENaroriyHOro yHiBepcuteTy iMeni Muxaiina KomroOuncskoro (BiHHUI,
Vkpaina)

Muxanpuyk Poman FOpifioBuY - KaHIUAAT ICTOPUYHKUX HAyK, JOICHT, TOLEHT Kadeapu BCeCBITHBOI icTOpii PiBHEHCH-
KOTO Jiep>KaBHOTO r'yMaHiTapHOTO yHiBepcuteTy (PiBHe, Ykpaina)

Mistok Bikropiss AHarojiiBHa — KaHJUIAT MEJaroriYHUX HayK, JOLEHT, JeKaH (akyiIbTeTy yIpaBIiHHS, aIMiHICTPY-
BaHHS Ta iHGOPMAIiITHOT TisUTFHOCTI [3MaibChKOTO JIep)KaBHOTO T'yMaHiTapHOTO yHiBepcuteTy (I3main, Ykpaina)
Mimenko Ipuna [BaHiBHA - KaHAWIAT MUCTELTBO3HABCTBA, AOLEHT, 3acCy)KEHHH NPAIiBHUK KYJIbTYpH YKpaiHu, WIeH
HanioHanbHOT CHINIKM XyZOKHUKIB YKpaiHH, JOLEHT Kaheapy MUCTENTBO3HAaBYOI ekcriepTu3n HanioHanbpHOT akanemii
KepiBHUX KaapiB KyibTypH i Mmucrents (Kuis, Ykpaina)

HikonaeB Mukomna [id - ZoKTOp iCTOPUYHUX HAyK, Ipodecop KadeapH icTopii Ha METOAUKH 11 HaBuaHHs [3MainbCchKOro
JIep’KaBHOTO T'yMaHiTapHoro yHiBepcurety (Ozneca, YkpaiHa)

Hogixk Kpicrina IBaHiBHa - KOOpIUHATOP OCBITHRO-TeXHONOTTUHIX MpoekTiB B TeachEd (BenmukoOpuTanis)

OcoBa Ospra OnekciiBHa - JOKTOp IEAarorivHuX HaykK, mpodecop, npodecop kadenpu iHozemHoi (pinornorii KomyHa-
JIBHOTO 3aKiIany «XapKiBCbKa 'yMaHITapHO-TIeAaroriyta akageMis» XapkiBcbkoi oonmacHol paau (Xapkis, YkpaiHa)
Taniuyk FOpiit IBaHOBHY — KaHIUIAT IEAATOTIYHUX HAyK, TOLEHT Kadenpu MeINIMHN KatacTpod Ta BIHCHKOBOT MeIH-
HY ByKOBHHCBKOTO Jiep)kaBHOTO MeAWYHOro yHiBepcutety (UepHiBii, Ykpaina)

Tlorenko Jlrogmuna OnekcaHnpiBHa - KaHAUAAT (QUIONOTIYHUX HAyK, AOIEHT, AUpekTop Uepkachkoro iH(popMaliitHo-
y400BOTO TpeHiHroBoro IeHTpy HarioHampHOTO yHiBepcuTeTy «Omechbka IOpHAMYHA aKaJeMis», DOIEHT Kadenpu
iHo3eMHIX MOB HY «OIOAy, unenkuns LIeHTpy ykpaiHCBKOTO-€BpPOMEHCHKOTO HayKoBOTO criBpoOiTHHITBa (Oneca,
VYkpaiHa)

IMpucsoxaiok Onekciit MukonaifoBud - KaHIUIAT ICTOPUYHHX HAYK, TOLEHT KadeapH BCeCBITHBOI iCTOPIT Ta METOJ0NIOT 1T
Hayku /I3 «IliBneHHOyKpalHChKMI HallloHaNbHMH mnenaroriyHuii yHiBepcurter imeni K. JI. Ymmucekoro» (Opeca,
VYkpaina)

IMpoxonoBnu Jlaga BanepiiBaa - goxrop ¢dinocoderkux Hayk, npodecop kadeapu KyipTyponorii Ta ¢inocodii Kyib-
Typu HanionaneHoro yHiBepcutetry «Onecbka nostitexHika» (Oneca, YkpaiHa)

PaBmrok TersiHa AHaromniiBHa - KaHAWZAT MENArOTiYHUX HAYK,JIOIEHT Kadeapu MeNarorikd Ta COLIAIbHOI poOOTH
YepHiBeILKOTO HAI[IOHABHOTO YHiBepcuTeTy iMeHi HOpist @enproBrya

Pobak Irop IOpiiioBuu - nokTop iCTOpUYHMX HayK, Mpodecop, 3aBiayBad KadeApHu CyCHiTbHUX HayK XapKiBCHKOTO
HAaIliOHAJTBHOTO MEIUYHOTO YHiBepcuTeTy (XapkiB, YKpaiHa)

Py6an Mukona IOpiiioBuu - moktop ¢inocodii 3 icTopii Ta apxeosnorii, wieH mpasiiHHs Jlyrancekoro oGnacHOro
o6'exnanns BYT "Ilpoceita" imeni Tapaca IlleBueHka, roioBa mpasiiHHS TpoMackKol opranizauii "®oH | BiTHOBICHHS
3ai3HMYHOl cnaaumuu Ykpainu" (Kuis, Ykpaina)

Pynenko FOmniss AnatosiiBHa - JOKTOp MEAAaroriyHUX HAyK, JOIEHT, AOICHT Kadeapu Teopil i METOMUKH MOMIKIITHLHOT
ocsitu /I3 "[liBneHHOYKpaiHCHKUH HAI[lOHANBHM MearoTivHNH yHIBepcHTeT iMeHi k.a.ymmHcbkoro (Oneca, YkpaiHa)
Cunopenko Cepriii IBaHOBHY - KaHIUIAT (DLTOIOTIYHUX HAyK, IOLEHT, 3aBigyBad Kadeapw aHriiicekoi ¢imomnorii i
nepeknanay HamionansHoro aBiariitHoro yHiBepcurety (KuiB, Ykpaina)

Cunsscpka Onena OnekcaHapiBHa - KAaHAWAAT ICTOPHYHUX HAyK, JTOIEHT, ToIeHT OechKoro HaI[lOHAIFHOTO YHIBEPCH-
teTy imeni . I. Meunukosa (Oneca, Ykpaina)

Ciukapenko ['anuua ['eHHaziiBHA - JTOKTOp ICTOPMYHHUX HAyK, JOLEHT, mpodecop kadenpu TOKYMEHTO3HAaBCTBA Ta
iHopmariiHoi aisutbHOCTI epxaBHoro yHiBepcuteTy TenekomyHikauiit (Kuis, Ykpaina)

Cxusip Ipuna OnexcanzpiBHa - KaHAUAAT QIIONOTIYHUX HAYK, JOLEHT, JOIEHT Kadeapu yKkpaiHchKoi dinosnorii, JomeHT
kadenpu cBiToBOI JiTepaTypu ['opiBCchKOTO iIHCTUTYTY iHO3eMHHX MOB JIBH3 JlonGachkuit JlepxaBHui memaroriqHuit
YHIBEpCHTET, MOCTAOKTOpaHT( M. JIHinpo, Ykpaini)

CrenmanoBa Haramis MuxaiiniBHa - kaHAAAAT (UIOCOPCHKHX HAyK, IOLEHT, NONECHT Kadenpu IOMIKUIBHOI OCBITH,
3acTynHUK 3 Haykn aupektopa HHI nexgaroriunoi ocBiTH, comiansHoi podotH i MucTenTBa Uepkacbkoro HalliOHATBHOTO
yHiBepcuteTy iMeHi bornana Xmensauiiskoro (Uepkacu, Ykpaina)

Crparynar Haranis BikropiBHa - kaHIunat ¢igonoriyHuX Hayk, JOLEHT, AOLEHT Kadenpu KypHATICTUKA Ta MOBHOI
komyHikanii HanionansHOro yHiBepcutety 6iopecypcis i npupogokopuctyBants (KuiB , Ykpaina)
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Cynpyn Bosnomumup MukonaitoBud — J0KTOp (ioNOriyHUX Hayk, JOLEHT, npodecop kadeapu XypHATICTHKU Ta
yKpaiHo3HaBcTBa HanioHaabHOTO yHIBEpCHTETY BOIHOTO FOCIIOApPCTBA Ta pHpotokopucTyBanHs (PiBHe, YkpaiHa)
Tenexxkina Onecs OnexcaHpiBHa - JOKTOP QIIOJIOTIYHNX HayK (CHemiansHicTh "YKpaiHchka MoBa"), OLEHT, mpodecop
Kagepy MOBHOI IiITOTOBKH, ITEIArOTiKA Ta MCUXO0JIOTii XapKiBChKOTO HAI[lOHAIFHOTO YHIBEPCHTETY MICEKOTO TOCIIO-
napcrsa imeHi O. M. Bekerosa, (XapkiB, Ykpaina)

Tonouko CaiTiiaHa BikTopiBHa — JOKTOP MEAArorivHUX HayK, mpodecop, ToJIOBHHUI HAYKOBUH CIIBPOOITHHK JabopaTo-
pii mo3amkiiapHOT OCBiTH [HCTUTYTY MpoOsieM BuXxoBaHHA HaiioHanbHOT akageMii nmegaroriyHux Hayk Ykpainu (Kuis,
VYkpaina)

XwurpoBcbka [Omist BaneHTHHIBHA - JOKTOp iCTOPHYHMX Hayk, mpodecop, mpodecop kadempu icropii dakyipTery
comiosorii i mpaBa HanioHansHOTO TeXHIYHOTO yHIBepcHTeTy YKpainu « KuiBChKHit oJiTeXHIYHAHN IHCTUTYT iMeHi [rops
Cikopcbkoro» (Knis, Ykpaina)

®denoroa Oxcana OJeriBHa - TOKTOP iCTOPUYHUX HAYK, CTApIINK HAYKOBHH CIiBPOOITHUK, Tpodecop kadeapu iHpop-
ManiiHoI HisTbHOCTI Mapiynosischkoro nep>kaBHOro yHiBepcurery (Kuis, Ykpaina)

UikaprkoBa Mapis FOpiiBHa - mokTop dinocoderkux Hayk (crmer. "dizocodis kympTypu"), npodecop kadenpu dimoco-
¢bii Ta KynpTyposorii UepHiBeIbKOTo HalllOHANBHOTO YHiBepuTeTy iMeHi FOpis ®enpkoBuya (YepHiBii, YKpaina)
Ilanapa Haranis AnnpiiBHa - KaHAWIAT MEJAroriyHUX HayK, JOUEHT Kadeapu 1HO3EMHUX MOB ISl MPUPOIHUYHX
(bakynbreTiB JIBBIBCHKOTI'O HAI[IOHAIBHOTO YHiBepcuTeTy iMeHi IBana dpanka (JIpBiB, YkpaiHa)

[lleBens Inna [leTpiBHa - KaHAUIAT COLIONOTIYHUX HAYK, JOLEHT, TOLEHT Kadeapu MbKHApOIHHUX BiTHOCHH KuiBChbKOTO
HalliOHAJIFHOTO YHIBEPCHUTETY KylIbTypH 1 MuctenTs (Knis, Ykpaina)

epemer Ineca BomoaumupiBHa - KaHAWAAT MEAAroriyHUX HAYK, JOLCHT, JOLEHT Kadeapn MeIuKoOioIOoTIYHUX Ta
BAJICOJIOTIYHUX OCHOB OXOPOHH XHUTTH i 3110poB’st HanioHanpHOTO Nearoriuxoro yHiBepeuretry im. M. I1. [Iparomanosa
(KuiB, Ykpaina)

Illonoron Jlinmis IBaHiBHA - AOKTOpP ICTOPUYHHMX HayK, IOLEHT, mpodecop kadeapu ictopii LlenTpanbhoi Ta CximHol
€BponM 1 CHemiaJbHUX Taiy3eil icTopuuHoi Hayku [IpuKapmaTChbKOro HalliOHAJBHOTO YHIBEepcHUTETYy iMeHI Bacumis
Credanunka (IBano-PpaHKIiBChK, YKpaiHa)

Lep6ax Onena BonoaumupiBHa - KaHAUAAT PIIONOTIYHUX HAYK, CTApLINK BUKITagad KadeIpy MPUKIaHOI JIIHTBICTUKA
HanionansHoro yHiBepcuTeTy KopabieOyxyBaHHs iMeHi aqmipaina MakapoBa (Mukonais, Ykpaina)

SukoBny Onexcanzapa [BaHiBHA - TOKTOp MeAaroriyHUX Hayk, npodecop, 3aBigyBad KaheapH MeAaroriku i MeTOANKH
MMOYATKOBOI Ta MOMIKUIHLHOT OCBITH TepHOMUILCHKOTO HAI[IOHAIBHOTO MEIarOTIYHOTO YHIBEPCUTETY iMeHi Bomoaiumupa
I'nartoka (TepHomins, Ykpaina)

SIpocnaB CupHUK - TOICHT KadeApu €THOJIOTII Ta KyJIbTypHOI aHTpomoorii BpoiyiaBcskoro yHiBepcutery (Bpoiyias,
[onpmra)

Cmammi po3miugeni 6 asmopcuvkiii pedaxii. Bionogioanvnicms 3a smicm ma opghozpaghivo nooanux mamepianie
Hecymb agmopu

© aBtopu crareii, 2025
© Bupnasunua rpyna «Haykosi nepcnekrusuy, 2025
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Krasniuk S.O., Goncharenko S.M., Denysenko V.M.,
Petrenko V.Yu., Redko S.P., Roienko L.V.
KNOWLEDGE-BASED VS DATA-DRIVEN PARADIGMS OF
TEXT MINING IN MODERN MACHINE LINGUISTICS IN CON-
TEXT OF GLOBAL CRISES

Kryvoruchko T.V.
TRANSLATION OF OCCASIONALISMS IN MEDIA TEXTS

bansic B.B., Bansac H.1O.
MOBHA I KYJIBTYPHA AJIAIITALIIA TIPU T[IEPEKJIA/[I XV-
JIOKHIX TBOPIB 3 AHI" JIIFICbKOI MOBH

beaincska 1.J1., KoroBebka T.I., Crenbko L1
BIJIBAM BJIEUK B PEIEIITUBHOMY TA IHEPEKJIA/[ALIbH-
KOMY KOHTHHYYMI

borycaascobka JL.LI'., bapannuk O.10., Meabnuk 1.€.
MEJ[IAI' PAMOTHICTH ¥V ITPO®ECIHHIA HIJ[T'OTOBILI ®I-
JIOJIOI'IB

bopin K. A., Kanioomoubka O.A.,, MamegoBa A.l,
ITaBaok O.O.

TPYJ[HOILLI IIEPEKJIA/]Y HA MOP®OJIOI'TYHOMY PIBHI
(Ha MATEPIAJII TEPMAHCHKUX TA POMAHCHKHUX MOB)

Baiignu T.B., {usak O.B., 'nymuxk C.B.

KOMYHIKATUBHI HOPMHU BBIYJIUBOCTI TA ETUKETY B
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GAMIFICATION IN ENGLISH LANGUAGE LEARNING:
INSIGHTS FROM EMPIRICAL RESEARCH

Abstract. Motivation is crucial for successful foreign language learning,
particularly English, given its global importance and role as a lingua franca. While
previous research has explored motivation and the integration of gamification,
defined as using game elements in non-game environments, in educational set-
tings, there's a notable gap in understanding how it specifically boosts motivation
and learning outcomes in English language classes within Transcarpathian sec-
ondary schools. In this multilingual environment, traditional teaching methods
might not fully meet all student needs. This study addresses this gap by investi-
gating the practical implementation and impact of gamification on student
motivation and English language learning among secondary school students in
Transcarpathia. We aim to shed light on how these techniques are applied and
their effects on student involvement and academic results.

The research involved an in-depth analysis of questionnaire responses from
25 secondary English teachers in Transcarpathia, Ukraine. The questionnaire
gathered rich insights into teachers' experiences, views, the challenges they face
in designing gamified lessons, the frequency of game use, preferred game types,
and primary objectives for implementing gamification. Our findings demonstrate
that gamification is highly valued and widely integrated into English lessons, with
all participating teachers acknowledging its benefits and crucial role in language
acquisition. Teachers frequently use adaptable games across all age groups, pri-
marily to enhance active student participation, make lessons more enjoyable, and
promote both competition and cooperation. Games were found to significantly
boost vocabulary expansion, improve essential language skills, and effectively
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reinforce learned material. While digital tools are increasingly utilized, traditional
methods remain vital, suggesting a blended approach. Further research is needed
to pinpoint specific gamified design elements for optimal learning outcomes and
to address potential implementation challenges in such contexts.

Keywords: motivation, gamification, English language learning, effects of
gamification techniques on student engagement and performance, Transcarpathia.
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TEMMI®IKAIIS Y BUBUEHHI AHI'JIIMCBKOI MOBU:
PE3YJBTATU EMIIPUYHUX JOCJIIIKXEHD

AHoTtanisi. MoTHBalisl € BUPIIAIBHOIO ISl YCIIIITHOTO BUBYEHHS 1HO3EM-
HUX MOB, OCOOJIMBO aHTJIIMCHKOT, BpaXOBYIOUH ii IJI00AIbHE 3HAYEHHS Ta POJIb SIK
niHrBa (ppaHka. Xoua nonepeaHi JOCIIKEHHS! BUBYAJIA MOTHBAIIIIO Ta 1HTErpa-
1i0 reimigikamii, o BU3HAYAETHCS SK BUKOPUCTAHHS ITPOBUX EJIEMEHTIB y
HEIFPOBHX CEPENOBUILAX, B OCBITHIX YCTAHOBAX, ICHY€E MOMITHA MTPOrajinuHa B po-
3yMiHHI TOTO, SIK caM€ BOHA ITIBUIIy€ MOTUBAIIIIO Ta pe3yJbTaTH HaBYAHHS Ha
ypOKax aHTJIIHChKOT MOBH B 3aralibHOOCBITHIX IIKOJaxX 3akapnarTs. Y 1pomy Oa-
raTOMOBHOMY CEPEIOBHUII TPAIAUIIIHI METOAN BUKIAJAHHS MOXYTh HE TIOBHOIO
MIpOIO BIJIMOBIIaTH BCiM MOTpedaM y4HiB. Tomy, Haille JOCHIIKEHHS CIIPSMO-
BaHE Ha 3allOBHEHHS L€l MPOTajMHMU IIJISXOM BHUBYEHHS MPAKTUUHOTO
BIIPOBA/KCHHS Ta BIUIMBY reiiMi(ikaliii Ha MOTHBAIIIO YYHIB Ta BUBUCHHS aHT-
JACHKOT MOBH CEpeJl YUHIB CEPE/IHIX MIKLT 3aKapnaTTs. Y CTaTTi BUCBITIICHO, SIK
11 METOJM 3aCTOCOBYIOTHCS Ta IXHIN BIUIMB Ha 3aJIy4€HICTh YYHIB Ta IXHI aKaje-
MIYHI Pe3yJIbTATH.

JlocmmKkeHHsT BKIIIOYAIO MOTIHOJICHUN aHajl3 BIAIIOBIICH HA aHKETH BIJI
25 BUMTENIB aHTJIACHKOI MOBH CEpPEIHIX HIKLI 3akapnarts. B aHKeTi € Bi1oMOCTI
PO JIOCBiJI BUMTEINIB, TXHI MOTJISAN, BUKJIUKH, 3 IKUMUA BOHU CTHKAIOTHCS MPH
po3po0IIi reriMi(piKOBaHUX YPOKIB, HACTOTY BUKOPUCTAHHSI 1TOP, IEPEBAKHI TUITU
IrOp Ta OCHOBHI IIUTI BIIPOBA/KEHHS Teimidikarii. Haii BUCHOBKM TeMOHCTPY-
I0Th, 10 TeiMiikalilisi BUCOKO IMHYEThCA Ta MIMPOKO 1HTETPOBaHA B YPOKH
aHTJIACHKOT MOBH, MPUYOMY BCl BUMTENI-yYaCHHKH BH3HAIOTh ii MepeBaru Ta
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KJIFOYOBY pOJIb Y BUBUCHHI MOBU. BumTeN 4acTo BUKOPHUCTOBYIOThH aJalTOBaHI
IrpH JIJ1s1 BC1X BIKOBUX I'PYII, TOJIOBHUM YMHOM JJIS T1BUILICHHS aKTUBHOT y4acTi
Y4HIB, CTBOPEHHS INMPUEMHOI aTMocepr Ha ypoKax Ta CIPHUSHHS CIIBHOpAaIli.
BcTanoBieHo, 110 irpy 3HaYHO COPHSAIOTH PO3IIMPEHHIO CJIOBHUKOBOTO 3aracy,
MTOKPAIICHHIO BaXKJIMBUX MOBHUX HABHYOK Ta €¢()eKTUBHOMY 3aKPIIJICHHIO BUBYC-
HOTO MaTepiany. Xo4a Nu(poBi IHCTPYMEHTH BHKOPHUCTOBYIOTHCS BCE YACTIIIIE,
TPaIUIlIiHI METOJIH 3aJIUIIAIOTHCS KUTTEBO BAKIMBHMHU, IO CBIIYUTH IIPO 3Mi-
manui miaxia. HeoOximaH1 mogaiaslin JOCTIHKeHHS IJ1s1 BUSHAYSCHHS KOHKPETHHUX
reiiMi(piKOBaHUX €JIEMEHTIB AU3aNHY ISl TOCATHEHHS ONTUMAJIbHUX PE3YIbTATiB
HAaBYAaHHS Ta BHPIIICHHS MMOTCHIIIMHUX BUKIWKIB BIIPOBAKCHHS B TaKUX KOH-
TEKCTax.

KuarwouoBi ciioBa: MmotuBariis, reiimidikaiiis, BABYCHHS aHTJI1HCHKOT MOBH,
BIUIUB METOJIB reiMidikaliii Ha 3ajydeHICTh Ta YCIIIIHICTh CTYACHTIB, 3aKap-
TaTTs.
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Problem statement. Motivation is crucial for successful foreign language
learning, especially English, given its growing importance globally [1]. While
much research has examined motivation in different educational settings, we still
do not fully grasp how gamification, i.e. using game elements in non-game envi-
ronments, can boost motivation and learning in English language classes. This
gap is especially noticeable in Transcarpathian secondary schools, where tradi-
tional teaching methods might not meet all student needs. This paper focuses on
how gamification affects motivation and English language learning among sec-
ondary school students in Transcarpathia. Our study will look at how gamification
techniques are put into practice and their impact on student involvement and re-
sults.

This topic is especially important due to Transcarpathia's unique multilin-
gual environment, which brings both difficulties and possibilities for English
language education. Although there have been studies on foreign language learn-
ing motivation in this area and gamification in wider educational contexts, few
have specifically looked at its use in English lessons here. Stott and Neustaedter's
[2] research points to gamification's ability to increase engagement by making
failure seem less daunting, but its specific effect on language learning in Trans-
carpathia hasn't been thoroughly investigated. This study aims to fill that void by
exploring how gamification can tackle motivational issues and improve learning
experiences.

Analysis of recent research and publications. Gamification is defined as
“the incorporation of game-like elements and principles into non-game contexts”
[3]. Essential game elements, such as points, badges, leader boards, and narra-
tives, have been identified by scholars [4] to motivate students and drive their
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participation and enthusiasm. Shen, Lai and Wang [5] came to the conclusion
when investigated the impact of gamification on language learning achievement
among Chinese students that it had a significant and positive influence. Huszti,
Nagy-Kolozsvari and Fabian [6] have conducted research among Transcarpathian
Hungarian young learners on their use of digital and non-digital games in their
English lessons. The survey results proved that in the examined area non-digital
or conventional games were popular in the school context, while children gave
preference to digital games in their home environment for entertainment.

The purpose of the article is to understand the role of gamification in Eng-
lish education; therefore, we will examine the degree to which it increases student
motivation, its influence on learning results, as well as the most successful gami-
fication approaches in the observed setting. The primary objective is to showcase
the benefits gamification offers for classroom teaching and to draw attention to
the difficulties that might arise during its adoption. A key takeaway is the im-
portance of understanding the widespread positive impact gamification can have
on both teachers and students.

Presentation of the main material. For secondary English teachers in
Transcarpathia, Ukraine, incorporating gamification into their lessons offers a
powerful way to improve teaching. This in-depth analysis examines the responses
of 25 teachers who completed a questionnaire about their experiences, views, and
the hurdles they face when designing gamified lessons. Each of the 16 questions
Is thoroughly analysed, looking at demographic trends, qualitative insights, and
how answers relate to each other, all within the specific context of the region. The
study aims to demonstrate the advantages gamification brings to the classroom
and to point out the potential challenges during its implementation. It is crucial to
grasp the full, positive influence gamification can have on both educators and
learners.

A Google Forms questionnaire was administered to the participants online,
inquiring about the age (19-56 years) and years of teaching experience of teachers
(1-34), the frequency of using games in the English lessons, which age groups of
students benefit from games most, what types of games are most frequently ap-
plied (e.g., quizzes, board games, role-plays, memory games, matching activities,
etc.), main objectives for implementing games and gamification techniques (e.g.,
making lessons enjoyable, boosting participation, fostering competition/coopera-
tion, etc.), what the main focus areas are (e.g., vocabulary expansion, skill
development, revision of previous material, etc.), and so on.

We gained a clear understanding of gamification's effectiveness from our
results. This includes its impact on students, how frequently it is implemented, the
age groups where games are most often used, why it is considered important, and
the specific learning areas where it is most effective during lessons. To ensure our
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findings were accurate and relevant, we also asked participating English teachers
about their teaching experience. Most had over a year of experience, and one
teacher had an impressive 34 years in the field.

This variety in experience significantly enriched our data, offering a more
nuanced view of how gamification is perceived and applied across different levels
of teaching expertise.

The considerable range of English teaching experience among the respond-
ents is between one year and 28 years. A significant portion of teachers have a
moderate amount of experience, with four, six, and eight years being the most
frequent, each reported by three teachers. One participant stands out with an im-
pressive 34 years of teaching. This diverse experience highlights that many
teachers are not only seasoned in their profession but also possess valuable prac-
tical skills and a strong ability to adapt.

The data in Figure 1 reveals that teachers effectively use games with stu-
dents across all age groups, encompassing young children (6-10 years old) and
older adolescents (15-17 years old). Interestingly, many teachers show a strong
preference for games that are suitable for "any grade.” This indicates a high value
placed on adaptable games that can serve multiple age groups and skill levels,
especially in contexts where teaching materials might be scarce or classes are
mixed-age.
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Figure 1 - Students' age categories most often engaged with games by teachers
(Source: [7])

All respondents reported incorporating games into their English lessons,
indicating that every teacher acknowledges the benefit of using games in the class-
room. It is clear there is a consensus that games are a crucial and helpful
component of language acquisition, regardless of the teacher's background or the
students they teach. This widespread agreement signals that gamification is highly
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accepted and valued among the teachers involved, playing a key role in making
lessons more fun, keeping students engaged, and improving their language profi-
ciency. Figure 2 outlines how often teachers use games, showing a range of
classroom dynamics. The most common approach, adopted by approximately
72.7% of teachers, is weekly game integration, suggesting a regular but not over-
whelming presence. About 13.6% of teachers utilize games in every lesson,
highlighting a strong dependence on gamification, especially with younger learn-
ers. Lastly, around 9% of teachers use games less frequently, with responses like
"rarely" or "depends on the topic," indicating a tailored approach based on specific
lesson requirements. This illustrates that games are a frequent, but not constant,
element in lessons, often blended with other teaching methods.

@® Every lesson
@® Once a week

» Once a month
/ @ Less frequently
‘ @ It depends on the topic
@ It depends on the age group. With 7-10
year-olds (grades 1-4), games are used

almost every lesson, while with students
over 10 (from grade 5) less frequently

Figure 2 - Game use frequency (Source: [7])

Teachers incorporate a wide array of games, each type offering unique ed-
ucational benefits. Quizzes were the most popular choice (12 teachers), probably
because they're simple to implement for quick checks or vocabulary reinforce-
ment. Five teachers utilized role-playing games to practice communication in
realistic contexts. Matching games, used by three teachers, proved effective for
connecting vocabulary to concepts, aiding memory and comprehension. Lastly,
two teachers employed memory games to enhance recall and cognitive skills, par-
ticularly benefiting younger students (see Figure 3).

= @ Quizzes

@ Board games
' Role-playing games
@ Memory games

“ @ Matching activilies

@ All of the above

Figure 3 - Types of games used by English teachers (Source: [7])
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Teachers identified specific reasons for using games, which strongly align
with the principles of game-based learning. The most common purpose, indicated
by 16 teachers, was to enhance active student participation. Five teachers also
valued games for making lessons more enjoyable, helping to break from tradi-
tional routines. Furthermore, one teacher pointed out games' ability to promote
both competition and cooperation. These objectives collectively emphasize creat-
ing a more entertaining, interactive, and student-centred learning environment.

Teachers provided detailed reasons why games are essential, emphasizing
their significant educational value. A common thread was learning through play,
with teachers noting that games create a relaxed environment where language ac-
quisition feels natural, not forced (e.g., "kids learn most easily through play").
Games also boost motivation, making English more appealing, especially for less
interested students (e.g., "increases motivation™). Furthermore, teachers observed
improved retention of material like vocabulary and grammar due to games' inter-
active nature. Games allow students to develop skills without pressure, practicing
English, especially speaking and listening, unconsciously and overcoming inhibi-
tions. Finally, games foster positive attitudes, helping students "grow to love the
language™ and creating a friendly learning environment, which sustains long-term
interest. These findings show that games are not just an add-on; they're a vital part
of effective English instruction, enhancing both learning outcomes and student
enjoyment. Teachers integrate games using various methods, depending on their
resources and goals. Thirteen teachers use interactive whiteboards for digital quiz-
zes and activities, reflecting a reliance on technology in modern classrooms. Four
teachers frequently use physical cards for matching or memory games, offering a
tactile, low-tech option.

Role-playing is a standalone technique for two teachers, where students act
out scenarios often without extra tools. Finally, some teachers combine mixed
methods like "cards, role-playing, and crosswords," adapting their approach based
on lesson content and student preferences. This shows a trend towards digital
game implementation with smartboards, but traditional methods like card games,
role-playing, and crosswords remain in use.

Teachers highlighted that games offer multiple benefits across various areas
of language learning, often achieving several goals at once. Here are the main
objectives identified for using games in English lessons:

Vocabulary Expansion

This was the most common reason, cited by 14 teachers. They found that
games help students learn new words more easily and remember them better.
Since building vocabulary is crucial for language acquisition, games frequently
support this area, keeping students more engaged when new words are learned
and used in context.
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Skill Development

Twelve teachers reported that games enhance language skills like speaking
(including pronunciation), listening, reading, and occasionally writing. Many also
noted that games boost students' confidence in speaking English and improve their
communication abilities because their interactive and enjoyable nature encour-
ages more participation.

Reinforcement of Learned Material

Nine teachers use games to review previously covered material. They found
that games help reinforce grammar rules, vocabulary, and sentence structures,
making past lessons stick better. This method allows for enjoyable material re-
view, often without students even realizing they are studying.

Multiple Simultaneous Goals

Many teachers explained that games are especially useful for achieving sev-
eral learning objectives within a single activity. For instance, a single game could
help students acquire new vocabulary, practice speaking, and review material all
at once. Teachers often used phrases like "all three areas™ or "vocabulary and
skills" to describe how versatile games are in supporting various aspects of lan-
guage learning. Consequently, games are recognized as both efficient and
enjoyable classroom tools.

Conclusions. This study is innovative because it specifically examines how
gamification can be used in English language education within areas where mul-
tiple languages are spoken, providing new insights into how effective it is. For
teachers, this research offers practical ways to use gamification to increase student
motivation and improve learning, allowing them to apply these techniques in their
own classrooms to make English instruction better.

Educational games are a highly effective tool for boosting vocabulary, im-
proving language skills, and reinforcing learned material. Teachers particularly
value their versatility, noting that a single game can achieve multiple learning
goals simultaneously. Ultimately, games are seen as engaging and efficient meth-
ods that significantly increase student participation and enhance learning
outcomes in English language education.

The insights gathered from 25 English teachers in Transcarpathia, Ukraine,
through a comprehensive gquestionnaire, have provided a clear understanding of
current practices and perceptions. Our findings unequivocally demonstrate that
gamification is highly valued and widely integrated into English language lessons
across Transcarpathia. All participating teachers reported using games, indicating
a strong consensus on their crucial and helpful role in language acquisition. How-
ever, while this study sheds light on the benefits, further research is needed to
understand the specific design elements of gamified lessons that yield the most
significant impact on learning outcomes in our multilingual environment.
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