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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
st

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 

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 

rhythms 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, �. 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 



  ������ �� ��	�
�
��
� 
���� � 3 (175), 2020   54

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 

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; �ukharenko, 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-
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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): 

• Adjunct Model (English classes 

are taught by teachers); 

• Parallel Model (courses conduct-

ing the integration of the ele-

ments of each other); 

• Fusion Model (students partici-

pate language level A1/A2); 

• 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 

1. Audio 
2, 5, 1, 1, 4, 2, 1, 3, 3, 3, 4, 3, 1, 1, 1, 

3, 2, 5, 1, 6, 4, 3, 1, 1, 6, 2, 2, 5, 2, 3 

2. Digital cameras 
4, 6, 2, 3, 5, 6, 2, 4, 5, 5, 6, 4, 6, 4, 6, 

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, 

6, 6, 5, 3, 2, 5, 4, 4, 2, 2, 2, 1, 2, 2, 1 

4. Office tools and equipments 
6, 4, 3, 6, 2, 3, 4, 2, 2, 2, 1, 5, 3, 2, 3, 

5, 4, 4, 2, 2, 2, 2, 3, 3, 1, 3, 2, 2, 5, 6 

5. Mobile Internet on laptop, Mac, PC 
5, 2, 4, 5, 3, 1, 6, 1, 4, 6, 2, 6, 4, 3, 4, 

1, 2, 1, 1, 1, 4, 4, 3, 5, 3, 4, 4, 4, 3, 1 

6. Social Networking Web-Sites 
1, 1, 5, 4, 6, 4, 3, 5, 1, 4, 5, 1, 5, 5, 1, 

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 

i-m evaluation as if it is an expert (or a 

student) of the j-system through ije . 

Magnitudes ije take priority values, and in 

the case the magnitudes ije take integer 

values from the set {{{{ }}}}6 ,5 ,4 ,3 ,2 ,1====M . 



                                              ������ �� ��	�
�
��
� 
���� � 3 (175), 2020     57

The results of expert survey can be 

represented by a matrix: 

where 30=n , 6=m .  

The matrix, containing expert answers, is 

represented below the paragraph in Table 2. 

Table 2 

Values of ije

             j 

   i 
� 1 � 2 M 3 � 4 � 5 � 6 

1 2� 4 6 5 1 3 

2 5� 6 4 2 1 3 

3 1� 2 3 4 5 6 

4 1� 3 6 5 4 2 

5 4� 5 2 3 6 1 

6 2� 6 3 1 4 5 

7 1� 2 4 6 3 5 

8 3� 4 2 1 5 6 

9 3� 5 2 4 1 6 

10 3� 5 2 6 4 1 

11 4� 6 1 2 5 3 

12 3� 4 5 6 1 2 

13 1� 6 3 4 5 2 

14 1� 4 2 3 5 6 

15 1� 6 3 4 1 2 

16 3� 6 5 1 1 6 

17 2� 5 4 2 1 6 

18 5� 5 4 1 1 5 

19 1� 6 2 1 2 3 

20 6� 6 2 1 3 2 

21 4� 4 2 4 3 5 

22 3� 3 2 4 2 4 

23 1� 3 3 3 1 4 

24 1� 2 3 5 2 2 

25 6� 6 1 3 4 2 

26 2� 4 3 4 5 2 

27 2� 4 2 4 6 1 

28 5� 2 2 4 1 2 

29 2� 6 5 3 1 2 

30 3� 5 6 1 2 1 

Total 81 135 94 97 86 100 

Average 2,7 4,5 3,13 3,23 2,87 3,33 

Standard 

Deviation 
1,58 1,41 1,46 1,63 1,80 1,81 
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For each j -column we can count sum of 

points: 

where 30=n . 

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 jσ 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 j

kp  the fre-

quency of occurrence of the preference 

number k for j -Device in j -M column. 

    

where j

kq is the quantity of occurrence of the 

preference number k for j -Device in j -M 

column. It is presented in Table 3. 

Table 3 

Values of 
j

kq , calculated according to Table 2 

             j                 

k 
1 2 3 4 5 6 

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 

characteristics of expert data, such as 

median. The data has been revealed in 

Table 4. 

�able 4 

Values of
j

kp , calculated according to Table 3 

          j 

k 
1 2 3 4 5 6 

1 0,3 0,2 0,233333333 0,1 0,1 
0,06666666

7 

2 0 0,133333333 0,1 0,233333333 0,2 
0,33333333

3 

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 
0,06666666

7 

6 0,133333333 0,333333333 0,133333333 0,066666667 
0,1333333

33 
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. 
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*** 

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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