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AHAJII3 TOCBIY BITPOBAIKEHHSI TEUMU®IKAILI B
OCBITHIH IPOILIEC
ANALYSIS OF THE EXPERIENCE OF INTRODUCING
GAMIFICATION INTO THE EDUCATIONAL PROCESS

Anomauin. Y cmammi 30ilCHeHO 021510 Ma AHANL3 BNPOBAONCEHHS I2POBUX MEXHON02Tl 8
oceimuil npoyec. byno ecmanoeneno, wo cucmemamuyne UKOPUCMAHHS i2POGUX MEXHON02IU 8
0C8IMHbOMY NpoYeci € OOHIEI 3 HAUOIIbUL eheKMUBHUX MA Pe3yTbMaAMUGHUX THpopmayiiHo-
KOMYHIKQYIUHUX MeXHON02lU 01 (BopMy8aHHs Npogeciinux KOMNemeHmHOCmel MatlOymuix
(axieyie. Ipynmosnuii ananiz 6 eanysi eetimugikayii oceimu 3aceiouye HeobXiOHicmb ix
3aCMOCY8aHHS 8 OCEIMHLOMY NPOYect GUULOL OCBIMU.

Y cmammi eusnaueno ponv euxnadaua, AKul € opeaHizamopom HAGYANbHOI OiANbHOCMI.
Hoeo dynKkyiamu € opeanizayis ceiumighikosano2o npoyecy HaA8UaHHs, AHANI3 OMPUMAHUX 3HAHD
cmyoenmamu, 8nu8 Ha po3eUMOK KoOMnemenmHocmeu y 3000y6adie oceimu. Bcmanosneno, wo
BUKOPUCMAHHSA 12POBUX MEXHOJI02TI 8 0C8IMHbOMY Npoyeci Ni0sUWye egheKmusHicms HAGUAHHS
3a605Ku Oinbwill KOHYeHmpayii 3000y8a4ie 0ceimMu HA 3MICMI HABYAHHS, PO3BUBAE KIHOUOBI
Gaxosei komnemenmuHocmi y cmyoenmis.

AKmyanvHicme memu 00CHI0MHCEHHA. Y 36°53KY 3 WBUOKUM PO3GUMKOM YUDPOBUX
MexHOoI02ill 3 a6unacy nompeba y 600CKOHANEHH] NPOYeCi8 ONAHYBAHHA HOBUX 3HAHb. OCKiNbKU
CyYacHe NOKONIHHA MOJI0OT 3aXONTIOEMbCA KOMN TOMEPHUMU iepamu, mo cetumughikayia 00360.15€
npugHecmu 00 0C8IMHLO20 NPOYECy eleMeHmMU HOBUZHU A 3AYIKABUMU YYHIE Ma cMyOeHmis.

Ilocmanoséxka npoonemu Busuenns xomn tomepuux HayKk Mmodice Oymu HAO36UHAUHO
CKIAOHUM MA YIKABUM 3AHAMMAM, d BUKOPUCMAHHSA 12POGUX MEXHONO02I 8 Npoyeci 8U8UeHHs
iHghopmamuxu € o00HuUM 3 Memooig, Wo O0ONosHIIOMb npoyec Haguauus. Momusayis ma
8neeHeHiCmb y co0I Y BUBUEHHI THGOpMamuKu 3a8xcou OYIU 8 YyeHmpi yeacu 6uKiaoa4ie ma
O00CNIOHUKIB, OCKIIbKU CYYACHE CYCRITbCMBO NOCMIUHO 3MIHIOEMbCA | PO3BUBAE HOBI MEXHON02TT

Ananiz ocmaunix oocnioxcens i nyonikayii. Teopemuyni ma npakmuini HANPaAyO8aAHHs

3ycmpiuaromocs y pobomax B. FO. buxos, . M. Anexceesa, H.B. Kpasuenxo, O. B. Anmonenxo,
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JI. B. I'opoamwk, H. I. Mauuncexa, M. bapbep, K. Bepoax, /]. Coman i B. Xcin-FOanw, /. Knapk,
E. Kopkopan, /. /[c. JIi, /I. Xammep, M. Jlackoscki, [owc. Makeonizcens, JIi [llenoon ma inwux. ¥
CB0IX pOOOMAX HAYKOBYT CMBEPONCYIOMb WO chepa 2etimugixayii oceimu € CKIaOHUM NPOYECoM,
AKULL e Mano OOCNIONCeHUull ma Mae GeluKkull nomeHyian OJisi 3aCMOCY8aHHs 8 HABUANbHIl
disttbHocmi. Y 00CniOdHceHHAX NpOoCIiOKOBYEMbCA, WO 2eumiixayis cmumyaroe inmepec 00
HABYAHHA, CHOHYKAE CMYOEHMi8 00 NPOOYKMUBHO20 CHIIKYBAHHA, 002080peHHA  CHINbHOL
npobnemu, 8i0CMOKBAHHS GIACHOI MOYKU 30pPY HA GUpIiulenHs miei yu iHwoi npobiemu nepeo
KOJle2amu.

Ilocmanoseka 3aedamusa. Mema O00CNiONCEHHA: NPOBEOCHHS AHANIZY OO0CHIONCEHb
BUKOPUCMAHHSA 2elMipiKayii 8 0C8IMHbOMY NPOYeECi.

Buknao ocnoenozo mamepiany. [Iposoosuu ananiz podim 6 2anysi cetimighikayii HagyanHs
MOJICHA CKA3amu, Wo 3acmoCy8aHHs Memoodis i2posizayii cCnpuse HAOIUNCEHHIO OCBIMHBLOCO
npoyecy 00 peanvHoi npakxmuynoi OisavHocmi. Taxuii nioxio 003601s€ cmyoeHmam Oinviu
ehekmueno 3aceorweamu mamepian ma niosuwyeamu ceoi Hasuuku. leposi mexunonoeii micHo
no8’s3aHi 3 camopeanizayiero 0cooucmocmi cmyoeHmia, 3SHa4HO NIOBUWYIOMb AKICMb HAGUAHHS
ma ix peanizayis y HABYAILHOMY NPOYECi € BANCIUBUM eLeMEHMOM PO3BUMKY daxoeux
Komnemenmuocmeti 3000ysaua. I py eapmo pozensoamu 0OHUM 3 8U0I8 IHMEPAKMUBHUX MeMOOi8
HABUAHHA, WO cepeo THUI020 MAE HA Memi peanizayilo NCUXoI02IYHUX npoyecie camopeanizayii
cmyodenma.Cmyodenmu nio uac nedazoeiyHoi epu 3atmaroms aKmusHy no3uyiio, CHOCmepicacmuscs
3pocmanns ix inmepecy 0o 06 ’ekma niznauns. Ilpu ypomy ponv euxkiaoaia mpancgopmyemocs,
8iH cmae opzauizamopom, aioepom npoyecy. /s 6npoeaodicenHs neoa2o2ivHux iHmepaKmueHux
i2op 6 0c8IMHIU NpoYec sUMazaromy 8i0 UKIA0A4a OYmMu KOMHEMEHMHUM U000 3aCMOCY8AHHS
8IONOBIOHUX MEXHONORIL.

Bucnoseku. Y cmammi posenanymo Hanpayro8aHHs GIMUUSHAHUX MA 3aPYOINCHUX
O00CTIOHUKIB U000 BNPOBAVICEHHS 12POBUX MEXHONO02I ) ocsimHili npoyec. [Iposedenuii ananiz
OCMAHHIX Q0CIOINHCEHD ) 2any3i eetlmugpikayii oceimu niomeepotCye 8aNCIUBICINb BNPOBAOIHCEHHS
ieposux 3acobie, 0036014€ iM hopmyeamu ancoOpumMIiYHUU CKAA0 MUCIEHHS Mad HABUYKU
npOSpPaMy8anHsl, po38usamu 8 cooi ¢haxosi KoMnemeHmHoOCHi.

Knrwouoei cnosa: yupposizayis, cetimugpirayis, iepose HABYAHHS, MOMUBAYISA, YUPpPOse
oceimue cepedosuuye, iHPoOPMAyitiHO-KOMYHIKAYINIHI MeXHON02ii, YUPPo8a KOMNemeHmHiCmb.

Abstract. The article reviews and analyzes the implementation of game technologies in the
educational process. It was established that the systematic use of game technologies in the
educational process is one of the most effective and effective information and communication

technologies for the formation of professional competencies of future specialists. A fundamental



analysis in the field of gamification of education proves the necessity of their application in the
educational process of higher education.

The article defines the role of the teacher, who is the organizer of educational activities.
Its functions are the organization of the gamified learning process, the analysis of the knowledge
gained by students, and the influence on the development of competencies among students. It has
been established that the use of game technologies in the educational process increases the
effectiveness of education due to greater concentration of education seekers on the content of
education, develops key professional competencies of students.

Urgency of the research. In connection with the rapid development of digital technologies,
there is a need to improve the processes of acquiring new knowledge. Since the modern generation
of young people is fond of computer games, gamification allows to bring elements of novelty to the
educational process and interest pupils and students.

Target setting. Studying computer science can be an extremely complex and interesting
activity, and the use of gaming technologies in the process of studying computer science is one of
the methods that complement the learning process. Motivation and self-confidence in the study of
computer science have always been the focus of attention of teachers and researchers, as modern
society is constantly changing and developing new technologies

Actual scientific researches and issues analysis. Theoretical and practical developments
can be found in the works of V.Yu. Bykov, H.M. Alekseeva, N.V. Kravchenko, O. V. Antonenko, L.
V. Horbatyuk, N. I. Machynska, M. Barber, K. Werbach, D. Soman and V. Hsin-Yuan, D. Clark,
E. Corcoran, D. J. Lee, D. Hammer, M. Laskowski, J. McGonigel, Lee Sheldon, and others. In
their works, scientists claim that the field of gamification of education is a complex process that
has not yet been researched and has great potential for application in educational activities.
Research shows that gamification stimulates interest in learning, encourages students to
communicate productively, discuss a common problem, and defend their own point of view on
solving this or that problem in front of colleagues.

The research objective. The purpose of the research: conducting an analysis of research
on the use of gamification in the educational process.

The statement of basic materials. Analyzing works in the field of gamification of
education, it can be said that the use of gamification methods helps bring the educational process
closer to real practical activity. This approach allows students to learn the material more
effectively and improve their skills. Game technologies are closely related to the self-realization
of students' personalities, significantly increase the quality of education, and their implementation
in the educational process is an important element in the development of the student's professional

competencies. The game should be considered one of the types of interactive learning methods,
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which, among other things, aims to implement the psychological processes of student self-
realization. During the pedagogical game, students take an active position, and their interest in
the object of knowledge increases. At the same time, the teacher's role is transformed, he becomes
the organizer, the leader of the process. To implement pedagogical interactive games in the
educational process, the teacher is required to be competent in the use of appropriate
technologies.

Conclusions. The article examines the work of domestic and foreign researchers on the
introduction of game technologies into the educational process. The analysis of the latest research
in the field of gamification of education confirms the importance of the introduction of game tools,
allows them to form algorithmic thinking and programming skills, and develop professional
competences.

Keywords: digitalization, gamification, game learning, motivation, digital educational

environment, information and communication technologies, digital competence.

AKTYaJIbHICTh TEMH A0CJiTKeHHsl. B yMoBax po3BUTKY mu(poBOi OCBITH
BQXJIUBY pPOJb BIAITPalOTh LHU(pPOBAa TPAMOTHICTh 1 HUQPPOBI HABUYKH, IO
XapaKTepU3ylOTh YMIiHHS JIIOJUHU BHKOPHUCTOBYBAaTH Ha TWPAKTHIN CydacHi
iHdopmariiiai TexHosorii. JIyis 3akiaaiB BUIOI OCBITH CHOTOAHI € aKTyaJbHUM
NUTaHHS PO3BUTKY B 3700yBadya AaKTUBHOCTI, TBOPYOCTi, 3JaTHOCTI MO
camoHaBuaHHs. CTyJIeHT MOBUHEH OyTH CBIIOMHUM IIOAO0 €()EKTUBHOCTI Ta AKOCTI
CBOTO HaBUaHHS 1 He OOMEXYBAaTHCA BHUKOHAHHSM 3aBJaHb, a 3PO3YMITH METY
OTPUMaHUX 3HaHb, TMPOSBISITH IHINIATHBY Ta PO3BUBATH CBOI mpodeciiini
KoMItleTeHTHOCTI. [lig yac HaB4YaHHS, BaXKJIMBO PO3BMBATH HABHYKH aHAI3Yy Ta
cucTeMaTu3allii TaHuX 3 pI3HUX JKepen. Tomy mist GopMyBaHHS B 3/100yBayiB
OCBITH TPO(DECITHUX KOMIIETEHTHOCTEH OyJj0 BHPIIIEHO BOPOBAJAUTH I1IPOBI
TEXHOJIOT1i y TIpollec HaBUaHHS. AHaJI3 IOCTIKEeHb y cdepi reimudikaii 1acth
3MOTY BUBYHTH Ta y3arajdbHHUTH JOCBIJ YKPATHCHKUX Ta 3apyOiKHUX HAYKOBIIIB Ta
BU3HAYUTH OCHOBHI BEKTOPH MOKpAIIEHHS €(PEKTUBHOCTI OCBITHHOTO MPOIECY
[UIIXOM 3aCTOCYBAaHHS ITPOBUX METOMMK.

IMocTanoBka mnpodseMu. BUBYCHHS KOMITIOTEPHHX HAyK MOXe OyTH
HAJ3BUYAHO CKJIAJHUM Ta I[IKaBUM 3aHATTAM, a BUKOPUCTAHHS ITPOBHX

TEXHOJIOTIH B TMpoIecl BUBYCHHS 1HPOPMATUKH € OJHUM 3 METOJIB, IO
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JIONOBHIOIOTH MpOlleC HaB4YaHHsA. MOTHBaIliA Ta BIEBHEHICTh y C001 Y BUBYEHHI
iHQopMaTHKHY 3aBXAW OyJIM B IIEHTPI yBaru BUKJIAJIauiB Ta JOCIIIHUKIB, OCKUIbKU
Cy4yacHE CYCIIJIbCTBO TIOCTIHO 3MIHIOETHCS 1 PO3BMBAE HOBI TEXHOJOTrii. 3a
cnoBamu b. Maprincona ta C. Uy, «irpu € epeKTUBHUMH IHCTPYMEHTaMHU JJIsi
HABYaHHS, OCKUIBKH BOHU MPOMOHYIOTH YUHSIM TIITOTETUYHE CEPEOBUIIE, B IKOMY
MO’KHA JTOCJI/PKYBaTH Ta peasli3oByBaTH Pi3HOMaHITHI i€l 0e3 pu3uKy HeBaaui [2,
3]. 3aBasiku revimidikaliii mpolecy HaB4aHHs CTYJICHTH MOXKYTb MPAIfOBaTH Pa3oM
B KOMaHJl JJis JOCATHEHHs CHiabHOI MeTu. lle cmpuse motuBaIii mOCATHEHHS
YCIIIXy Ta HaBYaHHI OJWH B OJAHOTO. PO3BUTOK HU(PPOBUX TEXHOJOTIM J103BOJISIE
TpaHchOpMyBaTH OCBITHIA MpoLEC BiJ TPAAUIIAHOTO, € MPUCYTHI JIEKIi Ta
IPaKTHUYHI POOOTH JI0 CYy4YacHOIO 3 BIPOBAPKEHHAM IrpoBHX TexHousori. Huni
reiMidikarlis NPUCYTHS MPAKTUYHO B YCIX cepax KUTTS, TOMY il BUKOPUCTAHHS B
OCBITI € aKTyaJbHUM MHUTAHHSAM TEOpli Ta METOJWKH HaBUAHHS IIMPOKOTO KoOJia
UCIIATUIIH.

MeTo10 I0CTiIKEHHNI €: TPOBEJCHHS aHaNI3y JOCIIPKeHh BUKOPHUCTAHHS
reiimiikariii B OCBITHbOMY TTPOIIEC.

BukJiiag 0CHOBHOro Martepiajay JAOC/IXKeHH. 3aBISKUA IIBUJIKOMY TEMITY
PO3BUTKY LM(POBUX TEXHOJIOTIH B CHCTEMI HaBYaHHA y peQopMaTOpiB OCBITU €
MO>KJIUBICTh BUKOPUCTAHHSI HOBUX METOJIB Ta PO3BUTKY METOJUK /IS MiATOTOBKU
MaifOyTHIX (axiBiiB. OJHUM 3 J1€BUX METO/IIB MOKPAIEHHS OCBITHBOTO MPOIIECY €
BIIPOBADKCHHS ITPOBUX TEXHOJOTINA. SIKIIO TOBOPUTH TIPO ITPOBY MISIIBHICTH B
HaBYaHHI, TO ¢ CKJIAMHUN Ta 0araToacneKTHHH TPOIEC, IO € 3HAYYIIUM JIIs
PO3BUTKY OCOOHMCTOCTI CTyJeHTa. BUKOpUCTaHHS ITpOBUX TEXHOJIOTIA B OCBITI
JIOTIOMara€e CTyJ€HTaM pPO3BUBATH PI3HOMAHITHI HAaBUYKM Ta BMIHHS, SKI €
HEOOXITHUMHU JUISl TOAIBIIOT0 MpodeciiHOro 3pocTaHHs. IrpoBl TEXHOJIOTIT
JTO3BOJISIIOTH JTOTIOMOTTH YCBIJIOMUTH CKJIQJHI KOHIICTITU Ta MPUHIUIN, a TaKOX
HABUUTHUCS PO3B'S3yBaTH NpOOJEeMH Ta MpUAMATH PIIICHHS B HECTaHJAPTHHX
cuTyamisx. TakuM 4uHOM, 3HAYYIIICTh MOJIATAE B TOMY, 1110 BUKOPUCTAHHS ITPOBHUX
TEXHOJIOT1M B OCBITI MOXX€ MOKPANIUTH €(PEKTUBHICTh HABYAHHS Ta 3a0€3MEUUTH

O11bIII MOBHUN PO3BUTOK OCOOUCTOCTI CTY/ICHTA.



Cdepa rerimidikaiii HOBa Ta Maylo aociimxkeHa. [l HEw poO3yMilOTh
KOHIICTI[I}0, IO Tepeadayae 3aCTOCYBaHHS IMIAXO/IB, XapaKTEPHUX IJisg 1rop, B
HEIrpoBuX mnpoiecax. HuHI KOMII'IOTEpHY TPy MOXKHA PO3TJISAATH K CUCTEMY, B
SKIA TpaBll NPUKIAAAIOTh 3YCHJUIA JUIsl BUPIIIEHHS MEBHOI IITYYHO CTBOPEHOI
npobsieMy, M0 BHU3HAUYAEThCS NpaBwiaMu Trpu. OZHUMH 3 BaXJMBUX (DyHKIIN
reiimiikaitii € KOHIEHTpAIlisl Ha 3aIliKaBJICHIN crpaBi Ta J0JAaTKOBA MOTHUBAIIis,
o0 CTYJIEHT, OTpUMYIOuM Oajau 3a BUKOHAHE 3aBIaHHA Yy I'pl OTPUMYBaB Il
OUTPIIMI CTUMYJ MAISITH Ta CTaTH BUIIMM Yy PEUTHHTY, MIJBULIYIOUYH CBOIO
KOHKYPEHTOCTIPOMOIKHICTb.

Huni reiimidikamis € iHHOBaliffHMM OCBITHIM iHCTpyMeHTOM. li
BUKOPHUCTAHHS CTUMYIIIO€ IHTEPEC 10 HAaBYAHHS, IMiJIBULILY€ MOTHBAIIIO (PEUTHHT Y
rpi). Ilponiec HaB4YaHHS 3 3acTOCyBaHHAM relmidikaliii CIIOHYKae CTYACHTIB 0
MPOIYKTUBHOTO CIIJIKYBaHHS, OOTOBOPEHHS CHIJIbHOI MpOoOJeMH, BIACTOIOBAHHS
BJIACHOT TOYKU 30Py HA BUPIMICHHS TI€1 YU 1HIIOI TPOOJIEMU TIEpe T KOJIETaMH.

[eiimidikaiiss n1ae 3MOry BUKIIaJadyy MOTHBYBATH CTYJIEHTIB, PO3BUBAE iX
pPO3YMOBI HaBHYKH, IMPOCTOPOBY YsIBY Ta pEAKI[I0, JO3BOJII€E HAaBYAaTUCh B
IHTEepaKTUBHOMY CEPEJIOBHIIII, B IKOMY BOHH MOXYTh TPEHYBaTHCh, TOYNHATH BCE
3 HyJI y BUIIQJIKy HEB/a4l, pOOUTH OMUIIKU Ta BUUTUCH HA HUX. OCHOBHOIO 1/1€€10
reiimiikaitii € OTpuMaHHSA MOCTIHHOTO 3BOPOTHOTO 3B’SI3KY 3 KOPHUCTYBAadeM,
IIBU/IKE OCBOEHHSI 3arajbHUX (DYHKIIN TpU Ta MOETANHe 3aHYpPEHHS KOPUCTyBayda
(cTynenTa) y OUIBII TOHKI MOMEHTH.

[IpoBonsun aHami3 AOCITIAHMKIB B ramay3l reimidikailii HaBYaHHS MOXKHA
CKa3aTH, 1110 3aCTOCYBaHHsI METOJIB IrpoBi3allii CIpuse HAOJIMKEHHIO OCBITHBOTO
MPOIIeCy JI0 peaabHOI MPAKTUYHOI MISUIBHOCTI, OCKUIBKH CTYJEHTH TPH poOOTI 3a
KOMIT FOTEpPOM MOKYTh MPALIOBATH HaJ MPOOIEMOI0 HEOOMEXEHY KUIBKICTh Yacy,
TOMY IO 3aCTOCYBaHHSI METOJIB Teimidikallii y HaBUaHHI 3a3BU4ail 6a3yeThCsi Ha
BUKOPHCTaHHI 1HTEPAKTUBHUX KOMITHOTEPHHUX MpOTrpaM abo MOOUIBHUX JTONATKIB,
Kl Jal0Th MOKJIMBICTh KOPUCTyBauaMm (CTyJIE€HTaM) BHUKOHYBAaTH 3aBJAaHHS Ta

BUPIIITYBATH IPOOJIEMH Y CBOEMY TeMIIl. Takuii miaxig JO3BOJISIE CTYAECHTaM OLIbIII



e(deKTHUBHO 3aCBOIOBATH Marteplaj Ta MiJIBUIYBAaTH CBOi HAaBUYKHU 0O€3 cTpecy Ta
MOCIIXY.

IrpoBi TexHoOJOT1i TICHO TMOB’s3aHI 3 caMoOpeali3alli€ld 0COOUCTOCTI
CTYJICHTIB, 3HAYHO ITTIJIBUIIYIOTh SKICTh HABUAHHS Ta iX peasi3allis y HaB4aJbHOMY
MIPOIIEC € BAXKJIMBUM €JIEMEHTOM PO3BUTKY (PaXOBUX KOMIETEHTHOCTEH 3100yBaya.

['py BapTO po3riisigaTi OHUM 3 BU/I1B IHTEPAKTUBHUX METO/IIB HABUAHHS, 1110
cepesl 1HIIOTO0 Ma€ Ha METI pealli3allilo MCUXOJOTITYHUX IMPOIIECIiB caMopeaizalii
CTyJ€HTa. IX HEBiJ’€MHOI0 YaCTMHOIO € eMOLiHHi NepeKUBAHHS, BiUyTTs
nocsirHyToi MetH, peduekcis. CTyAeHTH i 4Yac IeJaroriyHoi T'pu 3aiMaroTh
aKTHUBHY MO3HUIIII0, CIIOCTEPITA€ThCS 3pOCTaHHS iX 1HTEpecy 10 00’€KTa Mi3HAHHS.
[Tpu oMy poJib BUKIIaa4a TPaHCHOPMYETHCS, BIH CTa€ OpraHizaTopoM, JiJIEpOM
nporiecy. JIJisi BIpoBa/PKEHHS MeIaroriyHuX 1HTEpaKTUBHUX 1TOp B OCBITHIM Mpoliec
BUMArarTh BiJl BUKJIaja4a OyTH KOMIETEHTHUM III0I0 3aCTOCYBAHHS BIAMOBITHUX
TEXHOJIOT1H.

B. 1O. bukoB y cBoeMy JT0CIIIPKEHH] OMTUCYE 3aXO0/IH, K1 TOTPIOHO BXXUTH IS
BUXOBAHHS B CYCIUIbCTBA MUGPOBOI TPaMOTHOCTI Ta CTBOPEHHS 1HPPACTPYKTYpH
3aKJIaJ[1B OCBITH JJIs MABUIIIEHHS 1T (PPOBOi KOMIIETEHTHOCTI CYCIJIBCTBA, 30KpeMa
CTyZeHTIB. Jlo MX 3ax0/1iB HAJICKATh:

1. po3pobka Ta BIPOBAKEHHS HA JEPKABHOMY PIBHI €JIEKTPOHHUX OCBITHIX
pecypcis;

2. BOPOBAKCHHS MDKHAPOJHHMX 1 €BPONEHCHKUX CTaHAAPTIB IU(DPOBUX
KOMITETEHTHOCTEN Cy0’€KTIB OCBITHBOTO MPOIIECY;

3. miaBUIIEHHS O013HAHOCTI TPOMAJIIH 3 MUTaHb 1HQOpMAaIliiHOT Oe3MeKu Ta
3axXUCTy KOHGIIEHIIHHOT iHOopMaItii;

4. cTBOpeHHs 1H(PACTPYKTYpH 3aKJIaJIB BUIIOI OCBITH, IO COpSIMOBaHa Ha
MOCHWJICHHSI 3MICTOBOT JIiHIT MPOTpaMyBaHHs Y HaBYaHHI 1H()OpMaATUKH;

5. PpO3BUTOK MEXaHi3MiB MOTHBAIlii HAYKOBI[IB Ta NEAAroriYHUX MpailiBHUKIB,
30KpeMa iXHbOrOo (PIHAHCOBOT'O 3a0XOYEHHS, JO BUKOPUCTAHHS CyYaCHHUX

IU(POBUX TEXHOJIOTI B OCBITHHOMY IPOIIEC];



6. 3a0es3reueHHs 3aKjajiB  OCBITH, 1HGOPMAIIMHO-TUIAKTUYHUMU  Ta
HaBYAJbHO-METOJUYHUMHU MaTepiajlaMd Ta BIPOBAJKEHHS MEAaroriyHux
METOJIMK BUKOPUCTAHHSI CYy4aCHUX TEXHOJIOT1H B OCBITI [7].

VY ny6mikanii [S] I'. M. AnekceeBa Ta i KoJieTy AIMIIUIM BUCHOBKY, IO MPOIIEC
reiimiikartii 3017bITy€ MOTHBAIlIO Ta aKTUBHICTh IIiJl Yac HaBYaHHSI. Y CTaTTI
«BukopucraHHs IrpOBHUX TEXHOJOriM y Bumiil mkoini» ii aBtop .M. Pomanrok
JOCIIKYE ITpU SIK IHCTPYMEHT JJIsl 3aCBO€EHHS JOCBITY, AKUU miepeaye npodeciiiniii
JISUTBHOCTI. ABTOpP MPOTIOHYE 3/IIHCHIOBATH BIIPOBAKEHHS IrPOBUX TEXHOJIOTIN Y
OCBITHIM MpolieC 3 AOTPUMAHHSIM TaKUX €TaIliB:

1. miAroToBKa 10 MPOBEACHHS 3aHATTS B irpoBiit hopmi;

2. 0OesrnocepenHe MPOBEACHHS TPH;

3. y3arajJbHEHHS pe3yjbTaTiB 3aHATTS [12].

VY cyuyacHUX HayKOBO-TEOPETHYHHUX JKEpesiaX iCHye ayxke Oarato Bapiarliif
BIIPOBAPKCHHS irop B mporiec HaBuyaHHsA. H. I. Mauwmncbka [8,9] BBaxkae 110
BIIPOBAPKEHHSI IFPOBHUX MPAKTUK OCBITHIM IPOLIEC HE 3aBXK/IU TAPAHTY€ YCIIIIHICTD,
OCKIJIbKM BIPOBAKEHHSI 1TOP MOXXE CIPUYUHUTH HAAMIPHY aKTHBHICTH TPYIHU
CTYJIEHTIB Ta CIPOBOKYBAaTH IIKIAJWBI HACIIIKU. ABTOpPKA BHUAUISE IEpeBaru
IHTEPaKTUBHUX ITOP, CEPEl IKUX: MOTHUBAIIIS IO HABYAHHS, 00 irpu MPOOyIKYIOTh
JOTIUTIMBICTh CTYAEHTIB JIO MOILIYKY CIMOCOOIB BUPILIEHHS MPOOJEM B IrPOBOMY
CEPENOBUIII, CIIPUSIIOTh PO3BUTKY OCOOMCTOCTI, TOJIETIITYIOTh CIIOCOOM KOMYHIKAIlii
MK 3700yBauaMy OCBITH, CIIOHYKAalOTh Kpalle 3pO3yMITH CBOi ICHUXIYHI
0COOJIMBOCTI CIUIKYBaHHSI MIXK JIFOJbMH, JO3BOJISIIOTh YYaCHUKaM TPEHYBAaTH MEBH1
OCOOMCTICHI HABUYKH, HEOOX1/IHI Y TPYHOBOMY HaBYaJIbHOMY IPOLIEC.

A. JI. MuxaiisioBChKH, JOCTIIXKyBaB €(pEeKTUBHICTh BUKOPUCTAHHS ITPOBUX
JIOAATKIB Ta CEpBICIB Ta JIMIIIOB BHUCHOBKIB, IO BIIPOBAKEHHS €JIEMEHTIB
reiimidikarii y Tmpoliiec BUBYEHHS MOBHM MpPOTpaMyBaHHS Java Ha ypokax
iHbpopmaTuku B 33CO Mae HAa METI COPUSHHS 3POCTAaHHIO PIBHS MOTHBAIi 10
HAaBYaHHSA, PO3BUTKY LM(GPOBOI I'PAMOTHOCTI Yy YYHIB Ta BJIOCKOHAJICHHIO
AHATITUYHUX 310HOCTEH, 10 B TMOJANBIIOMY JACTh TOINTOBX JUIsI BU3HAYCHHS

MaiOyTHHOTO HANPAMKY HaBYaHHS y BUILINA kol [10].



BuBuaroun BITYM3HSHUM JIOCBIJ BIIPOBAKEHHS 3aco0iB redmidikaiii B
mpoIiec HaBYaHHs, HaMu OyJio onpaikoBaHo ctaTTio C. O. IlepesicnaBcbkoi Ta O. O.
Camarinoi «['eiiMudikamiss Sk CydyacHUH HaAmpsM BITYU3HSHOI OCBITH». Y Hi
aBTOPKHU JTOCIIAWIM MiAX0U 0 BIPOBAHKEHH reiiMidikaliii B OCBITHIN MpoIec Ta
po3podunu Kypc AJis MIATOTOBKM MalOyTHIX yYHUTENIB 10 BUKOPUCTAHHS 1TPOBUX
TEXHOJIOT1M y HAaBYAJIBHOMY TPOIIECI MIKOJIU. 3a3HAUYCHUN KypC, 10 HAa3UBAETHCSA
«'efimuikariisi» 3arajioMm CIPSMOBaHUNW Ha PO3BUTOK IHU(PPOBUX KOMIIETCHIIN
MalOyTHBOTrO BUMTENS 1HQOPMATUKH, Ta Ha (OPMYBaHHS HaBUKIB KPEaTHUBHOIO
MUCIICHHS 11 BOPOBADKEHHs Teimidikamii y HaBYaJIbHOMY  IPOIIECI.
Cxnagaukamu (axoBUX KOMIIETEHTHOCTEH 3T1IHO aBTOPCHKOTO TMIAXOAY €
3aTHOCTI:

®  CHUCTEMaTU3yBaTH KOHIICNTYaJIbHI 3HAHHS Ta PO3YMITH HANOUIBIIT aKTyaJIbH1
npo0ieMu remigikariii OCBITHROTO MPOLECY KO,

® 10 3aCTOCYBaHHsI Ha MMPAKTHUIll CUCTEMH HAyKOBUX 3HAHb PO reimigikariiio;

®  pO3po0ONATH, 1IeHTU(IKYBAaTH, KJIacH(pIKyBaTH Ta OIUCYBATH IPOEKTHI
3aBJIaHHS 3 €JIeMEHTaMu reiMigikarii, 3HaX0AUTH PalliOHAIbHI METOJIU Ta
MIXO0U 10 iX pO3B’sI3aHHS.

Y cBOeMy JOCIHIJDKEHHI, aBTOpU MJIWIUIM BUCHOBKY, IO BIPOBAaIKCHHS
ITPOBUX €JIEMEHTIB B TMPOILIEC HABYAHHS CHPHSE TMIABUIICHHIO MM3HABAIBLHOT
aKTUBHOCTI Y4HIB, (OPMYBaHHIO I1HTEpPECy J0 3HaHb, PO3BUTKY HaBYaJILHOI
MOTHBAIlli Ta iHIiaTUBU. ToMy HEOOXiJHO BKJIHOYATH 10 (PaxoBOi MiJATOTOBKHU
JUCHMIUIIHY, CIPSMOBaHI Ha 3A00YyTTS 3HaHb Ta BMIHb B Traiy3i 3aCTOCYBaHHS
reiMidikaiii B OCBITHIA JISUTBHOCTI  IIKOJIApiB. PO3BUTOK  3a3Haue€HHMX
KOMITETEHTHOTEH CJil 3MIMCHIOBATH HE JIMINE Y 3aKiajax BUIIOi OCBITH, a WU
IITPOJIOBXK YCHOTO TePMiHy MPodeCiiHOI AiSITLHOCTI MPAKTHKYOYOoro nexarora [1].

Jo moHATTS Teiimudikaiiis 3BepTajach HU3Ka 3apyODKHMX BYEHUX, CEpel
saxux: M. bap6ep, K. Bep6axa, /[. Coman 1 B. Xciun-lOans, /. Knapk, E. Kopkopas,
. JIx. JIi, 1. Xammep, M. JlackoBcki, [[»x. Makronirens, JIi lllennon Ta iH1mIi.

E. Kopkopan gocinijikye BILTUB rediMidikalili Ha Mpoliec HaBYaHHS Ta BUIU

mupoBUX Irop y MIKoJiax. ABTOpKa BBaXkae, 110 CHOYATKy, TpaBelb HE Mae
9



0co0JIMBO1 BHYTPIIIHROT MOTHUBAIII1, @ M1 4ac KOMIT FOTEPHOI Ipu Ha M1JICBIAOMOMY
P1BHI PO3BUBAETHCS CTUMYJI HAKOMMYYBATH 3HAHHS, 1110 MPU3BOJAUTH JO JOJIATKOBOI
MOTHBAITI].

HocnimkeHHss reimidikamii B aMepUKaHCHKIA OCBITI IOKa3ajid, IO
BUKOPUCTAHHS ITPOBUX €JIEMEHTIB MOXKE MO3UTHBHO BIIMBATH Ha CTYACHTIB Ta
3a0e3MevyyBaTy iXHE aKTUBHE HaBYAHHA Ta 3aJyYEHICTh. 3TIAHO 3 JOCIIIHKCHHSAM,
npoBefeHuM y 2017 poril, CTyJeHTH, SKI HaBYAIUCS 3 BUKOPHCTAaHHSAM ITPOBHUX
TEXHOJIOT1H, MaJy BUII MOKAa3HUKH YCHIIIHOCTI Ta OyJid OUIBII 33/I0BOJIEH] CBOIM
HaBYAHHSM, MOPIBHIHO 31 CTYJICHTaMHU, SIKI HaBYAJIUCS TPAAUIIHHUMH METOJaMHU.
30Kpema, CTYAEHTH, sIKi Opayii y4acTh y redMudikoBaHUX Kypcax, OyJu OiIbIl
3alliKaBJICHI B HaBYAJbHUX MaTepianax Ta Opajy aKkTUBHY y4yacTb Y IUCKYCISX.
CryneHTH, SIKI HaBYAJIKMCS 3 BUKOPUCTAHHSIM ITPOBUX €JIEMEHTIB, Oyjau OUIbII
3alliKaBJICHI Ta MOTHUBOBAaHI 10 HAaBYaHHS, TIOPIBHSHO 31 CTY/IEHTaMHU, SIKi HaBYAJIHUCS
0e3 BUKOpUCTaHHS Teimidikartii.

VY uuioMy, pesyabTaTd IOCTIKeHb rermMidikaiii B aMepUKaHChKIA OCBITI
CBIYATh MPO T€, 10 BUKOPUCTAHHS ITPOBUX €JIEMEHTIB MOKE TTO3UTUBHO BILIMBATH
Ha CTYJICHTIB, 3a0€3MeUyI0UH IXHE aKTUBHE HABUaHHS Ta 3ally4eHicTh [4,6,11].

Bueni 3 I'yne®d konemxy, mo 3HaxoauThes y Micti Mackar (Oman) y cBoil
mparii  «OcBiTHA reiMiikallis MOPOTH ITPOBOTO HABYAHHS: IOPIBHSJIbHE
JTOCIIDKEHHs» JIWIUIM BUCHOBKIB, IO 3aBASKH remidikaiii MoXKHA HE JIMIIE
PO3BUHYTH KPHUTHYHE Ta OOpa3He MHUCIEHHS, a W MABUIIUTA €(EeKTUBHICTD
OCBITHBOTO Tiporiecy. Kpim Toro, redimidikaiiis € 1HHOBAIIMHUM TIJIXOJOM JI0
HABYaHHS, OCKUIbKM Ha PUHKY MPOTPAMHOI0 3a0€3MeYeHHS MOCTIMHO 3’ ABISIIOTHCA
HOBI IrPOB1 TEXHOJIOTI{ Ta JOJATKH. SIK HACTIAOK AOCIITHUKHA MAIOTh MPOJOBXKYBaTH
BUBYATH HOBY MEXaHIKy Ta MpOrpaMH, MOB’si3aHl 3 MEPEOBUMU TEXHOJOTISIMU
reiimidikarii. OqHaK HalBaXKIUBIIIOK METOIO OY/Ib-SIKOTO HAaBYAJIbHOTO MaTepiany,
3aCHOBAHOTO0 Ha IMMQPOBUX Irpax, € MIABUIICHHS €QEKTUBHOCTI HaBYAHHS.
[TopiBHSHO 3 TpaAULIMHUMU JICKLISIMHU, MIAXO0W, 3aCHOBaHI Ha HU(POBUX Irpax,
CIpaBAl MOXYTh JaTH Kpamui e(DeKT HaBYaHHS, M0 MIAKPECIIOE HEOOX1THICTh

pPO3pOOKH BIAMOBIIHUX HaBYAIbHUX MaTepianiB. CTyJJ€HTH POCTYTh 13 HOyTOyKamH,
10



MJIaHIIeTaMu, MOOUTPHUMU Tesie(hOHAMU Ta BiJICOJ3BIHKAMU, 1 BOHU CIIOI1BAIOThCS
BUKOPHUCTOBYBAaTU HOBI IU(PPOBI TEXHOJOTIi B CBOEMY MOBCAKICHHOMY XKHUTTI. Y
TPaJAMIIIIHIA METOIONOTIT HAaBYaHHS, /1€ JICKIIMHI 3aHSATTS CTYJCHTH CIPHIMAIOTh
AK HYAHI, TEXHOJIOTIi reiMidikalii MarTh BEJIMKY IepeBary sl BUPIIICHHS
po0OJIeMH.

BucHoBku. VY cCTaTTi pO3MNIAHYTO HAIpallOBaHHS BITYM3HSHUX Ta
3apyODKHHUX JIOCHITHUKIB II0JI0 BIPOBAKEHHS 1TPOBUX TEXHOJIOTIA Y OCBITHIM
nporec. Ha wmilf OCHOBI MOXXeMO KOHCTaTyBaTd, L0 Y HaBYaJbHOMY IpOILECl
3aKJIaJiB BHUILOI OCBITM BapTO CHUCTEMaTHYHO BHUKOPHUCTOBYBAaTH 3acoOu
reimiikaiii, 30KkpemMa TNpU  BHUKJIQJAHHI  JUCHUMIUIIH, TOB’SI3aHUX 3
nporpaMyBaHHSIM, pO3pPOOKOIO 1rop, BeO-MporpamyBaHHsAM, 3D-MOAETIOBAHHSM.
JlocniKeHHsT CB14aTh, 1110 32 YMOB MPOBEJICHHS HaBYAJIBHHUX ITOp y 3/100yBayiB
(GOpMYIOTbCSI BMIHHA IOJI0 BUPIMIEHHS MPAKTUYHUX 3aBJaHb 13 3aCTOCYBaHHSIM
HECTaHJAPTHUX IMIIXOMAIB, BIJOYBAa€ThCS PO3BUTOK KOMYHIKATUBHUX HaBHUYOK
pobOTH B KOMAaH/l, YJOCKOHAIIOIOTHCS 3/IaTHOCTI JO IIBUAKOI OpI€HTAIlli Yy
MIHJIMBHUX YMOBaX ChOT'OJICHHSI.

[IpoBenenuii aHani3 OCTAHHIX JOCHIJKEHb Yy raiay3i redMudikaiii ocBITH
HIATBEP/HKY€ BAKIUBICTH BIIPOBAKEHHS IMPOBUX 3aC001B, 103BOJISIE iM (popMyBaTu
QITOPUTMIYHUNA CKJIaJ MHUCJICHHS Ta HaBUYKHU MPOTpamMyBaHHS, PO3BUBATH B COO1
(daxoBi komneTeHTHOCTI. Ha Hanry qymKy, BapToO BIIPOBaIKyBaTH NMEAAroriyHi irpu

B OCBITHIM MPOIIEC Ta PO3POOIATH BIAMOBITHI METOIUKH.
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