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TEMMI®IKALISA: 10 AHAJI3Y CEMAHTUKU IMOHATTSA

V cepemuni 2000-x pp. y CIIA 3’sBuBCs Takuil TpeH[ sk reiMidikaris. Aje ocoONIBOIO aKTyaliTeTy
reiimicikariis HaOyna B 2010 p., kosu irpoBi enemeHTH Oy iHTErpoBaHi B OCBITHIN npouec. Huni 3pocTtatroua
MOMYJIAPHICTH refiMicikaliii B OCBiTI MOB’s13aHa 3 YCBIIOMIICHHSIM il MOTEHI{aly Y CTUMYJIFOBAaHHI MOTHBALLIT /10
HABYaHHsI, TIO3UTUBHOIO BIUIMBY Ha 3MiHY MOBEIIHKH, (pOpMyBaHHs JIPY>KHbOI KOHKYpPEHLIl Ta criBmpari B
PI3HHX KOHTEKCTaX, TAKUX SK PO3BUTOK KOMYHIKATHBHOI KOMIIETCHTHOCTI, YMIiHHS IpaIfOBaTH B KOJICKTHBI,
(hopmyBaHHSI COLIATBHOI JOSITBHOCTI TOIIO.

Xoua reiimicdikariisi B OCBiTi Bce OLbliie HAOyBa€ MOMYJISIPHOCTI, OIS 3apYODKHUX MyOIiKaIliil 3aCBiTaye
HEZOCTATHICTh PO3POOJICHNX METOIMK 13 YIPOBAa/PKEHHS L€l OCBITHBOI TEXHOJIOTI, 0OMaJlb MPAaKTUYHUX
PpeKoMeH allil K refimMi(ikyBaTH OCBITHIO AISUTBHICT BIAIIOBIIHO J10 CIICHU(IKK OCBITHHOrO KOHTEHTY. Takuit
miaxig BimoOpakeHo B HaykoBux myoOmikamisx X. [iuesa (C. Dichev), B.Isopdaepa (V. Dorfler),
JI. Mopnanosoi (L. Yordanova), Jbxo Jbk.JIi (JoeyJ. Lee), Jhx. MakGpaiin (J. Macbryde) A. Cnamemwtica
(A. Spanellis), 1. Xammepa (J. Hammer) Ta iH.

B ykpainchkiit ciucteMi ocBiTH reiiMigikariis 1ie He HaOyia ro0aabHOro BIPOBADKEHHS, a IepeOyBae Ha
eTarni TEOPEeTHYHOTO OCMUCJIEHHS Ta OOTOBOPEHHs IENArOridHOI0 CHiMBHOTOIO! SK iHHOBAIIMHA OCBiTHS
TEXHOJIOTs JU1st po3BUTKY softskills («v’sIkix» a00 «THYUYKHX» HABUYOK).

Ile 00yMOBHIIO METy HAIIOro JIOCHIJPKEHHS — IIpOaHali3yBaTH CEMAHTUKY NOHATTS «reiMmidikariis» Ha
OCHOBI 3apYOIKHUX MTyOITiKaIliif.

Ichye Oarato pi3HuX TpakTyBaHb reiMidikargi. [IpomiroM TpUBATOro Yacy BHHHKATA JCKYCIL, IO
CYNPOBOKYBAIUCS TIEBHUMH PO3ODKHOCTAMHU B Horo TiymaderHi. Tax, y 2011 p. Hix Ilewwmnnr (N. Pelling) ormcas
refiMiikariito sk nporec 3MiHH iHTepdeicy, o0 3poOHTH eNEKTPOHHI TPAH3AKLIi OUIBII BECEIMMH Ta CXOXKHMH Ha
py[5]. I'. Uixepmaromi K. Karsirremom (G. Zicherman & C. Cunningham) tie BizHaueHHs Gy10 PO3MIHPEHE 3 AKLICHTOM
Ha BUKOPHCTAHHSI €JIEMEHTIB TPH B HEIrPOBOMY CEPEIOBHILI /IS TIOKPAILICHHST B3AEMO/IIT Ta JIOCBITy KOpUCTYBaYiB [8].

V¥ 2012 p. K. Bepbax (K. Werbach) tpakrysaB reiiMicikariiro sik BUKOPHCTAaHHS irpOBHX CJIEMEHTIB Ta
irpOBUX METOMK Y HEIrPOBOMY KOHTEKCTI [7].

VY upomy x pori K. Karm (K. Kapp) my6ikye cBoe HOCTIHKEHHS, B SIKOMY [1a€ OUTBII PO3TOPHYTE BH3HAUCHHS
reimigikarii. Ha #foro mymKy, 11 BUKOPUCTaHHS MPUHLIMIIIB irpOBOi METOJIMKH, €CTETUKHU 1 MUCIIEHHS 3 METOI0
3aTydeHHs1 Cy0’ €KTIB OCBITH JI0 HABYAILHOTO IPOLIECY, IMi/IBUILEHHS MOTUBALLIT, aKTHBI3aLil HABYaHH [4].

V 2014 p., ¢axisusmu xoproparii aprhep (Gartner Inc.)> Gyino 3ampoMOHOBAHO TaKe BH3HAYEHHS:
«reiMiQikariis — 11e BAKOPUCTAHHS IrpOBOI TEXHOJIOTI] Y IIOEIHAHHI 3 HAOYTUM TpaJULIHAM JOCBIIOM i3 METOO

1 3a ininiatusoro TpeHiHroBoi KommaHii «Axamemis pu», BTy eKOHOMIKH Ta YHPaBJIiHHS 3aradbHOI0 CEPETHBOIO
ocsitoro Tacruryry nemaroriku HATIH Ykpainu, Bigninenss 3aranpHoi nemaroriku ta dimocodii ocitu HATIH Yipainu,
Acoriarii KepiBHUKIB KL YKpaiHu, moprany mpodecionaniB po3sutky ocobrucrocti WEBSMART, MixkHapoHoi acormiarrii
irpoTexHikiB reiimidikarii Ta irporpaktukiB 13 kBitHs 2020 p. BigOyBcsi BCeyKpalHChKUiT BeOIHAP ISl KEPIBHUKIB 3aKIIafliB
ocBiTH Ha TeMy «I eilimicikallisi OCBITHBOIO MPOIIECY B IIKOJNI — HEOOXiMHA CKIAI0BAa PE3YJIbTATHBHOIO MCTAHI[IHHOTO
HABYAHHSD. YYaCHHUKH 3aX0y OOTOBOPIOBAIN MOXIHBOCTI, SIKi HAAIOTh IPHUKIA/HI TpaHchopMartiiiHi irpu ta reiiMidikartis
OCBITHBOT'O IIPOLIECY B LIKOJIi, 30KpeMa: peatizartist 3acaj Ta 3aBranb HY1II, 3pocTaHHs piBHS HABYATIBHHX JOCSTHEHb 37100yBadiB
OCBITH, aJIanTaIlii Ta TICUXOJIONYHOr0 KOM(MOPTY YUHIB, OCOOIMBOCTI 3aCTOCYBAHHS TEXHOJIOTIH reiMidikarlii y moyaTkoBiit
LIKOJI, CIIPSIMOBAHICTB 1l BUKOPHCTaHHS JUTS MiUTITKIB, 3aCTOCYBaHHs TeliMidiKallii Ha piBHI BCHOTO 3aKJIagy OCBITH 3 METOIO
(hopMyBaHHS1 METaKOMIIETEHTHOCTEH, a TaKOX IPO 0cOOJIMBOCTI reiMidikarlii B OCBITHROMY IPOIIEC B PeXKHMI UCTaHIIHOrO
HaBYaHH i1 OTpUMaM TIPaKTHYHI NIPHKIIaH refiMidikartii OCBITHROTO IpoIiecy B KO Ha MPUKIA/ax JeTaTbHOr0 KOMEHTapst
JI0 HaBYITBHKX irop «PiHarcoBa crparerisy, «CoriansHuii g, «Classcrafty. URL: http://naps.gov.ua/ua/press/releases/1849/.

2 Gartner, Inc. — npoBiHA CBITOBA OCIIIHUIIBKA i KOHCAITHHIOBA KOMIaHis y cdepi iHpopMartiiHix Texmosoriit. URL:
https://uk.wikipedia.org/wiki/Gartner.
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uQpoBi3alii HABYaHHS Yepe3 MOTHUBALLIO JIFOJICH JUlsl JOCSTHEHHS CBOIX wLijei» [6]. SIkio ue TiymadeHHs
HOHATTS PO3IIBIATH B OCBITHROMY KOHTEKCTI, TO BOHO CKEPOBY€ HAC IO OJHO3HAYHOI [U(pOBi3anil HaBYaHHS.
VYTiM MOXKHA BUKOPUCTOBYBaTH TeiMidikaiiito 6e3 udpoBHUX A0AATKIB, HAPUKJIA/, Yepe3 3aCTOCYBAHHS TaKHX
eNleMeHTIB TeiMi(iKallii SK MIKajia J0aTKOBUX OajiB, 3a0XO4EHHs, TaOiuis JifepiB Tomro. Taki enemMeHTH
MOTHBYIOTh YYHIB JI0 aKTHBHOTO 3aJy4CHHS B HABUYAIBHHII MpOIEC i POOIATh CKJIaIHi 3aBJAHHS OUIbLI
TIPUEMHUMID, TIEPETBOPIOIOTH MOHOTOHHICTh Ha 3aXOILTIOIOUMI KBECT, a TAKOXK JIONOMAraroTh c(hopMyBaTH
JIIePCHKI SKOCTI Yepe3 3//0pOBY KOHKYPEHTHICTh. J{0BEICHO, 1110 BUKOPUCTAHHS IPU B HABYAJIBHOMY IPOLIEC
3YMOBJIFO€ OLNIbIIIE MO3UTHBHUX PE3YJIbTATIB, OCKUIBKK Y4YHI BUTPA4aOTh YMMAJIO Yacy Ha TBOPYY ITiIrOTOBKY
3aBJIaHb, a 3HAYMTH — IOKA3YIOTh Kparliiii pe3yisrar [3].

[Mizuime, y 2017 p. X. diues (C. Dichev) i [I. diuesa (D.Dicheva) okpecnmii moHATTEBE mose reimidikarii
TaK — «11e PO3BUBAOYMIT Mi/IX1/T [Is1 MiJBUILICHHS MOTHBALIIT Ta 3a)Ty4eHHsI YYHIB IIUISIXOM BKJIFOUCHHS €JICMEHTIB
irpoBoro Ju3aiiHy B OCBITHE cepeloBUIIe [2].

3ayBaxumo, 10 B 2022 p. y cBiTi HaOyBalOTh MOIMYJAPHOCTI TpH HampsiMu Teiimidikauii: refimidikanuis B
mdpoBux nomisix (Gamification in Digital Events); Brums reiimidikarii Ha noxoninasa-Z (Gamification Has a
Powerful Effect on Gen-Z); Binmanena miarpumka sik HoBa HopMa (Remote Onboarding is the «New Normal») [1].

BucHoBok. B yMoBax BilicCbKOBOrO BTOPTHEHHs BIHCBK poCiiicbkoi (emepariii Ha TEpPUTOPIIO BUIBHOI i
He3anexHoi YkpaiHu Oarato Jioei 3MylueHi Oyinu 3aJMTu CBOI JOMIBKH, a 37100yBaui OCBITH — NEepepBaTH
ocBiTHill npouec. | xoua 3apas, 1€ Lie € MOKIMBUM, MU MOCTYIIOBO HAMAraeMocsi MOBEPHYTHUCS 10 3BUYHOTO
PEeXRUMY KUTTSI, 0 HABYAHHSI OHJIAKH, BilfHa 6€3CYMHIBHO MO3HAYKMTHCS HA BCIX ACMIEKTAX XKUTTS, OCOOIMBO — HA
MaiOyTHROMY OCBITH. TOMy JUII YHUKHEHHS «OCBITHBOIO PO3PHBY» HUHI OCBITSHAM BKINBO BHBYATU
MepeIoBhil 3apyODKHHI JOCBI MO0 IHHOBALIHHUX MiAXOMiB, OPM 1 METOMIB, TEXHOJOTI HaBYaHHs. |
refimiikailis € OfHUM i3 aKTyalbHHX TPEHAIB B OCBITi. [lepCreKTHBM MOAANBIIMX PO3BIIOK BOAYaEMO B
KOMIUIEKCHOMY TEOPETHYHOMY JOCIIKEHHI refiMiikallii sk iHHOBaLiHOT OCBITHBOI TEXHOJIOT1i, pO3po0IIeHHI
MPAKTHYHMX T10paJ] i3 YIIPOBaLKEHHS eJIEMEeHTIB refimidikallii B 0CBITHHOMY MpoLEci YKpaiHu B TOCTBOEHHUIH
Iepiofl 3 ypaxyBaHHSIM KPAIOro 3apyOiKHOTO JOCBIY.
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