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Such an understanding of the work of the primary school teacher with gifted pupils is
stipulated by the author’s definition of giftedness as the systemic quality of the psyche, which
permits to achieve the highest results in one or another type of activity, develops throughout
life and determined by the complex of cognitive (sensory processes, thinking, memory,
speech, attention), individual and psychological (inclinations, abilities, intelligence,
creativity), personal (motivation, affects, will), social (environment of education and training,
experience) and other characteristics and factors, not only as the highest level of
development of capacities.

The models of identification (“The principle of the turngate” of J. Renzulli, S. Rice,
L. Smith, the lllinois model, “Reservoir model” of J. Gaouen, the variant of the project
“RAPYHT” of M. Carne, “Model of the sequential decision-making strategy” of K. Heller, etc.)
and educational strategies (acceleration, deepening, enrichment, problem-making) of gifted
children have been characterized in the article. An overview of the approaches of scientists to
regularities and principles of teaching of gifted primary school pupils has been realized.
Requirements for the selection of content and organization of educational activity of gifted
primary school students have been determined.

It has been proved that teaching of gifted primary school pupils should be based on a
differentiated  approach  through qualitative reorganization (enrichment) and
problematization of the content of education using the technologies of personalized teaching
and problem, heuristic, search, research methods, since this will allow to take into account as
much as possible cognitive and personal peculiarities and needs of gifted children.

Key words: giftedness, gifted pupils, primary school teacher, pedagogical activity,
work with gifted pupils, diagnostic testing of giftedness, educational strategies.
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THE USE OF LEARNINGAPPS GAMIFICATION ACTIVITIES AS CONTROLLED
EXERCISES IN MOODLE E-COURSE

The article determines the concepts of “gamification” and “e-courses” in scientific
discourse. It also describes the main advantages of e-learning comparing with face-to-face
learning. How to create instructions of the following LearningApps interactive activities are
described. Examples of the activities from “Maritime English” e-course LMS MOODLE are
listed. Our research describes the experience of the use of platform LearningApps to create
gamification activities in professional training of future ship engineers as one of the
components of communicative competence formation. The work proves that the use of
LearningApps gamification activities helps teachers to create effective tasks which will
improve students’ engagement, knowledge and educational productivity, etc.
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Introduction. Nowadays the process of future seafarers training has
undergone significant changes in connection with digitalization process in
education. It is orientation towards e-learning technologies that leads to
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significant changes in its content and procedural components, determines
modernization of the traditional system of training, development and
implementation of a new methodological system for training of future
mariners (Tpodumosa, 2004, c. 21).

While using e-learning technologies student stops being passive user of
educational process because he receives the information as a result of his
work. Many modern platforms and plugins give teachers new opportunity — not
only to use ready electronic activities but also to create them with the help of
template (Pegoposa, 2007, c. 35).

The most interesting and productive templates are those which were
created with the help of gamification approach. One of the most popular
platforms to create such activities is LearningApps.

Analysis of relevant research. The analysis of research and publications
that deal with introduction of e-learning technologies into education process
showed that most of the scientists study them as tools used to improve
students’ engagement, knowledge retention, increase their motivation,
achievement, educational productivity, etc. (LUepman Ta Besbax, 2015, c. 15).
Modern scientists who considered the usage of e-courses in studying process
are A. M. Kaplan, M. Haenlein, L.Pappano, T.Lewin, D.Wiley, J. Cheverie,
D. F. Carr, P. Adamopoulos, L. P. Saettler, L. Yuan, S. Powell, B. Olivier, C. Parr,
S. Downes, D. Cormier, S. Kolowich, E. Booker and others (Akkoyunlu & Soylu,
2006; Horn & Staker, 2014; Graham, 2005; McCall, 2011; Moebs & Weibelzahl,
2006). One of the new educational approaches which are used in e-courses is
gamification. Modern scientists who dedicated their works to gamification
approach are K. Kapp, I.Shatz, W. H.-Y. Huang, S.Deterding, D. Dixon,
R. Khaled, L.Nacke, A.Lugmayr, J.Suhonen, H.Hlavacs, C.Montero,
E. Suutinen, C. Sedano and others (Purnima, 2002; Rosler & Wiirffel, 2010).

Aim of the study is to analyze the experience of the use of LearningApps
gamification activities as controlled exercises to study Maritime English on the
example of Maritime college of Kherson State Maritime Academy e-courses in
LMS MOODLE.

Research methods. In our research the following methods were used:

1) theoretical: terminological analysis — to determine the basic concepts
of the study “e-course”, “gamification”;

2) methodological: competency approach; systematic approach;
gamification approach.

Results. In scientific discourse e-course is determined as course of study
conducted via electronic media, especially via the Internet. Most of the
scientists agree that such courses have the following advantages comparing
with face-to-face courses: various resources in several varying formats can be
linked together; access updated content wherever and whenever users want;

279



[leparoriuni Hayku: Teopis, icTopis, iHHOBauilHi TexHoorii, 2019, Ne 1 (85)

time flexibility. Many surveys undertaken around e-courses usage have
concluded that users learn more efficiently.

One of the new methods used in e-courses is gamification. Ukrainian
Wikipedia says that gamification is the use of gaming practices and
mechanisms in a non-gaming context to attract end-users to solve different
problems. Otherwise Russian Wikipedia defines it as an application of
approaches typical of computer games in software tools for non-gaming
processes, a complex of motivational managerial techniques borrowed from
computer games and their creators (Rossett & Frazee, 2006).

In our research we will define gamification as an approach of usage game
mechanics in non-gaming activities like learning access. The benefits of
gamification are pleasure, motivation, margin for error, etc.

The platform to create gamification exercises using the templates is
LearningApps. This is Web 2.0 (or Participatory) application, to support learning
and teaching processes with small interactive modules. To use LearningApps
platform main instruction of website is to take your idea, pick a template, fill in
your context, save created application and share it. To share applications we
create SCORM package (a collection of files which are packaged according to an
agreed standard for learning objects) and import application in MOODLE e-course.

In our e-courses in order to teach English for specific purpose we use such
gamification approach exercises as Matching Pairs; Group assignment; Number
line; Simple order; Freetext input; Matching Pairs on Images; Multiple-Choice
Quiz; Cloze test; App Matrix; Audio/Video with notices; The Millionaire Game;
Group-Puzzle; Crossword; Word grid; Where is what?; Hangman; Horse race;
Pairing Game. To have such exercise on MOODLE e-course author must make an
instruction after choosing template, download maritime English content, create
Feedback and/or Help where possible, after finishing editing template author
must preview his activity, save in his account and export into needed e-course.

“Matching pairs” activity allows student to connect pairs together. The
pairs can be a mix of text, pictures, audio or video.

In order to create all the activities in LearningApps author must choose App
title he wants, write task description — it will be shown on start up or leave it
empty — nothing will be shown on start up. After writing his content author can
provide a feedback text which will be displayed when the solution is found. Some
hints how to solve the task can be provided. They can be viewed by the user via a
small icon in the upper left corner. Otherwise it can also be left empty.

In “Matching pairs” exercise minimum two pairs of elements must be
created. Up to three additional, but wrong elements can be added. They will be
displayed but won’t belong to the solution — that will make exercise more difficult.

The examples of tasks using this template in our “Maritime English” e-
course in LMS MOODLE are 1) Match the words with their
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pictures/definitions/synonyms/ antonyms; 2) Match the beginnings of the
sentences with their endings.
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Figure 1. “Matching pairs” activity on topic “Fire-fighting equipment”

In “Group assignment” application student must put the elements into
columns. Minimum two groups with two elements to group must be created by
the teacher. The elements can be text, image, audio or video. The images to be
background of the columns can also be chosen.

Engine or Deck department? 2016-11-2
@ il X . ‘
5‘«. Engine department Deck department
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Choose the department for every crewmember

Figure 2. “Group assignment” application on topic “Crew”
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Activity “Number line” is exercise where using the number line student
must put elements in correct order. The elements created by teacher can be
text, images, video or audio. Author must also specify the minimum and
maximum of the number line using whole numbers only. The elements must
also correspond to value (whole number) on the number line. The examples of
tasks using this template in our “Maritime English” e-course in LMS MOODLE
are 1) Group the words/word combinations; 2) Put the examples of maritime
cargo/ships/personal protective equipment/tools and instruments.
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Figure 3. “Number line” exercise with “Listen to the parts of text and put
the audios in correct order”

Activity “Simple order” is also used to put the elements in correct order,
but the elements are in form of cards. To create such application teacher must
provide the cards to be sorted and give an order that is the correct solution.
The elements can be text, images, video or audio. A teacher must also put the
names of two elements separately: where order starts from and finishes.
Author can also select in which way the elements are displayed: cards can be
free placed (order from upper left to lower right corner), placed vertical (order
top down) or placed horizontal (order left right).

The examples of tasks using this template in our “Maritime English” e-
course in LMS MOODLE are 1) Put the phrases of the dialogue in correct order;
2) Put the annexes of SOLAS/STCW convention in correct order; 3) Put the
paragraphs in correct order to make a text.

Freetext input activity allows students to type the answers using the
task(s). Task and space to type the answer are presented in form of a card.
A teacher must provide the card content and a valid solution for each of them.
An author can enter multiple correct solutions separated by; character. The
tasks in cards can be in form of text, picture, audio or video.

Examples of teacher’s tasks for Freetext input activity in our “Maritime
English” e-course in LMS MOODLE are 1) Complete the sentences; 2) Answer
the questions; 3) Make word combinations; 4) Write
synonyms/antonyms/correct forms of the words; 5) Write the word according
to its definition.
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Figure 4. Activity “Simple order” on topic “Maritime education”
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Figure 5. “Freetext input” activity on topic “Prepositions”

Matching Pairs on Images activity allows students to work with pictures.
The task is to put marks on background image. In order to create such activity
teachers need to enter the address of the background image or upload an
image. Teacher can create markers and annotate with different content. There
are six colors of markers which allows teacher to create six groups of elements.
If teacher uses different colors for markers he can choose to limit answer
options to there colors. For example one attribute can be with only red
markers and another with only blue markers.

Examples of teacher’s tasks for Freetext input activity in our “Maritime
English” e-course in LMS MOODLE are 1) Label the pictures; 2) Name the parts
of the picture.
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Figure 6. Activity “Matching Pairs” on topic “Life saving appliances”

Cloze test activity is very flexible because it allows students to fill in the gaps
choosing the word(s)/word combination(s) or write them in. in order to create this
activity teacher first of all needs to select type of the task he wants to create:
select word from the list or write it in. An author also can provide an optional
introduction text, image, audio or video before the cloze text. The cloze text itself
is provided by teacher in special space. Teacher can use -1-, -2- etc. as
placeholders for the clozes within the text. He can use the same placeholder
multiple times. Clozes are provided depending on task type one by one. The
examples of teacher’s tasks for Cloze test activity in our “Maritime English” e-
course in LMS MOODLE are 1) Complete the sentences/text; 2) Fill in the gaps.

1) Petrol {(UNLOAD) by our tanker yesterday.
2] Hundreds of new houses ' Task
Fill in the gaps using the right forms of the wverbs in

3) Our school exams the brackets. Lse Passive voice.

Ok
4) Our flats { :
5) Hockey (PLAYY in winter
B} The men (CATCH] three days after the robbery.
T [INVITE) to a concert last Sunday.

8) The most delicious cakes (BAKE]) by my aunt e

-

Figure 7. Activity “Cloze test” to study grammar (Passive Voice)

AppMatrix contains multiple choices of any type activities. It helps to unite
same activities of similar topic/module. To create AppMatrix an author needs to
provide multiple apps and add a title for everyone. He can also provide an image
or text as headline above the apps, select an image as background, provide
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feedback or hints for help. The examples of teacher’s tasks for AppMatrix in our
“Maritime English” e-course in LMS MOODLE are 1) Do the following tasks; 2) Play
the games of one topic/module; 3) Finish the quest.
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Figure 8. AppMatrix on topic “Medical first aid”

Audio/video with notices activity allows students to work with video or
audio content. After watching the video/listening to the audio student must do
the task which can be different. In order to create this activity a teacher first of
all needs to select type of main file: video or audio, after that he needs to
create questions or comments — they will be displayed during playback. First
task of the author is to provide a time (like 0:01) from the source audio/video
and then you to enter the text. The HTML for links or text formatting can also
be used. In addition, any other LearningApp for each comment can be
specified. The examples of teacher’s tasks for Audio/video with notices activity
in our “Maritime English” e-course in LMS MOODLE are 1) Watch the video and
do the tasks; 2) Listen to the audio and answer the questions.
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Watch later  Share
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Highlights
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Figure 9. Audio/video with notices activity on topic “International
conventions”
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The objective of “Maritime English” e-course in LMS MOODLE is to
develop the ability to communicate on professional topics with members of
multinational crews. To form the communicative competence such main
activities as e-Tests and oral competency check are developed. Other activities
of e-course which we used are gamified activities, forums, quests, chats, etc.

In order to import gamification activities into e-course teacher needs to
work in editing mode, add SCORM package, write its name and description,
download package file and save it. Extra options are activity’s appearance,
availability, grade, attempts, compatibility settings, common module settings,
restrict access, activity completion, tags and connected competencies from
competency framework.

Conclusions. It is proved that usage of gamification approach (an
approach of usage game mechanics in non-gaming activities like learning
access) in e-courses has many advantages: the activities are varied and flexible;
they motivate students to study; provide high level of engagement; helps to
practice real-life situations; effectiveness. Platform LearningApps proposes 18
templates to be used in e-courses with the help of SCORM package (e.g.
Matching Pairs; Group assignment; Number line; Simple order; Freetext input;
Matching Pairs on Images; Multiple-Choice Quiz; Cloze test; App Matrix; The
Millionaire Game; Group-Puzzle; Crossword; Word grid; Where is what?;
Hangman; Horse race; Pairing Game). Their advantages for teachers are easy to
use, available anytime and anywhere, big variety of examples which can also be
used. The advantages for students are 1) they experience “fun” during the
game and still learn if the level of engagement is high; 2) e-Learning is
interactive; 3) better learning experience. We conclude that the use of
gamification exercises in e-courses is productive.
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AHOTALUIA

lOp:keHKO AnboHa. BuKopuCTaHHA rermidikoBaHMx BnpasB LearningApps AK
KOHTPO/IbOBAHOro BUAY AiANbHOCTI.

Y cmammi su3Ha4eHi noHAmms «zelimigikauis» (Memoouka 3 BUKOPUCMAHHAM
i2poB80oi MexaHiKu 8 MAKuX Hei2posux 3ax00ax, AK HABYAHHA) Ma «esneKMpPOHHI Kypcu» (Kypcu
HOBYAHHA, WO MposoOAMbLCA 4Yepe3 esneKmMpPoHHi 3acobu, ocobnauso 4yepe3 IHmepHem) y
HayKkosoMy OUCKypci. Hawe 00cnidxeHHA MAaKOXC OnucCy€e OCHOBHI nepesaau eseKMpoHHO20
HABYAHHA 8 NOPIBHAHHI 3 MPaduuyitiHUM.

Mnamgpopma LearningApps onucaHa 3 OCHOBHUMU nepesazamu. Onucyromecs
crnocobu cmeopeHHA IHCMpyKuUili 3 HacmynHux iHmepakmueHuUx enpas LearningApps:
3Halimu napy; Knacugikauisa;, Yucnosa npama; lpocme ynopadKyeaHHA; BineHa mekcmosa
8i0nosidb; ppazmeHmu 306paxceHHA. HaseleHi iHwi 2elimichikoesaHi enpasu: BikmopuHa;
3anosHumu nponycku;, Konekuia enpas; Aydio/sideo KoHmeHm; [pa «fAk cmamu
minslioHepom?»; Ma3n; Kpoceopd; 3Halimu cnosa; [e ue?; LLlubeHuysa; Ckayku; lapoyKu.

Jo0aHo ckpiHwomu nepepaxosaHux OianbHocmel i3 eneKmpoHHO20 Kypcy Ha
naamgopmi MOODLE. OnucaHo nepesdau nepepaxos8aHux ernpae 014 e4yumesnie: 80HU
npocmi y eukopucmadHi, docmynHi 8 b6ydb-aKuli Yyac i 8 6yO0b-aKOMy Micui, iCHye senuxka
pPi3HOMAHIMHICMb NpUKAadis, AKI MAKOX MOXHA euKopucmosysamu. [lepesaeu 041
cmydeHmie8 MAaKOMXC MNepepaxos8aHi: 80HU 8i04y8aOMb «3A0080A€HHA» Mi0 4ac 2pu i
HOBYQHHA;,  e€/eKMPOHHE  HOBYAHHA €  [HMEPAaKmueHuUM;  ompumaHuli  0oceid
3anam’asmosyemeoca Kpawe. HageoeHi ma onucaHi npuknadu disnbHocmell 3 en1eKmpPoHHO20
Kypcy LMS MOODLE «Mopcbka aHeniticeka».
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Hawe OocnioxeHHA onucye 00cgi0 BUKOPUCMAHHA naamgopmu LearningApps 08
cmeopeHHA 2elimigpikauiliHoi dianeHocmi y npogbeciliHili nidzcomosyi malbymHix cyoOHo8uX
MEeXaHiKi8 K 0OUH i3 KOMMOHEHMIi8 (hOpMyBAHHA IXHLOI KOMYHIKGMUBHOI KOMIemeHmMHoCcM.

Lia poboma 0oso0ums, WO BUKOPUCMAHHA HOBIMHIX Memoodie HABYAHHA, 30Kpema
eelimigpikauiltiHux OdianbHocmel, wabaoHu ma npuknadu AKUX Micmumes naamgopma
LearningApps sAK enpas 6 enekmpoHHomy Kypci MOODLE «Mopceka aHenilicoka» 00nomazae
gyUMenNAM CMeop8aMuU YHIKanbHi ma egekmusHi 3a0800HHA, AKI MOKPAWAMb 3071y4EHHA
cmyodeHmig 00 HaBYAHHSA, O0MOMOMXCYMb MidsuWUMU iX MOMUBAUiIO, MPOOYKMUBHICMb MOoWw,0.

Knwwuosi cnoea: LearningApps, 2elimigikayia, LMS MOODLE, enekmpoHHuUl Kypc,
Mopcboka AHenilicbKa Mmosa, 3MiluaHe HaB8YAHHS.

PE3IOME

lOpkeHKo AnéHa. Mcnonb3oBaHMe reiMnULMPOBAHHBIX yNpaxHeHWU LearningApps
KaK BUA, A,eATENIbHOCTU KOHTPOAA.

B cmamoee onpedeneHbl noHAMuUA «2elMuguKkayusa» U «371eKMPOHHbIE KYpCbl» 8
Hay4yHOM OucKypce. OnucaHbl OCHOBHbIE MPEUMYyU,eCmB8a 37AEKMPOHHO20 0by4eHUA Mo
CPABHEHU C€ MPaduyuoHHbIM o0byyeHuem. [lnamgpopma LearningApps onucaHa ¢
OCHOBHbIMU  npeumywecmseamu.  Onucelearomca  cnocobsl  co030aHUA  UHCMpYKyul
UHMepaKkmueHoIx ynpaxHeHul LearningApps. OnucaHsl nNpeumyu,ecmea nepevucaeHHoix
ynpaxcHeHul. lMpusedeHHble U OnucaHol npumepsl desmesnibHocmel 8 3/1eKMPOHHOM Kypce
LMS MOODLE «Mopckoli aHenulickuli A3bik». Hawe uccnedosaHue onucbisaem orsim
ucrnons3zosaHuAa  naameopmel  LearningApps 0148  co30aHUA  2elMuuyuUpPOBAHHbIX
ynpaxHeHuli 8 npogeccuoHansbHoli nodzcomoske 6yOyu,ux CyOOMexaHUKO8 KAK OOUH U3
KOMMOHeHMo8 (hopMUpPOBAHUA UX KOMMYHUKAMUBHOU KomnemeHmHocmu.

Knroueewvlie cnoea: LearningApps, eelimugpukayusa, LMS MOODLE, sneKkmpoHHbIi
Kypc, Mopckol AHenulickuli A3bIK, cMewaHHoe oby4eHue.
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