COIMAJIBHO-'YMAHUMTAPHBIE U ITIEJAT'OTHYECKHUE HAYKH

B Takux ciydasx MOKHO KOHCTAaTHPOBATh CHHKPETHUYHYIO PEaH3aIMI0 TaKTUK KPUTHKH
BOIIPOCa M METAKOMMYHHKATHBHOTO KOMMEHTAPHSL.

Takum 06pazom, 3¢(HEeKTUBHOCTh TAKTUKH METASI3LIKOBOTO KOMMEHTAPHS BOIIPOCa 00YCIOBIIH-
BAaeTCsl €€ CIIOCOOHOCTBIO, C OHOW CTOPOHBI, UMUTHUPOBAThH CONIEPKATEILHBIA OTBET 3a CUET perpe-
3€HTATUBHOHN (DOpMBI peanu3alyy U IpPEeIOoCTaBICHHUS OTBEYAIOIIUM COOCTBEHHON TPAKTOBKH TOTO
WJIM MHOTO TOHATHS, a C APYroil CTOPOHBI, OCYIIECTBIATh COOCTBEHHO 3aIUTY JMYHOTO MPOCTPaAH-
CTBa MPHU MHTEPPOTATHBHOHN pean3alvy, MPEANoaralieil 3anpoc Ha MOsICHEHUE OT CHpaIInBar0-
Iero U, Kak CJICACTBUC, ICPCPACIIPCACICHUC KOMMYHHKaTHBHOﬁ HWHHUIIUATUBBI.
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Annomayua. CraTbsi TOCBAIICHA HW3YYCHHIO pPOJM TeMMU(UKAIUM Ha TNPAKTHYECKUX
3aHATHUAX 1O NMPO(HECCHOHAIBHO OPUEHTHPOBAHHOMY aHTJIMHCKOMY S3BIKY B CHCTEME 00pa3oBaHUs
aBHALIMOHHO-TEXHUYECKOTO By3a Ha NpUMEpe HUIpoBOil oHnaiiH tuatdopmsl Kahoot. ABTOpBI
paccMaTpUBaOT OCOOEHHOCTH «KJIMITOBOT'O MBIIIJICHHUSD) COBPEMEHHOI'O IIOKOJIEHUS CTYIEHTOB.

Knrwouesvie cnoga: relimudukanys, THHOBAL[MOHHBIE METO/bI, MOBBIIIEHNE 3((HEKTUBHOCTH
oOpazoBarenbHOro Mporiecca, oHiaitH miargopma Kahoot.

Annotation. The article is devoted to studying the role of gamification in professional English
lessons in the education system of an aviation technical university using the example of the online
gaming platform Kahoot. The authors consider the features of “clip thinking” of the modern
generation of students.

Keywords: gamification, “clip thinking” innovative methods, increasing the efficiency of the
educational process, online platform Kahoot.

In the modern world English is very important because it is the language of aviation, Internet,
business, sports, etc. The English language is not only a tool for intercultural communication, but
also acts as a means of professional development for specialists. Thus, ignorance of the English
language deprives a person of many opportunities from reading world bestsellers and watching
films and TV series in the original to traveling and prestigious work in a wide variety of areas of
human activity. Accordingly, the main task of higher education institutions at the present stage is to
effectively teach students English and prepare them for interaction in the international professional
community in order to solve specific problems.
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It is important to consider that the flow of information is continuously increasing every year
and the human brain is able to receive and process only a limited amount of data. So, people were
forced to differentiate the main and secondary information in huge amounts of data. As a result, a
certain self-defense mechanism appeared - so called “clip thinking”. It is characterized by the speed
of perception of images without focusing on details and lack of reflection [1].

Clip thinking is a type of thinking in which a person perceives information not as a single
whole, but in the form of bright images. Therefore, people with clip thinking can easily switch at-
tention from one thing to another, but at the same time they are not able to concentrate and analyze
it for a long time. Despite many negative aspects, having clip thinking also has its advantages: it
protects the human brain from unnecessary information (a person remembers only what is interest-
ing for him) and helps to develop multitasking [2].

The following factors are considered as the reasons for the emergence of “clip thinking”: the
use of gadgets from an early age, people’s interest in numerous social networks, refusal to watch
full-length films and TV series in favor of short videos on YouTube and TikTok, a significant pre-
dominance of online communication over the living, as well as the habit of breaking one long mes-
sage into several short and similar ones.

Nowadays it becomes obvious that traditional methods of presenting material and exercises to
the students of the digital generation do not contribute to obtaining the desired result, so games
come to the rescue which are an integral part of teaching English because they promote intensive
language practice [3]. The main advantage of using gaming technologies in practical English classes
is the simultaneous work of all students. Game techniques develop the ability to work in a team,
compete without showing aggression, teach you how to win and lose, and also take responsibility
[4]. It is advisable to use the online gaming platform Kahoot which has unique capabilities to in-
crease the motivation and interest of students.

The authors of the article have conducted an experiment among 2nd and 3rd year cadets of
different specialties of the Faculty of Civil Aviation of Belarusian State Academy of Aviation. As
part of the study, cadets were initially asked to complete 4 tests of 20 questions on topics «Types of
aircrafty, «Airport Structurey», «Main parts of aircraft», «Airport vehicles» on paper. 2 months later
the same cadets were asked to perform the same tests, only using the gaming platform Kahoot. Af-
ter conducting 4 tests in two options for presenting information, the following results were ob-
tained: the total sum of average scores of 6 test groups when passing tests on the Kahoot platform in
comparison with the same sum of points when passing classical testing was 6% higher than the re-
sults obtained with testing on paper. The data obtained indicate a positive dynamic in students’
knowledge acquisition, which confirms an increase in motivation and interest. Moreover, when tak-
ing online testing, students have reported positive feedback regarding the format of the survey.

In conclusion, it should be noted that in the age of digital technology the classical format of ed-
ucational classes for modern students is monotonous and uninteresting. The digital generation of
youth requires an innovative approach to learning. The introduction of new methods and technologies
into the educational process when teaching English is important and brings many benefits.

* First of all, training and teaching methods should be adapted to the requirements of the
modern changing rapidly world.

* Secondly, online resources and gaming platforms usage helps stimulate interest in learning
English.

* Thirdly, new technologies make it possible to personalize the educational process, taking in-
to account the individual needs and abilities of each student.

* Fourthly, it should be said that games provide interactive learning, allowing students to put
their knowledge into practice.

» Fifthly, gaming platforms offer repetition of material through various game-based exercises.

In general, the introduction of new methods and technologies into the educational process
when teaching English helps to improve the quality of teaching, motivate students and prepare for
modern challenges and opportunities.
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Annotation. The essence of emergency legislation is considered. The possibility of its
understanding in science as a source of constitutional law of the Belarus is substantiated.
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Koncrurynueit Pecniyonmmku benapyce (manee — KoHCTUTYIINS) TPU HACTYIUIEHUW Ype3BbIYaii-
HBIX OOCTOSITENILCTB B KQUECTBE OJHOTO M3 MPABOBBIX CPEJICTB OOECIICUCHHUS 3alIUThI )KU3HU U 370PO-
Bbsl HACEJICHUs, HE3aBUCUMOCTH, TEPPUTOPUAIBHOM IIEJIOCTHOCTH M KOHCTUTYLHMOHHOIO CTpOS
MIPEYCMOTPEH MHCTHTYT OCOOBIX (UpPE3BBIUANHBIX) MPaBOBBIX pekuMoB (nasee — UIIP). C xoHcTH-
TYLIUOHHO-TIPABOBBIX TO3UIUI C y4ETOM MpPEeIMETHO-METOIOJIOTHYECKUX KPUTEPHEB M CHCTEMBI
opuandeckux npuszHakoB UIIP mMoxHO paccMarpuBaTh Kak KOHCTUTYIMOHHO-IIPABOBOW WHCTUTVT,
OJTHUM W3 TIPU3HAKOB KOTOPOTO SIBIISIETCSI 0c00ast crcrema ucToYHUKOB [1]. Tlomaraem, uto cucremy
HOPMATHUBHBIX MTPABOBBIX aKTOB, PETYIUPVIONIUX OOIIECTBEHHBIC OTHOIICHHS B YCIOBUsIX UIIP mMox-
HO paccMaTpHUBaTh B KAUECTBE UPE3BBIYAHOIO 3aKOHOAATENbCTBA (nanee — U3), Kak aHTOHUMa 3aK0-
HOJIaTEeNILCTBY OPJAMHAPHOMY (JIaHHBIA TEPMHUH HCIOJIB3YETCS HEKOTOPHIMU aBTOPAMHU B JINTEPAType
Ui 0003HAYEHHUS 3aKOHOMATENILCTBA, PETYIHMPYIOMIETO MPABOOTHOMICHHS B OOBIYHBIX YCIOBHUSIX
YKU3HEICATESIILHOCTH 001IecTBa [2, ¢. 6; 3, ¢. 9].

Onpenenenne Y3 He 3aKperiecHO B HAllMOHAJIBHBIX MPaBOBBIX akTax. B murteparype xe
BCTPEUYAETCS] MHOXKECTBO (hOPMYIMPOBOK B LIEJIOM OTPAKAIOIIUX aHAIOTUYHBIE OMPEIEIISIIONINE €TO
yepThl Y3. Hanpumep, no MHeHUI0 A.A. @oMHHA, «UpPE3BbIYANHOE 3aKOHOJATEILCTBO — CHUCTEMa
HCKITIOYUTENIbHBIX HOPMATHBHO-TIPABOBBIX aKTOB, KOTOPBIC PETYIUPYIOT OOIIECTBEHHBIE OTHOIIIE-
HUS B YCJIOBHSIX BBOJMMOTO Ha BCEW TEPPUTOPUU CTPAHBI UM B OTAEIBHBIX €€ MECTHOCTSIX 0C000-
ro MPaBOBOrO peXXHMa OCYIIECTBICHHS TOCYJapCTBEHHON BIAcTH (Ype3BBIYAITHOTO MM BOSHHOTO
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