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Currently, interactive virtual settings
has dominated the context of adult education
in foreign languages in Ukraine. Foreign
languages adult education trends in the 21
century underwent numerous changes and
innovations.

Formulation of the problem. One of
the main goals of any university is to make
adult education in foreign languages more
advanced and to create e-learning environ-
ments for students via Web-based technolo-
gies and powerful internet connections. And
the usage of Web-based technologies and
powerful internet connections provides new
opportunities for the development of adult
education trends especially for those who are
learning foreign languages. The implementa-
tion of technological resources is directly
related to the ways the teachers perceive
their functionality. Thus, it is important for
teachers to have positive attitudes towards a
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certain technology to adopt it
efficiently in their working
activities for adults.

The widespread avail-
ability of mobile devices has
led to a creation of new domain
which is called a Mobile As-
sisted Language Learning
(MALL). Nowadays MALL is
used in the field of adult for-
eign languages learning.

B. Alexander (Alexander,
2004) in «Going Nomadic:
Mobile Learning in Higher
Education» mentioned, that
more broadly, mobile and wire-
less computing has altered the
thythms of social time and has
changed uses of social space.

A vast variety of mobile
devices (e.g. pads, smart phones,
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cell phones, personal digital assistants etc.)
is an essential part of MALL and teachers
are challenged to use any kind of these mo-
bile devices in English learning technology.

Analysis of current research. The
problem of Mobile Technologies and Devices
implementation into adult education has been
investigated by B. Alexander, M. Chen,
H. Hsu, M. Sharples, J. Yannick, I. Beskrov-
ny, V.Bykov, V. Vaschenko, O. Dyadichev,
T. Koval, V. Kuklev, V. Kukharenko, O. Py-
balko, N. Syrotenko, A. Popova, S. Titova.

Aspects remained to be investigated
are connected with the enlightening of inter-
active settings as an advanced digital educa-
tional environment for adults to empower
learners (i.e. adults) to engage and assume
active roles to face and resolve global chal-
lenges to become proactive contributors to
an effective foreign languages learning.

The purpose of the article is to
enlighten new trends, language teaching ap-
proaches, technologies, models, methods
and procedures of adult education in foreign
languages as well as practical results to re-
veal new opportunities created by technolo-
gies and perspectives on the role that inter-
active reality has come to play in the
development of contemporary society.

Research methodology and methods.
The methodological and theoretical basis of
the research is the scientific works on the use
of interactive strategies, tools and devices on
oral and written skills that may be initially
effective for adults in the context of foreign
languages education. The validity of the ob-
tained results is confirmed using various gen-
erally accepted and specific methods: theo-
retical generalization, abstraction, dialectical
analysis, expert assessments, comparison and
systematization, system approach.

Presentation of the main material.
MALL is undergoing rapid evolution. Prod-
uct Marketing Companies suggest a full-
service product development in providing

particular services (for instance, a diverse
product of mobile devices) aimed at particu-
lar purposes for adults — to use some port-
able mobile devices to carry out activities
that support the learning, reinforcement, and
practice of any aspect of the target foreign
language (Camacho, 2011).

Some schools in the USA, the Nether-
lands and the South Korea adopted MALL
technologies where one can easily use a va-
riety of personal portable devices (cell-
phones, laptops, and net-books) during Eng-
lish classes to implement learning and re-
search activities through English in class.

The introduction of MALL requires
from teachers to develop special skills to be
rather competent to use these software appli-
cations while adding new tools as teaching
aids in adult foreign languages studies
(Luque-Agullo, 2015).

The main features of MALL are acces-
sibility, —immediacy and interactivity
(Bachore, 2015). MALL creates an interac-
tive learning environment, using different
kinds of applications, which are available on
mobile devices. Nowadays in MALL envi-
ronments, the immediacy, interactivity and
accessibility are considered to be general
outlines and characteristic features of adult
education in foreign languages. Different
kinds of applications, available on mobile
devices, allow educators to create interactive
learning environments for adults which can
be integrated successfully into the learning
process of foreign languages.

English teachers with the help of
Wi-Fi, 4G Internet access as well as with
any kind of mobile technology or device
create new opportunities for adults to be en-
gaged into real virtual interactions, which
are beyond their traditional studies.

MALL differs from Computer As-
sisted Language Learning (CALL).

The distinguishing feature of MALL is
connectivity (Gafni, 2017). In spite of the
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traditional methodology, MALL technolo-
gies have created the ways to help adults to
participate in self-organized educational
summits that bring them together to share
experiences, videos, talks, events, even dis-

cussions in larger or smaller groups either.

So a new educational trend of adult foreign
languages learning — «Learning through
Gamification» technology, has actually
emerged.

S. Deterding (Deterding, 2011) is one
of the first who gave the definition of
«Learning through Gamification» technol-
ogy in scientific literature.

«Learning  through  Gamification»
technology is defined as the use of game de-
sign elements in non-game Contexts (De-
terding, 2011). «Learning through Gamifica-
tion» technology is an educational approach
that impacts on adults motivation to learn
foreign languages by using game-based per-
formances. Adults, who use computer games
to learn foreign languages, are more alert,
active, feel themselves more involved and
experienced in activities and appear to be-
come more challenging than those ones who
participate the traditional practicums.

Adults, who are engaged in «Learning
through Gamification» technology, feel
themselves more comfortable in using com-
puters, they utilize computers as part of their
learning programs and for them there is no
stress to be involved in the process of
Second Language Acquisition.

CALL is briefly defined as the search
for and study of applications of the computer
in language teaching and adult learning
(Levy, 1997). CALL is a process where a
learner uses a computer and improves lan-
guage procedures (Jarvis, 2013).

Firstly the term «CALL» has been used to
describe the current basic mechanical software
programs only and limited spaces to desktop
computers (Jarvis, 2013; Levy, 1997). But in
several years, the situation has changed
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greatly because of new mobile devices
which were incredibly fluid and helped
teachers to integrate this virtual reality into
the adult learning environments.

For last decades the field of mobile de-
vices has grown tremendously and as usual
include applications, online blogs and v-logs
(video-blogs), virtual learning environments,
online courses, and more things connected
with interactive reality (Bykov, 2009;
Vaschenko, 2011; Kukharenko, Rybalko,
Syrotenko, 2002).

Computer-Integrated Learning (i.e.
Computer Didactics) is based on the use of
advanced computer technologies and the ad-
vanced computer technologies provide a lot
of opportunities for optimization of adult
education in foreign languages as well.

Computer Didactics is a complex field
of research and in the nearest future, it
should be in a certain degree an identity of
classical disciplines, such as physics and
mathematics, which «... as in the result of
active differentiation will become purely
specialized disciplines, closing up the sphere
of artificial intelligence, striving to deal with
the program ...» (Siekman, 1985, p. 14).

An evidence of this argument is the
fact that many researchers, working in the
field of artificial intelligence are interested
mainly in the psychology of biological ob-
jects. From their point of view, artificial in-
telligence is «....the way of study, for exam-
ple, of the way people communicate or the
ability to study» (Simons, 1986, p. 70).

At the same time, a narrow specializa-
tion within the frameworks of creating and
constructing educational systems of artificial
intelligence contributes to the dissemination
of a specific kind of «cybernetic reductions»
(Simons, 1986) as a methodological and
heuristic principle.

From the philosophical point of view,
the presence of reductionism leads to a nar-
rowing and unification of the research hori-




zons. However, in computer didactics, there is
no such danger either. Computer didactics ap-
proach to the problem of learning is based on
the fact that the unit of behavior is a plan-
system that generates a style of behavior that is
similar to the feedback loops which are used in
computing machines (Simons, 1986).

In the context of information theory of
learning (Simon, 1986), a man is considered
to be as an essential part of active informa-
tion process, and who, at the same time, pos-
sesses the ability to target, clearly planned
multivariate tasks and actions. With the help
of mathematical modeling one can identify a
number of general procedures of the learning
process, and then represent them in cyber-
netic terms. But the main feature of cyber-
netic learning is that only such forms of
learning that are inherent and accessible to
computer systems of artificial intelligence
can be carried out here.

Thus, the main procedure of cyber-
netic simulation of the process of adult
foreign languages education is the develop-
ment and compilation of computer training
programs. «The program can perform an
analysis from the point of “objectives” and
“the ways of learning” and present a plan for
preparation in the form of a sequence of
necessary operations. An appropriate proce-
dure is made and it is specified which of
these procedures fulfillment is a previous
condition for the fulfillment of others»
(Simons, 1986, p. 83).

The algorithmic nature of the program
can be expanded by weakening its mathe-
matical rigidity and strengthening the data-
base. It provides an opportunity for more
flexible program in the field of learning
adults foreign languages.

The optimal task of cybernetic and
program learning of adults is to analyze the
assignment in the context of goals and the
ways of its implementation in the form of a
sequence of necessary operations and the

elaboration of a certain procedure of educa-
tional actions with indication of the possible
preconditions for their implementation
(Simons, 1986).

The characteristic feature of the cur-
riculum program is the ability to improve its
«behavior» within the inductive operations.
«The basic idea of the plan comes from the
imagination about the world around us, and
the plan, having sufficient flexibility in its
store, is adaptable to the new conditions»
(Simons, 1986, p. 83).

Thus, the formulation and solution of
the problems of learning in computer didac-
tics are mainly come out from the compari-
son of the merits of natural thinking of the
subject (in particular, if it is a student) and
the possibilities of artificial intelligence that
reproduce them (Endryu, 1985). This com-
parison as usual reveals a range of problems
of different order related to the simulation
with the help of computers. The multiplicity
of program learning, that involves almost all
areas of intellectual activity of students (up
to the intuitive and subconscious phenom-
ena), caused the necessity of identification
and structuring of biological, physiological,
psychological and other methods of obtain-
ing, representation and purposeful process-
ing of information under the new
rules (Intellegente System, 1985). What are
these rules?

Metaheuristic rules are complex cogni-
tive phenomena, represented in the scientific
literature as a set of techniques, researches
and actually they lead to the most optimal
solution of the problem (Intellegente Sys-
tem, 1985). Sometimes we expand the edu-
cational materials or information in the
class, and of course such a differentiation
causes the question: what should be a cor-
relative coefficient of information loaded
into self-learning system (e.g. computer — as
a system, a person — as a system) to supply
its better functioning? We will receive an
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answer if we can clearly structure not only
the information material, but also the proc-
ess of searching it in itself.

These outlines will make us to under-
stand better the methods and tools that are
used within our research activities: develop-
ing research questions and objectives; decid-
ing on a study of research design; quantita-
tive and qualitative data and their implemen-
tation; methods for collecting data; basic
concepts of probability; descriptive analyses
for quantitative data; Interpret sources of
data and evidence-based conclusions and
recommendations.

There are some Languages across the
Curriculum Models(LACM):

e Adjunct Model (English classes
are taught by teachers);

e Parallel Model (courses conduct-
ing the integration of the ele-
ments of each other);

e Fusion Model (students partici-
pate language level A1/A2);

e (Combined Model (classes and
discussions are taught in foreign
language) (Gafni, 2017).

The following studies represent stu-
dent behavioral intention to use MALL in
the classroom, i.e. evaluating the Mobile
Devices Acceptance Model (Gafni, 2017).

Our research activities are based on a
survey where 30 IT students have got an
assignment to prioritize their intention to use
each of suggested Mobile Devices in the
English Classroom to the next priorities:

1 — the first priority, 2 — the second
priority, 3 — the third priority, 4 — the fourth
priority, 5 — the fifth priority, 6 — the sixth
priority.

The students have also been given in-
formation about the functions of Mobile De-
vices: audio devices; digital cameras; com-
puter applications; office tools and equip-
ments; mobile Internet on laptop, Mac, PC;
Social Networking Web-Sites. The results of
the survey are represented in Table 1.

Table 1
Functionalities of mobile devices for developing the language skills
Mobile Devices Priorities: from 1 to 6
) 2,5,1,1,4,2,1,3,3,3,4,3,1,1, 1,
I Audio 3,2,5.1,6,4,3,1,1,6,2,2,5,2,3
2 Di ital Cameras 4’ 6’ 2’ 3’ 5’ 6’ 2’ 4’ 5’ 5’ 6) 4) 6) 4) 6)
g 6,5,5,6,6,4,3,3,2,6,4,4,2,6,5
3. Computer Applications 3,3,6,2,1,5,5,6,6,1,3,2,2,6,2,
- -Omputer App 6,6,5,3,2,5.4,4,2.2,2,1,2,2, 1
) 6,4,3,6,2,3,4,2,2,2,1,5,3,2,3,
4. Office tools and equipments 5.4.4.2.2.2.2.3.3.1.3.2.2. 5.6
) 5,2,4,5,3,1,6,1,4,6,2,6,4,3,4,
5. Mobile Internet on laptop, Mac, PC 1.2.1.1.1.4.4.3.5.3.4.4.4.3.1
) ) ) 1,1,5,4,6,4,3,5,1,4,5,1,5,5,1,
6. Social Networking Web-Sites 1.1.1.2.3.3.2.1.2.4.5.6.1.1.2

The experiment belongs to the group
of expert assessments (Orlov, 2002).

First of all we formalize the results of
the experiment and assess its main
characteristics (functions). Then we denote
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i-m evaluation as if it is an expert (or a
student) of the j-system through e,
Magnitudes e take priority values, and in
the case the magnitudes e, take integer
values from the set M = {1, 2,3,4,5, 6}.




The results of expert survey can be

represented by a matrix:
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The matrix, containing expert answers, is
represented below the paragraph in Table 2.
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For each j-column we can count sum of
points:

. I
om . el cyu
e = Z e; ,an average point value € ;'f, (2)

and standard deviation ¢, =

where n=30.

It is significant, that minimal value of
the sum of points is 30 (all “1 numbers”), the
maximum value is 180 (all “6 numbers”).

The ranking of Mobile Devices ac-
cording to these sums or to average values
gives an evidence of their preference in the
English Classroom.

The smaller is the sum or an average
value, the greater is the preference. The
standard deviation o, characterizes the dis-
persion of j -Device values, and the less

dispersion is, and the more coherent is the
evaluation.

From data processed, we make a con-
clusion that M 1-Device is more preferable
and M 1-Device — M 3-Device are charac-
terized with smaller values dispersion.

A more detailed characteristic of the
preference is possible, i.e. with the help of
sample distribution function for place-
preference allocation.

Here we denote through p/ the fre-
quency of occurrence of the preference
number £ for j-Device in j-M column.

|

PiL=="qi,

30 (4)

where ¢/ is the quantity of occurrence of the
preference number k for j -Device in j -M
column. It is presented in Table 3.

i Table 3
Values of ¢} , calculated according to Table 2
- 1 2 3 4 5 6
k
1 9 6 7 3 3 2
2 0 4 3 7 6 10
3 2 11 7 4 3 3
4 7 3 5 9 3 3
5 11 4 3 4 6 2
6 4 10 4 2 4 6
We can determine other = median. The data has been revealed in
characteristics of expert data, such as  Table 4.
. Table 4
Values of P ,i , calculated according to Table 3
] 1 2 3 4 5 6
k
1 0,3 0,2 0,233333333 0,1 0,1 0’066766666
2 0 0,133333333 0,1 0,233333333 0,2 0’33353333
3 0,066666667 | 0,366666667 | 0,233333333 | 0,133333333 0,1 0,1
4 0,233333333 0,1 0,166666667 0,3 0,1 0,1
5 0,366666667 | 0,133333333 0,1 0,133333333 0,2 0’066766666
6 0,133333333 | 0,333333333 | 0,133333333 | 0,066666667 0’135’5’333 0,2
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Conclusions and prospects for fur-
ther research. Thus the research activities
helped us to find out that the interactive set-
tings for adult education in foreign lan-
guages nowadays is one of the desirable
forms of getting knowledge.

As a rule the interactive settings is rep-
resented by Mobile Assisted Language
Learning technologies, Computer Assisted
Language learning technologies, new and
emerging some Languages across the Cur-
riculum Models and holds a great promise
for the future by overcoming traditional bar-
riers in adult education in foreign languages
today. The data, we have got experimentally,
revealed an evidence that Mobile Assisted
Language Learning technologies and Com-
puter Assisted Language learning can con-
tribute to changes of teacher-student roles in
adult education in foreign languages in the
context closely related to work done.

The perspectives of further investiga-
tions are connected with the development of
information culture in the field of adult edu-
cation in foreign languages (e.g. the culture
of getting and processing information) as it
appears from one point as an aim of adult
educational activities, and from the other
point of view as a way of their realization.
]|} |

List of references

Alexander B. Going nomadic: Mobile
learning in Higher education. Educause Re-
view. 2004. Ne 39 (5). P. 28 — 35.

Bachore M. M. Language learning
through mobile technologies: An Opportu-
nity for Language Learners and Teachers.
Journal of Education and Practice. 2015.
Ne 6 (31). P. 50 — 53.

Camacho M., Lara T. M-learning en
Espaca, Portugal, America Latina

Monografico. Salamanca: Scopeo, 2011. 179 p.

Chen C. M., Hsu S. H. Personalized
Intelligent Mobile Learning System for Sup-
porting Effective English Learning. Educa-

tional Technology and Society. 2008. Ne 11
(3). P. 153 — 180.

Deterding S., Dixon D., Khaled R.,
Nacke L. From Game Design Elements to
Gamefulness: Defining  Gamification.
MindTrek’l1: Proceedings of the 15th In-
ternational Academic MindTrek Conference:
Envisioning Future Media Environments,
September, 2011. P. 9 — 15.

Gafni R., Achituv D. B., Rachmani
G. J. Learning foreign languages using mo-
bile applications. Journal of Information
Technology FEducation: Research. 2017.
Ne 16. P. 301 —317.

Holl Bruce T. Languages Across the
Curriculum: an Overview of Course Models,
Trinity University LAC Workshop, May, 18,
2009. San Antonio, Texas.

Intellegente Systeme: Adaptives und
Explotatives Lernen: AGARD LECTURE
SERIES 205. Bruxelles: Luxemburg, 1985.

Jarvis H., Archileos M. From Com-
puter Assisted Language Learning to Mobile
Assisted Language Learning, TESL-EJ.
2013. Ne 16 (4). P. 1 - 18.

Levy M. Computer-Assisted Lan-
guage Learning: Context and Conceptualiza-
tion. Oxford: Oxford University Press, 1997.
320 p.

Luque-Agullé G. Mobile Learning in
the Foreign Language Classroom. Filologia
vy Didactica de la Lengua. 2015. Ne 15.
P. 79 —103.

Sharples M. The design of personal
mobile technologies for lifelong learning.
Computers and Education. 2000. Ne 34 (3 —
4). P. 177 - 193.

Siekman J. H. Einfurung in die kun-
stliche Intelligenz. Kunstliche Intelligenz,
1985. P.2 - 16.

Yannick J. M-Learning: a pedagogi-
cal and technological model for language
learning on mobile phones. Blended Learn-
ing, Joseph Fong, Fu Lee Wang (Eds.), 2007.
P. 327 —339.

OcsiTta Ta nepgaroriyHa Hayka Ne 3 (175), 2020 59



BeckpoBnbiii UI. Homo Mobiles: mar
B CTOpPOHY Matpuubl. E-Leaning World.
2004. Ne 4. C. 25 —31.

Bukos B. FO. Mojeni opranizamiiHux
cucteM Bikputoi ocBiTu. Kuis, 2009. 684 c.

Bamenko B. FO. Ananiz cucrem ke-
pyBaHHS HaBYaHHSIM 1 KOHTEHTOM Ta iX
BIIPOBAKCHHS B HABYAJIBHUM INIPOLIEC. BicH.
Jlyean. nay. yn-my imeni Tapaca Lllesuenxa.
2011. Ne 12 (223), Y. II. C. 5—-17.

KoBaab T.I. IurepaktuBHI TEXHO-
Jorii HaBYAaHHS 1HO3EMHHX MOB Yy BHIIHX

HAaBYAJIbHUX  3aKjajax. Ingpopmayivini
mexnono2ii i s3acobu naswannsa. 2011.
No 6 (26). URL:

http://journal.iitta.gov.ua/index.php/itlt/articl
e/view/546/451.

Kykiaes B. A. CtaHOoBI€HHE CUCTEMBI
MOOUJIBHOTO OOY4YeHHUS B OTKPBITOM JHC-
TAQHIIMOHHOM  oOpa3zoBaHuM. [llkonvHble
mexnonocuu. 2010. Ne 4. C. 45 — 52.

Kyxapenko B.M., Pubanko O.B.,
Cuporenko H.I'. Jlucraniiiine HaBYaHHS:
YMOBH 3acTOCyBaHHS. Jluctanuiiinuii Kypc:
HaBy. moci6. XappkiB: HTY  «XIIDy,
«Topciary, 2002. 320 c.

OpaoB A.H. DkcrnepTHbIE OLEHKHU:
yue0. mocod. Mocksa: MI'TY um. H. D. ba-
ymasna, 2002. 31 c.

ITomoBa A. B. Ilcuxomnoro-nemaroru-
YEeCKUE YCIIOBUSI O0YUYEHMsI TEXHUKE UTEHUS
CTY/ICHTOB Ha OCHOBE SI3BIKOBBIX MYJIbTHME-
IUiHBIX nporpamMm. Becmuux TI'YV. 2015.
Ne 8 (148). C. 196 —204.

Cumonc /I:x. 9BM nsaroro mokore-
HUS: KOMITbIOTEpbl 90-X TOA0B: Mep. ¢ aHrl.
Mockaa, 1986. 173 c.

Turosa C. B. MoGuibHoe o0yuyeHue
CErO/IHSI: CTPAaTeruu M MEepCIEeKTUBBL. Becm.
Mockos. yn-ma. Cep. XIX. Jluneeucmurxa u

mexnckynomypHas kommynuxayus. 2012, Ne 1.

C.9-23.
IHApI0 A. VcKycCTBEHHBIM HHTEN-
nekT. Mocksa : Mup, 1985. 264 c.

60 Ocsgita Ta nepgaroriyHa Hayka Ne 3 (175), 2020

References
Alexander, B. (2004). Going
Nomadic: Mobile Learning in Higher

Education. Educause Review, 39 (5), 28 — 35.

Bachore, M. M. (2015). Language
Learning Through Mobile Technologies: An
Opportunity for Language Learners and
Teachers. Journal of Education and Practice,
6 (31), 50 — 53.

Camacho, M., & Lara, T. (2011).
M-learning en Espaca, Portugal, America
Latina : Monografico. Salamanca.

Chen, C. M., & Hsu, S.-H. (2008).
Personalized Intelligent Mobile Learning
System for Supporting Effective English
Learning. Educational Technology and
Society, 11 (3), 153 — 180.

Deterding, S., Dixon, D., Khaled, R.,
& Nacke L. (2011). From Game Design
Elements to  Gamefulness:  Defining
Gamification. MindTrek’l1: Proceedings of
the 15th International Academic MindTrek
Conference: Envisioning Future Media
Environments, September, 9 — 15.

Gafni, R., Achituv, D.B. &
Rachmani, G.J. (2017). Learning Foreign
Languages Using Mobile Applications.
Journal  of  Information  Technology
FEducation: Research, 16, 301 —317.

Holl Bruce, T. (2009). Languages
Across the Curriculum: an Overview of Course
Models, Trinity University LAC Workshop,
May, 18, 2009. San Antonio, Texas.

Intellegente Systeme: Adaptives und
Explotatives Lernen: AGARD LECTURE
SERIES 205. Bruxelles: Luxemburg, 1985.

Jarvis, H., & Archileos, M. (2013).
From  Computer Assisted Language
Learning to Mobile Assisted Language
Learning, ESL-EJ, 16 (4), 1 — 18.

Levy, M. (1997). Computer-Assisted
Language Learning: Context and Con-
ceptualization. Oxford: Oxford University
Press.




Luque-Agullé, G. (2015). Mobile
Learning in the Foreign Language
Classroom. Filologia y Didactica de la
Lengua, 15, 79 — 103.

Sharples, M. (2000). The Design of
Personal Mobile Technologies for Lifelong
Learning. Computers and  Education,
34(3—-4), 177—-193.

Siekman, J. H. (1985). Einfurung in
die Kunstliche Intelligenz. Kunstliche
Intelligenz, 2 — 16.

Yannick, J. (2007). M-Learning: a
Pedagogical and Technological Model for
Language Learning on Mobile Phones.
Blended Learning, Joseph Fong, Fu Lee
Wang (Eds.), 327 — 339.

Beskrovny, 1. (2004). Homo Mobiles:
shag v storonu matritsy [Home Mobiles: a
Step Towards Matrix]. YE-Lyoning Uvord —
E-Leaming World, 4, 25 — 31 [in Russian].

Bykov, V. Yu. (2009). Modeli orga-
nizatsiinykh  system  vidkrytoi  osvity
[Models of Organization Systems of Open
Education]. Kyiv : Atika [in Ukrainian].

Vaschenko, V.Yu. (2011). Analiz
system keruvannya navchannyam i konten-
tom ta ikh vprovadghennya v navchalny
protses [Analyses of Management Education
Systems and Content and their Implemen-
tation into the Learning Process]. Visnyk
Lughan. nac. un-tu imeni Tarasa Shev-
chenka (pedaghoghichni nauky) — Bulletin of
Lugansk National University named after
Taras Shevchenko (Pedagogical Sciences),
12 (223), Ch. 11, 5-17 [in Ukrainian].

Koval, T. 1. (2011). Interaktyvni techno-
logii navchannya inozemnykh mov u vyschykh
navchalnykh zakladakh [Interactive Techno-
logies of Foreign Languages Leamning at Higher
Educational Establishments]. Retrieved from
http://journal.iitta.gov.ua/index.php/itlt/article/v
iew/546/451/.

Kuklev, V.A. (2010). Stanovleniye
sistemy mobilnogo obucheniya v otkrytom
distantsionnom obrazovanii [Emergence of
Mobile System Learning in Distance
Education]. Shkolnyye Tekhnologii — School
Technologies, 4, 45 — 52 [in Russian].

Kukharenko, V. M., Rybalko O. V.,
& Syrotenko N. G. (2002). Dystantsiyne na-
vchannya: umovy zastosuvannya. Dystan-
tsiynyi kurs [Distance Learning: Conditions
of Implementation. Distance Course: text-
book]. Kharkiv: NTU «KHPI», «Torsing»
[in Ukrainian].

Orlov, A. L. (2002). Ekspertnye otsen-
ki [Expert Evaluation]. Moscow : MGTU im.
Baumana [in Russian].

Popova, A.V. (2015). Psichologo-

pedagogicheskiye  usloviya  obucheniya
tekhnike chteniya studentov na osnove yazy-
kovykh multimediynykh programm

[Psychological and Pedagogical Conditions
for Teaching Students Language-based
Reading Techniques within Language
Multimedia Programs]. Vestnik TGU —
Bulletin of TGU, 8 (148), 196 — 204 [in
Russian].

Simons Dgh. (1986). EVM pyatogo
pokoleniya: kompyutery 90-kh godov [ECM
of the Fifth Generation: Computers of the
90" years]. Moscow : Finansy 1 statistika [in
Russian].

TitovaS. V.  (2012).  Mobilnoye
obucheniye segodnya: strategii 1 perspectivy
[Mobile Learning Today: Strategies and
Perspectives]. Vestnik Moskovskogo un-ta
(Lingvistika i meghkulturnaya
nikatsiya) — Bulletin of Moscow University
(Linguistics and Intercultural ~Commu-
nication), 12 (1), 9 — 23 [in Russian].

Endryu, A. (1985). Iskustvennyi intel-
lekt [Artificial Intelligence]. Moscow : Mir
[in Russian].

kommu-

Ocsita Ta nepgaroriyHa Hayka Ne 3 (175), 2020 61



L

Sura N. A. Adult Education in Foreign
Languages: Interactive Settings, Models,
Practice

The article dwells upon modern Eng-
lish as a Second Language (ESL) educa-
tional settings which are based on innovative
technologies modernizing the gist of adult
education in a foreign language and contain-
ing organizational models of the learning
process, founded on the dialectical common-
ality of ESL methodologies. Program mod-
els for ESL education that can be realized at
university departments under certain condi-
tions are presented. It has been identified
that ESL learning via mobile devices and
apps, modern tech and computer-based tech-
nologies facilitates the individualistic ap-
proach of teaching, encourages mental
activity and improves the effectiveness of
the learning process.

Some elaborations have been made to
the statements regarding adult ESL educa-
tion in the context of computer didactics as
an innovative learning system in which the
theoretical ~ approaches and  practical
achievements of such an interdisciplinary
branch of knowledge as Artificial Intelli-
gence are realized. The article emphasizes
the deep connection between the develop-
ment of ideas through Artificial Intelligence
and the disciplines which presuppose under-
standing, decision-making, learning i.e. Psy-
chology, Logic, Linguistics.

The comparative analysis has been
done in order to identify empirical data of
questionnaires regarding prioritizing the use
of mobile devices, apps, and digital media in
the ESL learning process.

The analysis serves as a detailed
breakdown and evidence of the on-hand
teaching experience at universities.

Keywords: adult education, interactive
settings, models, program, technologies.
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Cypa H. A. InmomoBHa ocBiTa J10-
poc/iuX: iHTepaKTHBHE cepeloBHILE, MO-
JeJii, IPaAaKTHKA

VY cTarTi cxapakTepu30BaHO CydyacHe
IHIIIOMOBHE OCBITHE CEpEeIOBHIINE, sKEe 0azy-
€ThbCS Ha IHHOBAI[IWHUX TEXHOJIOIISAX, IO
MOJICPHI3YIOTh 3MICT I1HIIOMOBHOI OCBITH
JIOPOCITUX ¥ B OCHOBY SIKUX TOKJIQJIEHO IT1JTi-
CHI MOJIeTi opraHizailii HaB4aJabHOTO TPOIe-
Cy, 3aCHOBaHI Ha JIAJICKTUYHIN €IHOCTI Me-
TOJIOJIOT1] HaBYaHHS iHO3eMHHX MOB. [Ipen-
CTaBJICHO MPOTPaMHI MOJENi 3 1HIIOMOBHOI
OCBITH JIOpOCIIHUX, SIKIi 3a TIEBHUX YMOB
MO>KHa peaJli3oByBaTH Ha 0a3i yHIBEpPCHUTET-
CBKHX MiIpO3/1TiB. BusHaueHo, 1o HaBuaH-
HA 1HO3EMHHX MOB 3a JOIIOMOI'OI0 MOO1JIb-
HUX TPHUCTPOIB Ta JIOJATKIB, Cy4yaCHHUX iH-
dopMaliiHUX Ta KOMII IOTEpHO-1IHTErpO-
BAaHUX TEXHOJIOTH crpusie O0COOUCTICHIN
Opl€HTAIll] MEJaroriyHoro IMpoiecy, MiJBu-
[ICHHIO Mi3HABAJILHOT aKTHBHOCTI IIOJUHU
Ta MOKpallye eQpeKTUBHICTh YIPaBIIHHS Ha-
BYAIIBHOIO JISUTBHICTIO.

[Tomanpioro po3BUTKY HaOY/H TOJIO-
JKEHHS 11010 1HIIIOMOBHOI OCBITH JOPOCIUX Y
KOHTEKCTI KOMIT FOTEpHOI JUJAKTUKU K 1HHO-
BAIliiHOI HABYATIBHOI CHCTEMH, B SIKil peai-
3YIOTbCSl TEOPETHYHI MiJIXO/U 1 IPAaKTHYHI J10-
CSITHEHHSI TaKoi MDKIUCHUMIUTIHAPHOT Tamy3i
3HaHHS, K ITYy4HUH 1HTENneKT. [ligkpecneHo,
10 PO3BUTOK i€l MITYYHOTO IHTENEKTY CIH-
paeThcs Ha HOro TICHI B3a€EMO3B’SI3KHM 3 Hay-
KaMH, SIKi BHBYAIOTH SIBUINA IMi3HAHHS, PO3Y-
MIHHSI, IPUIHATTS PIIIEHb JIOJUHOI0, TOOTO 3
MICUXOJIOTI€EI0, JIOTIKOIO, TIHIBICTHKOIO.

31iicHeHO MOpIBHSUIBHUM aHami3 M
HABEJICHO EMITIPUYHI JIaH1 OMUTYBAHHS CTOCO-
BHO TPIOPUTETHOCTI BUKOPUCTAHHS MOOLTh-
HUX MPUCTPOIB, AOAATKIB Ta HIU(PPOBUX MPHU-
JaAiB y Tpolleci HaBYaHHS 1HO3EMHHX MOB,
IO € JIeTAIbHUM aHai30M U peaqbHUM CBi-
TYCHHSIM  YHIBEPCUTETCHKOT BHKIJIQIalbKOT
MPAKTUKU.




Knrwouosi cnosa: ocsita mopocnux,
IHTEpaKTHUBHE CEpPEeJOBHINE, MOJETi, Mpo-
rpama, TeXHOJIOT11.

Cypa H. A. UHosizbiuHOe 00pa3o-
BaHHE B3POCJbIX: HHTEPAKTHBHAsI cpeaa,
MoO/1eJIN, MPAKTHKA

B crarbe mnomaHa XxapaKTepUCTHKA
MHOSI3bIYHOM 00pa3oBaTeiabHOW cpeabl Ha
0a3e MHHOBALIMOHHBIX TEXHOJIOTUH, KOTOpBIE
MOJIEPHU3UPYIOT COJEPKAHUE MHOSI3bIYHOTO
00pa30BaHMs B3POCIBIX U B OCHOBY KOTO-
PBIX IOJIOKEHBI LIEJIOCTHBIE MOJIENTU OpraHU-
3alMu y4yeOHOro mpoliecca, OCHOBAHHBIE Ha
JUAIEKTUYECKOM €JUHCTBE METOJ0JIOTUU
o0y4eHHMsI MHOCTpPaHHBIM s3bIKaM. llpen-
CTaBJICHbI NMPOTPaMMHbBIE MOJEIU HWHOS3bIYU-
HOro 00pa30BaHUsl B3POCIBIX, KOTOpPbIE PU
ONpEENIEHHbIX  OOCTOSITEIbCTBAX  MOTYT
ObITh peanu30oBaHbl Ha 0a3e YHUBEPCUTET-
CKUX TMOJpa3AeiieHUul. YCTAHOBIIEHO, 4YTO
o0y4yeHHe HMHOCTPAHHBIM SI3bIKAM C IOMO-
IIbI0 MOOUJIBHBIX YCTPOMCTB M MPUIIOKEHUH,
COBPEMEHHBIX MH()OPMAIIMOHHBIX U KOMIIb-
IOTEPHBIX TEXHOJOTHH CIIOCOOCTBYET JIMY-
HOCTHOH OpHUEHTALMH IeJaroOruyecKoro mpo-

1ecca, MOBBIIICHUIO I103HABaTEIbHOM aK-
TUBHOCTH U yday4maeT 3(QQPeKTHBHOCTD
ylpaBJIeHUs] y4eOHON AeATENbHOCTBIO.

JanbHeliee pa3BUTHs NOJIyYWIU TEO-
peTHYECKHe IOJI0KEHUs] MHOSI3BIYHOTO 00pa-
30BaHUsI B3POCIIBIX B KOHTEKCTE KOMIIBIOTEP-
HOM JTM/IAKTUKH KaK MHHOBAIIMOHHOW Y4eOHOM
CHCTEMBI, B KOTOPOM pEan3ylOTCsl TEOpUsl U
MPaKTHKa TaKOW MEXIUCUUIUIMHAPHON OTpac-
JM 3HAaHUM KaK HCKYCCTBEHHBI HWHTEIUIEKT.
[TomuepkHyTO, 4TO pa3BUTHE UJIEH UCKYCCTBEH-
HOT'O MHTEJUIEKTa IIPOUCXOAUT B TECHOW B3au-
MOCBSI3U C HAyKaMH, KOTOpbIE H3y4aroT MPOLIeCcC
NIO3HAHMs1, TIOHUMAaHWs], IPUHSTHS PELLEHUH, T.€.
C TICUXOJIOTHEH, JIOTHKOM, JIMHT BUCTUKOM.

[IpoBeneH cpaBHUTENBHBIN aHAIU3 M-
MUPUYECKUX JAHHBIX MPUOPUTETHOCTU UC-
HOJIb30BaHUS MOOWJIBHBIX, LU(POBBIX YCT-
POMCTB U MPUJIOKEHHUM B mporecce 00yueHus
MHOCTPAHHBIM SI3bIKaM, YTO SBJISIETCS JE€Tallb-
HBbIM aHAJIM30M M PEAIbHBIM IMOJITBEPIKICHU-
€M YHHMBEPCUTETCKOW IPEroAaBaTeIbCKON
HPaKTHKH.

Knrouesvie o0pazoBaHue

B3pOCJIbIX, UHTEPAKTUBHAS Cepenia, MOJENH,
IporpaMma, TEXHOJIOTUH.

cnoea.
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