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Maslieva E. Progress testing model of junior schoolchildren educational achieve-
ments in English

This article deals with model formation stages: creation, research, received data 
extrapolation and experimental testing.

Primary school education is fulfilled according to foreign language state program 
thematic principles and it has a cyclic character. All foreign language communicative
competence components are formed within one cycle. Each cycle consists of micro cycles, 
which are embraced by mutual language and speech material. During the academic year at 
least seven cycles are recommended to realize as progress testing after each theme learning. 
At the same time previous research showed that complex scenario game is an optimal form of 
progress testing. Mentioned above game is considered by us to be a series of drills, embraced 
by one scenario.

In the article particular attention is paid to the problem of scenario game content and 
structure. The question of text authenticity is also raised in the article, because while 
choosing texts for tests both command of language and social/cultural knowledge of students 
should be taken into consideration that is why the texts for young learners’ progress testing 
may not be authentic.

The content and quantity of drills, included in the complex scenario game for progress 
testing, depends on the theme, but, nevertheless, the game structure may be the same: speech 
drills, that involve students into the game, for testing of reading comprehension level, 
listening comprehension level testing drills, use –of – language drills (lexical or grammar 
notions) and at the end of the game there should be drills for testing speaking competence 
level. Competence level in writing can be tested implicitly, but if it is the purpose of testing 
there should be some drills aimed to check the students’ competence in writing. The article 
also deals with timing for each drill.

The author makes detailed calculations of timing of each model component. Thus, for 
worming-up and class organization it is decided to assign 5 minutes of academic lesson time. 
Further, drills for reading competence level testing are calculated to take about 1,5 minutes 
and approximately 2,2 minutes for drills aimed to check the depth and correctness of 
competence level in reading. These drills help primary students to realize the progress testing 
game scenario. Then, it is logical to do drills for listening comprehension level testing. The 
drill fulfillment takes approximately 3 minutes. It is calculated that for language – in – use 
testing drills it can be assigned about 9 minutes. The rest of all academic time is assigned to 
level competence progress testing in different types of speaking – 21 minutes. Speaking is the 
most time-taking kind of activity, so the scenario game gives time to realize it. It was also 
calculated that drill instruction reading takes about 4 minutes. So, it amounts 45 minutes 
integrally.

Moreover, different types of assessment scales are analyzed in the article. We consider 
standard criterion scale (for language competence testing), analytical scale (for speech 
competence testing) and descriptive scale as informal estimation.

Mentioned above features of progress testing scenario game can be put in the scenario 
development, and the model can be further development ground.

Furthermore, the article materials can be used as a basis for the research in the sphere 
of progress testing in primary school, each teacher can adopt the model content for their 
class level and students’ interests.

Key words: progress testing model, complex scenario game, game drill, junior 
schoolchildren educational achievements, assessment scales, level of reading/listening 
comprehension testing.
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