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YAYUYIMIEHUE OBYYEHUA ESL C IOMOIbIO KAHOOT:
BECEJIOI'O U UHTEPAKTUBHOI'O UHCTPYMEHTA J1JIsI BAHSITUI
B KVIIACCE

Hocuposa /IniibHo3a PusoxkyjioBHa
[IpenomaBarens A3MAaTCKOTO MEXIYHAPOAHOTO YHUBEPCUTETA

AHHOTAIUA

B »T0ii cTaThe paccmaTpuBaeTCs, KaK ylay4dIuTh 00ydenue ESL (anrnuiickuii
KaK BTOPOH s3BIK) B Kj1acce ¢ momonisio Kahoot, urposoii miathopMbl 00y4eHHS.
ABTop ocsemaer npeumyinecTBa Kahoot mis moompenus ydactusi CTYACHTOB B
3aHATUAX TI0 W3YYCHHIO S3bIKA, KPUTHUYECKOTO MBIIUICHUS, KOMAaHAHONW pabOTH U
BOBJICYCHHOCTHU. VICIoNb3ysl yBIIeKaTeldbHbIE W WHTEepakTHBHbIE Hrpbl, Kahoot
NOOUIPSET ydYalIMXcs K M3YYEHHUIO SI3bIKA, YKPEIUIeT UX CIOBAapHBIM 3amac u
rpaMMaTHKy, a TaKXXe MpeuiaraeT 00OpaTHYIO CBA3b B PEXKUME pPeaIbHOIO BPEMEHHU
JUIs OTCIISKUBAHHUS MX Tporpecca. B acce momuepkuBaercs, kak Kahoot moxer
noMoub cryfaeHTaM ESL  pa3BuTh CIMOCOOHOCTH KPHUTHYECKOTO MBIIIICHUS,
COTPYIHHUYATh C IPYTUMH M CO3AaTh KUBYIO U KOHKYPEHTOCIOCOOHYIO Y4eOHYIO
atMocepy. UToObl 1aTh CTyAeHTaM 0ojiee MHTEPECHBIM M MPOTYKTUBHBIA OIBIT
o0y4eHus1, aBTOp 00BIUHO ToIepkuBaeT BKiroueHue Kahoot B kimaccest ESL.

Karuesbie cioBa: Kahoot, urposoe 00y4enue, o0yuenue ESL, BoBieueHne
yyaluxcs, COTPYJHUYECTBO, KPUTHUECKOE MBILIUIEHUE, AaKTUBHOE Y4YacTue,
CIIOBapHbIM 3amac, rpaMMAaTUYECKHME HAaBBIKM, HEMEIUIEHHas oOpaTHasl CBs3b,
KOHKYpeHTHasi yd4yeOHas cpeda, KOMaHAHas paboTa, HOUCKYCCHUHU, ONBIT
WHTEPaKTUBHOIO 00YUYEHUSI.

IMPROVING ESL LEARNING WITH KAHOOT: A FUN AND
INTERACTIVE CLASSROOM TOOL
ANNOTATION

This article looks at how to improve ESL (English as a Second Language)
learning in the classroom using Kahoot, a game-based learning platform. The author
highlights the benefits of Kahoot for promoting student participation in language
learning activities, critical thinking, teamwork, and engagement. Using fun a
interactive games, Kahoot encourages students to learn the language, strengthe
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q
lgheir vocabulary and grammar, and offers real-time feedback to track their progress.
The essay highlights how Kahoot can help ESL students develop critical thinking
abilities, collaborate with others, and create a lively and competitive learning
environment. To provide students with a more interesting and productive learning
experience, the author generally advocates the inclusion of Kahoot in ESL
classrooms.

Keywords: Kahoot, Game-based Learning, ESL Learning, Student
Engagement, Collaboration, Critical Thinking, Active Participation, Vocabulary,
Grammar Skills, Immediate Feedback, Competitive Learning Environment,
Teamwork, Discussion, Interactive Learning Experiences.

BBEJIEHUE

B cdepe oOpazoBanus 3amHTEpecOBaTh U BOBJICUb YUYCHUKOB MOXKET OBITh
CJIO)HO, 0COOCHHO Ha ypokax ESL (anrmuiickuii kak BTOpoH s3bIK). OmHaKO
Onarogapss TEXHOJOTMYECKOMY IIPOrPecCy Y4YUTENs Telnepb HMEIT JOCTYN K
MHO’KECTBY MHTEPAKTUBHBIX PECYPCOB, KOTOPbIE MOT'YT MOBBICUTH 3P(HEKTUBHOCTH
U YJIOBOJIBCTBHE OT OOydYeHUs aHIJIHMICKOMY si3bIKy. Kahoot — omHa w3 Takux
IporpamMM, MOIMyJIIPHOCTh KOTOPO Ha Kypcax ESL Beipocia.

C momoripro UrpoBoit mwiathopmer o0yueHust Kahoot npemnomaBarenu Moryt
pa3pabaThiBaTh UHTEPAKTUBHBIE TECThI, ONPOCHI U 1€0aThl, K KOTOPHIM ydalluecs
MoTyT nostyunth goctyn Ha 1K, mnanmerax u cmaptdonax. [Inardhopma siBnsiercs
UjicaIbHBIM UHCTPYMEHTOM JiJisi KypcoB ESL, moCKoJIbKY OHa MOOMIpsieT ydyacTue
CTYAEHTOB, KpUTHUECKOE MBIIIIEHUE U KOMaHHYIO padoTy.

N3ydeHne aHTTIUIICKOTO S3bIKa MOXKET OBITh 3aHUMATEbHBIM U HHTEPECHBIM,
¥ 9TO OJHO M3 IJIaBHBIX MPEUMYIICCTB Hcmoyb3oBanus Kahoot na 3anstusx ESL.
VYyamuecss ¢ 007blIeil BEpOSATHOCTHIO OYAyT MOTHUBHUPOBAHBI U C HHTY3MA3MOM
OyIyT y4acTBOBaTh B KJIACCHBIX 3aHATHUSAX, KOTJIa U3YUEHHUE S3bIKA MPEBpPALIACTCS B
urpy.

Bompocel ¢ MHOXECTBEHHBIM BBIOOPOM, «BEPHO/HEBEPHO» U OTKPBITHIE
BOMPOCHI — 3TO JIMIIb HEKOTOPBIE U3 TUIIOB BOIIPOCOB, KOTOPbIE MOXKHO JOOABUThH
B BukTopuHbl Kahoot, 4ToObl OMOYb MOMPAKTHKOBATHCS B CIOBAPHOM 3arace,
rpaMMaTHKE U TOHUMAaHUU TPOYUTAHHOTO.
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1. O630p cnoBapHoro 3amaca. YtoObl MOMOYb y4YalIUMCs MPOCMOTPETH U
3aKpenUTh MOHMMAaHUE HOBOW JICKCHKH, co3naite BUkTopuHy Kahoot, ucrosnb3ys
U300paKeHUsI UITU OTIPEIeTICHHS aHTJIMACKUX CIOBAPHBIX CIIOB.

2. I'pammatnyeckass mpakThka. YTOOBI MOMOYB AETSIM C TpPaMMaTHKOM,
cosmaiite BukTOpHHY Kahoot ¢ TakumMu Bompocamu, Kak ONpEACICHHE
COIJIaCOBAaHHOCTH CyOBEKTa U TJ1aroJia WK BbIOOP MOJIXOIAIIEr0 BPEMEHH TJaroa.

3. Ilonumanue TpoYUTaHHOTO. YTOOBI MOMOYb yUYaIIMMCSI JIy4llle TOHUMATh
NpOYUTaHHOE, Hucmonb3yiite Kahoot mis co3maHus TECTOB, OCHOBAaHHBIX Ha
OTPBIBKAX W3 AHIVIMKWCKUX TEKCTOB WM CTaTed. B 3THX BUKTOpPHHAX ydalluecs
MOTYT OTBEYaTh HAa BOIPOCHI, KACAIOUIMECS OCHOBHOW WJEU, OCOOEHHOCTEW WIU
BBIBOJIOB.

4. IlpakThka ayaMpOBaHUA: 4YTOOBI OLICHUTh ITOHUMAHUE YYEHUKAMH
ayJMpPOBAHUS M Pa3TOBOPHOTO aHTIIMICKOTO SI3bIKA, BKIIFOUNTE B BUKTOpHHY Kahoot
ayuo(parMeHThbl WK 3alIUCU aHIJIMMCKUX peuei, MHTEPBBIO WM Pa3rOBOPOB.

5. PasroBopHble ynpaXHEHMs: ydalquecs MOIYT IpPaKTHKOBaTb U
COBEPIIIEHCTBOBATh  OEMJIOCTh  Pa3rOBOPHOM peuyn B  yBJICKATEIBHOU W
UHTEepakTUBHON (opme, wucmonb3ys Kahoot s BeIONHEHHS] Pa3TOBOPHBIX
YOPAKHEHUI, Hampumep, Mpejjaras UM ONUcaTh KapTUHKY WM OTBETUTHh Ha
OTKPBITBHIE BOMPOCHI.

6. KynbTypHas ocCBeJOMJICHHOCTh. UTOOBI  yJIydlllUTh TOHUMAaHUE
YYaIMMHCST YCJIOBHM AHIVIMMCKOTO SI3bIKA M IIOBBICUTH HMX KYJbTYPHYIO
OCBEJIOMJICHHOCTh, co3jiaiite BuktopuHy Kahoot, mocBsiieHHYI0 aHIIIOS3bIYHBIM
CTpaHaM, UX KyJbTypaM, TPaIuLUsIM U U3BECTHBIM MECTaM.

7. OO030pubie wurpel. Hcmonesyiite Kahoot kak yBinekatenbHbId ©
COpPEBHOBATEIbHBIN CHOCOO OBICTPO OIEHUTh TOHMMAaHHWE YYalllMMHUCS paHee
MIPENOAABAEMOr0 MAaTEPHANIA U 3aKPENIUTh BAXKHBIE TEMBI IEPE]l BUKTOPUHAMU WJIN
HK3aMEHaMU.

Hcnonb3yst 3Tu mpuMepbl ucnosib3oBanust Kahoot, Bel moxere co3nath
JUHAMHUYHYIO U YBJIEKATEJbHYIO CpeAy OOyueHus, KOTopas MOOUIpSET ydacTue
YYaIUXCs, COTPYJHUYECTBO U YJIYUYIIEHUE SI3BIKOBBIX HABBIKOB B BallleM KJIacce
ESL.

Bor Heckonabko p€ajlbHbIX IIPUMEPOB TOro, KakK IIPCrioaaBaTecil

ucnojn3oBaan Kahoot na ypokax ESL:
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1. CopeBHOBaHMSA TIO CJIOBapHOMY 3amacy: HCIOIb3Ys H300paKeHus
OOIIEU3BECTHBIX MPEIMETOB M MX AHTJIMACKUE HAa3BaHUS, UHCTPYKTOP MPOBOAUT
BuktopuHy Kahoot. KoMaHapl yJamuxcsi COpEBHYIOTCS JIPYT C JAPYTOM, YTOOBI
y3HaTh, HACKOJIBKO OBICTPO OHU CMOTYT Paclo3HaTh KAPTUHKU U COMIOCTABUTH UX C
COOTBETCTBYIOIINMU CJIOBapPHBIMU TEPMHUHAMU, YTO JEIAET U3YyUCHUE HOBBIX CIIOB
WHTEPECHBIM U YBJICKATEIbHBIM.

2. 3agaya 1o rpammatuke. IlpenogaBatens wucnonb3yer Kahoot mms
pa3paboTKu TecTa, OPUEHTUPOBAHHOTO HA BpPEMEHa IJIaroyio, Jjsi kiacca ESL
CMEIIAaHHOTO YPOBHs. YdYalIuMcsi HEOO0XOJUMO BBIOpaTh MOAXOISIIYI0 (hopmMy
riaroja W3 JaHHOTO npenaokeHus. CTyIeHThl MOTYT MPaKTUKOBAaTh CBOU
rpaMMaTHUYe€CKUe CHOCOOHOCTH C TOMOIIBI 3TOr0 YIpaXKHEHUs, KOTOPOE
o0ecrieunBaeT MTHOBEHHYIO OOPAaTHYIO CBA3b 10 UX OTBETAM.

3. Jluteparyphbiii kpyxok «Kahooty. Yuutens cozmaer Tect «Kahoot» Ha
OCHOBE TIJIaBbl M3 KHUTWM WA BHUJEOPOJIMKA. paccka3 B paMKax 3aJlaHdsl Ha
MOHMMAaHWE MpoYuTaHHOro. [locie mpouTeHus: riaBbl BCIyX KJacC OTBEYAET Ha
BOIPOCHI 00 MCTOPUH, MEPCOHAXKAX M TEMaxX, YTO CIOCOOCTBYET KPUTUUYECKOMY
MBIIIUICHUIO U 0KUBJICHHOMY OOCYKJICHUIO.

4. YrnpaxxHeHUEe Ha TOHMMAaHUE Ha CIyX: YUYUTEIh MPOUTPHIBAET KOPOTKHUE
ayTMOKJIUIIBI, B KOTOPBIX CBOOOIHO aHTJIOOBOPSIIIIKE JIFOAU 00CYKIAAIOT MPEIMEThI
WJIU PAaCcCKa3bIBAIOT aHEKIOThI, YTOOBI TOMOYb YYEHUKAM C MIOHMMAaHUEM Ha CIyX.
[Tocne sTOro cryaeHTHl ydacTBYIOT B BHKTOpuHe Kahoot, rae orBewaroT Ha
BOIIPOCHI, KaCaIOIIKECs COAEPKaHUs 3aMKUCEl, YTO MOMOTaeT UM MOMPAKTUKOBATHCS
B IOHUMaHUU Pa3rOBOPHOTO aHTJIIMICKOTO SI3bIKa B PA3JIMYHBIX YCIOBUSAX.

5. Craprepsl 115 pa3roBopa: y4aliuecs y4acTBYIOT B YCTHOM YIIPaKHEHHH,
paboTas B mapax, v Moay4aroT Habop MHCTPYMEHTOB JIJIs1 Hadaia pazroBopa Kahoot.
OHu mooYepeaHO OTBEYAIOT Ha 3amnpockl M oOMeHuBaroTcs wuaesMu. OHU
COPEBHYIOTCSI IPYT C JIPYTrOM 3a TMOJIy4eHHE OYKOB B 3aBUCHMOCTU OT KauecTBa
CBOMX OTBETOB, [0 OYEpPEIM OTBEYAasi HA BOMPOCHI, NEJIACH JIMYHBIM OIBITOM M
TPEHUPYSCH OETIIO TOBOPHTb.

OTH NpUMEPHI U3 PEATIbHOW KU3HU MOKA3bIBAIOT, KAK WHTEPAKTHUBHBIE U
WHTEPECHBIC YIMPAXHEHUS, OTBEUAIOIINE PA3NTUYHBIM TPEOOBAHUSM U CTUIISIM
oOydeHus ydamuxcs, MoryT 3(¢peKkTUBHO ucnojib3oBaTh Kahoot mis ymydiieHus
OBJIAJICHUSA A3LIKOM B Kj1accax ESL.
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bonee Toro, Kahoot maer yuurtensiMm BO3MOXHOCTb CIEIUTH 32 Pa3BUTHEM
CBOMX YYEHHUKOB U OBICTPO JdaBaTh UM OOpATHYIO CBSI3b. YUHTENIS MOTYT
aIanTHPOBATh CBOE OOyYCHHE K YHUKAIBHBIM TMOTPEOHOCTSAM KaXKJIOTO y4YeHHKa,
UCITIOJIB3YsI OOpaTHYIO CBSI3b B PEATBHOM BPEMEHH, YTOOBI MOMOYh yUCHHUKAM
MOHSATh CBOM CHJIBHBIE U CJ1a0ble CTOPOHBI B U3YYEHUU aHTJIMICKOTO SI3bIKA.

[Torennman Kahoot mo co3gaHuto yBieKaTeIbHONW M JIUHAMHYHOW CPEIbI
OOy4YeHHUs ABJISIETCS €Ie OJJHUM MPEUMYIIECTBOM €ro BHenpeHus Ha ypokax ESL.
Yuutens moryr wucnons3oBath Kahoot nmsi mpoBeneHuss COpeBHOBATEIbHBIX
BUKTOPHWH, KOTOPbIE TPOTHUBOIIOCTABIISIOT YUAIIUXCS IPYT IPYTy U CIOCOOCTBYIOT
KoMaHaHOW pabote u cmiioyeHuto. Ilockonpky Kahoot moOyxmaeT ywamuxcs
OIICHUBATh U 0OAYMBIBaTh CBOM OTBETHI B PEKUME PEATLHOIO BPEMEHHU, €T0 TAKXKE
MOXHO HCIIOJIB30BaTh JIJIsl Havasia 0ecel U pa3BUTHS CIOCOOHOCTEW KPUTUUECKOTO
MBIIUICHUS.

VYuuthiBas Bce 00CcTOSATEIBCTBA, IpenoaBarenu ESL, ctpemsimuecst moMoub
CBOMM YYE€HHKaM B BJIaJICHUU S3bIKOM, HainyT Kahoot mosie3HsIM HHCTPYMEHTOM.
BxitourB B CBOM YPOKH BECEJIbIE U MHTEPAKTHUBHBIE BUKTOPUHBI, YUUTENS] MOTYT
co3zaTh 0oJiee JTUHAMHYHYIO U MPOAYKTHUBHYIO aTMocdepy oOydeHus, KOTopas
BJIOXHOBJISICT y4alllUXCSd aKTUBHO y4acTBOBATh B 3aHATHUSIX U COBEPIICHCTBOBATH
CBOM HABBIKHM aHTJIMMCKOIO s3bIka. Kak HacdeT Toro, uroOnl BKIIIOUMTE Kahoot B
Ball cieayromuil ypok ESL u mocMoTpeTs, Kak OH MOKET TOMOYb BalllUM YYEHUKAM
B UX aKaJIEMUYECKUX YCUITUSAX.
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