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Ha ocHoBI aHaumi3y # y3araapbHEHHS (paxOBOT0 HAYKOBOTO JTUCKYPCY 3’ SICOBAHO, IO
s ocBiTHROI cuctemu CHIA xapakTepHMMHM € Takl TEHIEHIlI pPO3BUTKY SK:
JeIeHTpati3allis, >KOpCTKa MiI3BITHICTh 3aKJIa/11B CEPEIHbOI OCBITH, MATPUMKA yPSIOM
npodecii BUNTENS, 3aIIPOBADKEHHS CUCTEMHU CTaHIAPTH30BAHUX HAIIOHATLHUX TECTIB,
pPO3pOOJIEHHST OCBITHIX IPOrpaM Ha piBHI MITATIB, JOTPUMAHHS MPUHIMIIB PIBHOCTI Ta
THYYKOCTI B 37100yTTi OCBITH, ()OPMYBaHHS KIIFOUOBUX HABHYOK ISl KUTTA Ta iH. [2].

JloBezeHo, o mudporizaitis mkiieHOT ocBiTh (digitization of school education) e
€BOJTIOIIMHOIO TEHJICHITIEI0 B PO3BUTKY OCBITHBOI cuctemu CIIA.

VY mpotieci JOCHiIKEHHSI BCTAaHOBIIEHO, 10 IIU(PPOBI3aIlis B OCBITI — 1€ CTBOPECHHS
U(POBOTr0 OCBITHBOTO KOHTEHTY. SIK CHHOHIMH JIO TIOHSTTS «UU(pOBI3aIlis»
BXKMBAIOTHCS JIEKCEMHU «IIH(PpOoBa TpaHcHopMallish, «oluppyBaHHs», «IU(PPOBa OCBITAY.

[IpoananizoBaHo, 110 CTPIMKE PO3MOBCIOKEHHS IU(PPOBUX TEXHOJIOTIH POOUTH
u(GpOBY KOMIETEHTHICTh KIFOUOBOIO ISl KOKHOI cydacHoi Jtoaunu. [udposizaris €
TOJJOBHUM TPEHJOM Ha CBITOBOMY pHUHKY mpami. ToOTO, yMIHHS NpaltoBaTu 3
UM(PPOBUMHU TEXHOJIOTISIMU TOCTYIOBO CTa€ HOPMOIO Ta HEOOXITHICTIO JJIA BCIX, a
0COOJMBO JIJIs1 HAYKOBO-TIEIaroryHUX MPalliBHUKIB Ta BUUTEIIIB.

HocnimkeHo, mo akryamizamis nu@posizaiii K TEHACHII PO3BUTKY B OCBITI
cnoctepiraetecsi He numie y CIIA, a it y Bcbomy cBiTi came y 2020 pori — mifg yac
cBiToBOi maHzmeMii kopoHaBipycy COVID-19, komm cycmiabCTBO iCHYe B yMOBax
3aKPUTOTO0 KapaHTHUHHOTO pexuMy. PazoM 13 THM, MOTOYHA CHUTYyaIlid 3 MaHAEMIEI0
CIpHsIa PO3BUTKY BIPTyaJIbHUX ayJIUTOPIN SK BaXJIMBOTO IHCTPYMEHTY €JIEKTPOHHOTO
HaBuaHHs (€-learning) Ta po3BUTKY IIU(PPOBOT OCBITH 3arajioM.

OxapakTepu30BaHO BIPTyaJIbHy ayAUTOPII0 Ta JTUCTAHIIHHE HaBYaHHS SIK
aNIbTEPHATUBHI 1HCTPYMEHTH HABYaHHS, [0 HAOYBAaIOTh MOMYJISIPHOCTI Ha BCIX PIBHSX
mkiasHOT ocBiTH y CIIIA. 3’sicoBano, mo enekrponHe HaB4YaHHS a0 2023 p. 3pocTe Ha
16 % mopiBHSAHO 3 BUKOPHUCTAHHSM €JIEKTPOHHUX OCBITHIX matdopm porenep [4].

OOrpyHTOBAaHO YMHHMKH, $IKI 3YMOBIIOIOTH SIKICHUM PO3BUTOK 1HHOBAI[IHHO-
u(ppoBOi OCBITU. 30KpeMa OHOBJIEHHS OCBITHIX MporpaM y Hanpsimi ix mudposizatii. Le
noTpeOye 3aCTOCYBaHHS Cy4aCHUX OCBITHIX TEXHOJIOTTYHUX IHCTPYMEHTIB, 1110 CIIPUSIIOTH
Bi3yalli3allli HABYaHHS: IHTEPaKTUBHUM 1HTEpPEiic, MyTbTUMEIIMHUI KOHTEHT, OHJIaliH-
KypCH, OHJIAH-1cIUTH, TUGPOB1 (ETEKTPOHHI) MIAPYYHUKH, IHTEPAKTUBHI MPE3CHTAlll],
€JIEKTPOHHI KOHCHEKTH Tomo. PosrmsHyro, mo B CIIA HalinonmyaspHIIIMMU
mwiarpopMaMK Ta cepBicaMH ISl SJIEKTPOHHOrO HaByaHHs € Taki: LinkedIn Learning,
Pluralsight, Coursera, Skillsoft, uQualio, Mind Tools, Cornerstone, OpenSesame, Grovo,
Udacity [3].

VY3aranpHeHo, 1o 1U¢POBI TEXHOJOTIi B OCBITI — II€ HE JIMIIE 1HCTPYMEHT, a i
CepeIOBHILE ICHYBaHHSI, 1110 BIJKPUBAE HOBI MOXIIUBOCTI, SIK: HABUAHHS B 3py4YHUN yac,
MO>KJIUBICTh MPOEKTYBaHHS 1HIMBITYyaTbHUX OCBITHIX MaplIpyTiB, Oe3nepepBHa OCBITa



touo. L{udporizaiis Bxke 3MiHKTIA TPAAUILIIIHY CUCTEMY OCBITH B HarpsiMi (hopMyBaHHS
il HOBOI SIKOCTI, III0 XapaKTEePU3YEThCS 30UIBIICHHSM KUIBKOCTI BIPTyaJIbHUX OCBITHIX
iatdopm, Ha 0a3i IKUX BiIOYBAa€ThCS €ICKTPOHHE (IUCTaHIIIiHEe) HaB4aHHs [1].

KoncTaroBaHo, 1m0 OCHOBHHM pecypcoM MH(pPOBOi OcBiTH € omudpoBaHa
iHpopmanisa. OuudpyBaHHsa — «iie 1HTerpamis UM(QPOBUX TEXHOJOTIN y MOBCIKICHHE
KUTTS IUIIXOM ounudpyBaHHS BCbOro, IO MoxkHa orudpysatu» [3]. Ludposi
010;Ti0TeKH Ta UPPOB1 peCypcr 3HAYHO PO3MIUPIOIOTH MOXKIIMBOCTI 3700yBayiB OCBITH.

Y CHIA cdopmoBano Tom-6 TenaeHuid mudpoBoi Tpancdopmarilii B OCBITI:
1) po3mmpeHa peanbHICTh / BipTyalbHa pealibHICTh / 3MilIaHa peanpHicTh (Augmented
Reality / Virtual Reality / Mixed Reality); 2) ramxern misa mxomu (Classroom Set of
Devices); 3) onoBienuii mpoctip 11 HaBuaHHsS (Redesigned Learning Spaces);
4) mryuawii  iHTenekT (Artificial Intelligence); 5) iHmuBimyamizamiss HaBYaHHS
(Personalized Learning); 6) reiimidikanis nasuanns (Gamification)? [5].

3po6JieHO BUCHOBOK, IO IU(MpOBI3allisl CIpUi€ YNPOBAHKCHHIO 1HHOBAIlN B
OCBITHI TpOIEC, PO3BUTKY BIPTyaJbHOI OCBITHBOI MOOLIBHOCTI Ta (HOPMYBAHHIO
HOBITHBOTO HAmNpsSMy OCBITH — «IHAYCTpis eJEeKTpOHHOro HaB4aHHs» (e-learning
industry).

Kuro4uoBi cioBa: BipTyalibHa ayJIuTOpisi; OCBITHI TEHJEHIT; 1udpoBa OCBITa;
1uppoBa KOMIETEHTHICTh; U(poBI3aILis.
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! Teiimidikanis (Gamification) — moenaHHs rpu Ta HaBYAHHS; BAKOPMCTAHHS IPH K OCBITHBOTO
IHCTPYMEHTY Ta 5K CIOCo0Y COoMiaabHOI B3a€MO/IT 3 OHOIITKaMu [5].
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