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VIRTUAL PUZZLE AS AN INTERACTIVE MODULE OF A MULTIMEDIA RESOURCE
ENSURING ART COMMUNICATION OF PRIMARY SCHOOLCHILDREN IN THE
PROCESS OF DISTANCE ART LEARNING

Abstract. The article highlights the issue of using a virtual puzzle in teaching of art to primary
schoolchildren of institutions in general secondary education in the conditions of a distance learning — via
asynchronous and synchronous forms. The main attention is focused on the need for art teachers to
transform forms and technologies of working with students and to transfer the process of art education to the
virtual space due to the challenges of the pandemic and the war in Ukraine in 2022. It is noted that of using
the latest multimedia technologies is reasonable as a complex of information technologies with the
possibility of combining different types of data (text, sound, graphics, video, etc.) working in dialog mode
and creating multimedia tools for various purposes.

A virtual puzzle is considered as an interactive module available for students to use and to create a
new one on various online services or platforms. Online services that have greater potential for this module
to use during art education in institutions of general secondary education are Puzzle It!, Jigsawplanet and
LearningApps.org. The features of using ready-made puzzles from services and constructing new ones are
described according to the subject of art lessons, lesson tasks (summarization of lesson or semester material,
formative types of assessment, etc.), preferences or tastes of students, levels of their development.

The author concludes that the virtual puzzle as an educational and game interactive form
encourages primary schoolchildren to learn about art through research, accumulate experience in active
artistic activity, as well as stimulates students to communicate on art topics and promotes the development of
communication skills.

The value of the virtual puzzle for a teacher lies in its opportunity to encode any information,
concepts of art in it, use it in individual, pair and group work, and use it in research, quests, competitions
and other art activities at online lessons, or do puzzle as a task for asynchronous distance learning form. The
virtual puzzle attracts students because of its similarity with a computer game. It allows them to learn new
things in art in an interesting, easy and exciting way, to demonstrate their knowledge, to gain experience
using it in new educational situations, to learn about art in communication with the teacher and peers that
certifies the formation of students’ subject competencies and soft skills.

Key words: virtual puzzle, multimedia resource, interactive module of multimedia resource, artistic
communication, distance learning of art, primary schoolchildren, institutions of general secondary
education.
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Introduction. Ukrainian education system and art education in particular have faced many
challenges caused by the COVID-19 pandemic and the war in Ukraine in 2022. This have led to
radical changes related to the implementation of the educational process in institutions of general
secondary education. It became necessary to apply a distance learning as well as to reformat the

methodological element — how teachers can choose new forms, methods and technologies of
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working with schoolchildren.

Teachers of subject characterized by special specificity, in particular, «Art», have felt
organizational and methodological difficulties. Achieving the goal of teaching this subject
(comprehensive person’s artistic and aesthetic development, mastering cultural values in the process
of learning art, forming competences for artistic and creative self-expression) is carried out along
content lines. “Artistic and creative activity” provides individual and collective-group forms of
interaction of participants in various types of artistic activity — ensemble or choral singing, joint
playing musical instrument, etc. In addition, the fundamental activity in the lessons is the discussion
of works of art, the identification of emotional and value attitudes towards them, the analysis of
their content. This contributes to the formation and development of such comprehensive skills as
the ability to express one’s own opinion, the ability to logically prove a position, to think critically
[6, p. 4], which confirms the implementation of the content lines “Perception and interpretation of
art”, “Communication through art”.

As we can see, multifaceted artistic communication becomes a necessary in art education —
between students and the work of art (and its author), between students and the teacher, between
students in group communication. It which contributes to ensuring the both emotional and valuable
component of education (the attitude of students towards works of art), and educational and
cognitive component of education (mastery of concepts and artistic means, etc.). This is the value of
artistic interaction in the format of “live communication”, which is the main problem during
distance learning, especially in its asynchronous form.

Therefore, the communicative nature of art implies the need for varieties of dialogue in its
cognition. However, at the very beginning of applying distance learning (the beginning of 2020) art
teachers had trouble in organizing artistic communication and searching technologies, especially in
primary school level. The aims were to unite students in the discussion of works of art and renew
dialogue, and at the same time, to support interest in the subject, to continue learning at an
emotionally stable level. Taking into account the peculiarities of the age of children 6-10 years old,
the appropriate technologies were considered those that combine game and educational components
of learning based on integrated, activity and competence approaches. With this, teachers turned
their attention to multimedia technologies.

O.V. Bazeliuk, O.0. Huminska, L.H. Kondratova, N.V. Novykova, L.M. Masol, considered

multimedia technologies and organizational and methodological issues of how to use them in art
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educational practice. Scholars defines multimedia technologies as “... a complex of information
technologies - hardware and software tools that enable the user to work in dialog mode with various
types of information (graphics, text, sound, and video), organized into a single system... Software
for creating multimedia and multimedia resources (multimedia products, network resources) are
included in software multimedia tools” [8, p. 8]. Several types of data are combined in a multimedia
resource: any combination of text, sound, graphics, video and animation, as well as the organization
of hyperlinks [8, p. 8]. Today’s modern online services or platforms offer a variety of electronic
resources with interactive modules. One of them is a virtual puzzle.

Aim and tasks. The purpose of the article is to consider a virtual puzzle as an interactive
module of a multimedia resource that provides of artistic communication during distance teaching
of art, to highlight the possibilities how to use it in art education of primary schoolchildren in order
to organize their dialogical interaction and develop their communication skills.

Research methods. The study was based on: normative documents in the educational art
field, which were analysed for reference points in ensuring the educational process in 2022-2023;
theoretical provisions of philosophy, artistic psychology and pedagogy regarding the nature of
artistic communication, generalization of modern practices of scientists and teachers in art
education with the aim of highlighting promising educational practices of working with primary
schoolchildren that combine traditional and innovative forms and methods as well as provide new
educational opportunities. Therefore, the analysis of normative sources and scientific and
methodological literature, the analysis and classification of multimedia resources, the generalization
and description of individual online services necessary for research were used.

Research results are clarification of the essence of the concepts (puzzle, virtual puzzle,
multimedia resources, interactive module), analysis capabilities of online services for using and
constructing virtual puzzles on artistic subjects, studying the possibilities of using a virtual puzzle
as a pedagogical tool for ensuring dialogic interaction during art education in distance learning. Let
us consider them.

Definition of the concept of “puzzle”. Puzzle (from English — jigsaw puzzle) is a puzzle
game that looks like a mosaic, and the content of the game involves making a complete image from
many small fragments of different shapes. Puzzle is one of the most available games for children of
all ages and adults, which is useful for the development of logical thinking, attention, memory and

cognitive abilities. Therefore, this game is used for children’s development and education, in
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particular, in primary school. Modern puzzles are made of different materials (wood, cardboard,
plastic, fabrics) and have many varieties. In addition to classic puzzles that are board-printed games,
there are “soft” puzzles for children, as well as three-dimensional puzzles for schoolchildren or
adults [10].

The analysis of the sources has shown that there are thorough research on the issue of the
puzzle. A.D. Williams [14] investigated the history of the American toy and puzzle industry. As a
result, the great puzzle exhibitions was held based on her at the Bates College Museum of Art
(1988), the National Heritage Museum (Lexington, Massachusetts, 1996), the Cato Museum of Art
(Cato, New York, 2000-2001), and the of the main part of the collection is stored in the Strong
Museum in Rochester (New York, USA). In addition, the International Association of Games and
Puzzles was founded [13].

In today’s world, not only the industry of development and sale of puzzles is developing, but
also studies that study various facts about them: the data have shown a boom in puzzles during
COVID-19 in Britain — the sale of puzzles increased by 38 % [12].

In this research, we focuses on virtual puzzles that are gaining more and more popularity
due to the development of gadgets and online services. Puzzles used to be as a means of
entertainment in the cultural and leisure activities of a person or a group of people (family, friends),
but today they are also used as a didactic tool.

The essence of the concept of “virtual puzzle”. A virtual puzzle is considered as a
component of a multimedia resource: “... a type of electronic resource in which several types of data
are combined (any combination of text, sound, graphics, video and animation, as well as the
organization of hyperlinks)” [8, p.8]. Based on the specifics of art education, N. Novykova
highlights the types of multimedia resources that are appropriate for music education of
schoolchildren. Among them are interactive games (educational games) [8, p. 8].

It is important to classify the virtual puzzle as an educational and game multimedia resource.
The student interacts during his studies or in independent artistic activity with this interactive
module. However, as noted by the developers of such online resources, the module as a puzzle and
others cannot be considered as a fully completed educational unit because the teacher must integrate
it into the educational process. We will cover this process below and consider the possibilities of
using a virtual puzzle in distance learning. We give some examples that teachers can use at the level

of reproduction or at the creative level with their own ideas.
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Puzzle as a type of educational task for primary schoolchildren used by the authors of
“Art” textbooks in primary school. For instance, in the textbook for the 4th grade, the authors
L. Masol, O. Haidmaka, O. Kolotylo present separate educational tasks in the form of a puzzle
game: “Remember the varieties of Ukrainian folk songs, combine the parts of the puzzles, complete
the syllables” [5, p. 2], “Combine the puzzles — only the names of types of decorative and applied
art. What types of art are represented in the illustrations? Point with arrows” [5, p. 6], “Connect the
puzzle with lines. Find out what is similar among different Slavic peoples” [5, p. 12], etc. Students
use a pencil in doing these tasks, connecting puzzle pieces and completing the tasks. It is important
that such tasks not only allow students to repeat the educational material, but also to interact in the
process of their processing. The reason is schoolchildren can do these tasks in pairs, in a group,
discuss the result and along the way actualize the content of concepts, associations in relation to
them, remember examples of artistic works, etc. There are also the tasks of this type in electronic
versions of textbooks, which can supplement with fragments of musical works for listening or
viewing (with the help of QR-codes).

Puzzle is an interactive module of a multimedia resource. Doing puzzles is a dynamic
process. This process can be easily organised in virtual reality for modern student using it as a tool
to help master the art. There is a question about the availability of such educational material,
because it becomes necessary in the conditions of distance learning. It is essential to use appropriate
Internet services that allow teachers to both download ready-made colleagues’ materials and use
services to create their own educational and game content. Teacher should register to start work
with these apps.

Resources for creating puzzles are different and have different capabilities. The program
ProProfs offers teachers to create their own game in the format of various puzzles (sliding,
scramble, puzzle game). JigZone provides ready-made puzzles - teachers only need to choose a
theme. For the purpose of teaching art, educators can use the puzzles in theme “Travel” and its sub-
theme — “Castles”, “Cities”, “Bridges”, “Constructions” (which will develop students’
understanding of architecture, styles), as well as the sub-theme “People” with an emphasis on
representatives of different races and peoples of the world [2].

Puzzle It! help teachers to create puzzle games from the images. Link to join the game this
game can be sent to students on social networks. It give students the opportunity to deep their

knowledge about the topic of the lesson or semester, as well as to give them interest in a new topic
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by providing a puzzle as a clue to it. The service also offers to collect puzzles offered by other
registered members of the service; to stimulate players, a time limit in doing puzzle for rating of
players. The service has a blog for communication with the participants: about the rules and
announcements of new games, updates, including the possibility of joint puzzle assembly by several
users using different gadgets. Therefore, Puzzle It! give schoolchildren the opportunity to solve
puzzles created by the teacher, as well as to create an individual or collective project — an art-based
puzzle — together with parents (thorough recommendations for this are provided by the service
provider) [4].

Jigsaw Planet is a free online service with the potential for creating puzzles or play with
ready-made ones in order to share them on social networks, as well as embed them in teacher’s own
website. It has some advantages such as:

e a large online source of various puzzles of varying degrees of complexity;

e different levels according to the number of puzzles and the need to rotate image
fragments;

e the ability to create teacher’s own puzzles from any image;

e availability of plugins that helps to embed the created puzzle on the page of teacher’s own
website or blog;

e the ability to send a puzzle to social networks;

e creating your own profile where you can save teacher’s own puzzles and games [2].

LearningApps.org is a Web 2.0 service has good opportunities for organizing educational
and game artistic activities. There are ready-made online games of various levels of difficulty in the
online library, which teachers can edit according to their students’ preferences or level. In addition,
the multilingual educational and game platform offers a wide variety of interactive modules with
programs for creating several types of tasks (“Crossword”, “Quiz”, etc.). The interactive module
“Puzzle” allows teachers to develop their own puzzles and use them to revise and generalize
material of particular lesson or semester topics, specific types of student activities, or correct them
in certain concepts. For example, the following task: “Make a puzzle by selecting composers and
their musical works” (in order to check how well students have learned the material about
composers and their works) and many others. The game form of the task, the dynamism of the
process turns the task into a computer game, which modern children like.

We believe that such tasks commonly cause students to be active and their desire to discuss
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both the content of the tasks and their own actions and feelings — how quickly they coped with the
tasks, what was interesting when they do them, what emotions they felt or what difficulties they
have, etc. The interaction between students, which is based on the artistic content as a stimulus,
conforms the implementation of the content line “Communication through Art”. As noted in the
Methodological recommendations on the organization of the educational process and teaching of
educational subjects in institutions of general secondary education in the 2022/2023 academic year
(Art education branch) [6]: “... activity at art classes is also a discussion of works of art,
identification of emotional and valuable attitude towards them, analysis of their content, etc. In the
process of this type of activity, such cross-cutting skills as the ability to express one’s own opinion,
the ability to prove logically one’s own opinion, think critically, etc. are effectively formed and
developed” [6, p. 4]. These skills are the results of the artistic interaction of students and the actual
training of art students.

LearningApps.org promotes the interaction between teachers and students, because the
service allows them to establish feedback: the teacher clearly monitors the dynamics of student
learning — who completed the task and when, how much time was spent, and what mistakes were
made.

Therefore, teachers can prefer any of these online services taking into account their own
preferences. We note that puzzles can be used for different purposes. Moreover, we focus attention
on their capabilities in ensuring communication between the subjects of the educational process on
art topics.

a) A puzzle as a type of activity involves a certain type of research with search elements
aimed at the final result, which becomes a complete image, although not necessarily a drawing or a
picture (it may contain a phrase, an answer to a riddle and other certain knowledge). In addition, a
puzzle can be part of another form of work or method in the lesson, for example, a quest.

As we can see, the puzzle as a tool responds to requests for new means and ways of learning
art, departing from traditional ones and based on experiment, research, and heuristics.
Consequently, using them in education encourages children to research activities including
discussion and creative expression, which is a desirable model of learning for modern children who
perceive them positively.

A teacher, who has the opportunity to choose educational technologies freely, types of

artistic activity of students, artistic works and forms of work, can take into account the requests and
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preferences of students and their level and construct educational content in interesting form [1, p.
4]. The main thing is students’ interest, their self-expression and achievement of the expected
learning outcomes.

b) Implementing an integrated approach. “...a necessary condition for implementing tasks
of art education is to follow an integrative approach through the coordination of the content of the
program and the results of learning from various types of art” [6, p. 4]. The services provide
opportunities for teachers to construct a variety of content that uses material from different types of
art, for example, in the format of a puzzle. Therefore, students will practice to set intra-industry
connections, develop associative thinking.

c¢) Possibilities for group and pair work when putting together puzzles can be created by
inviting students to work as a team. The task can be presented in the format of a competition — and
then the system will count not only the correctness of the answers, but also the speed of execution.
Students can independently evaluate their work — and this is another positive point of their
interaction.

d) Using puzzles in evaluation of the results of art education. Researchers who tested this
pedagogical tool in practice confirm that [7]. The catalogue of puzzles can be used to test students’
knowledge at the stage of ongoing formative assessment, and this is one of its advantages.

e) Study art through extracurricular activities with the help of the game “Puzzle”.
Knowledge of art has no boundaries both spatial and temporal. If the teacher designs the lessons
and educational content in an interesting and productive way, the result of learning art will be desire
to learn it outside the classroom or personal account on an online platform. Educational and cultural
institutions that offer interesting leisure content on their sites understand this. For instance, the
National Museum of the History of Ukraine has created virtual puzzles that are available for a wide
audience of adults and children to play and learn about the museum’s artefacts [9]. In this way, the
researchers of the museum encourage learning about the artefacts that are important in the
formation of our state (“Coat of Arms of Ukraine”, “Apostle”) and its cultural development
(“Papai”, “Safe chest”). The developers took into account the different level and age characteristics
of the players: if children have trouble, there are a number of clues for them that will facilitate the
process. The game will encourage children to take interactive tours in the museum, the content of
which combines information from history, art, culture and other fields of knowledge as well as

includes active forms of knowledge [9]. Furthermore, it will encourage students to different forms
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of communication with art: manufactures create puzzles with world-famous works of artists of
different eras, which can do by the whole family or with friends. Such puzzles can also be found in
galleries and museums, which provide their visitors with the opportunity to purchase such puzzles
as a souvenir of visiting the museum or as a gift (e.g. the collaboration of the National Gallery of
Great Britain with the well-known company Wentworth Puzzle) [11].

Discussion. The problem of artistic communication is the subject of study by scholars who
carried out their research at the intersection of several branches of scientific knowledge —
philosophy, psychology, art history and literature (M.M. Bakhtin, V.S. Bibler, L.S. Vygotsky, H.G.
Gadamer, O.F. Losev, O.O. Potebnia, etc.). They discussed the terminological concepts of this
problem (art image, artistic activity, artistic creativity, dialogue as a form of human understanding
of works of art, etc.). Moreover, it enriched the scientific field theoretical provisions regarding the
processes of creation of an artistic image by an artist, interpretation of an artistic work by a
performer, and knowledge of art by a listener or viewer. O.A. Komarovska [3] carried out a
thorough study of the genesis of the theoretical idea of an artistic image. The generalization of the
postulates of researchers allows us to distinguish between different forms of dialogue in the process
of learning about art — the artist and the future viewer or listener (who should act as an active
interlocutor in the process of perceiving the work, establish a dialogue with oneself) and a dialogue
with other participants in the perception of the work of art [3, p. 51]. We analysed theoretical
approaches of scientists of the 20th-21st centuries in the context of research of the artistic image
and the development of the idea of dialogue and creating the dialogic nature of the artistic image.
As a result, we agree with the scholars’ conclusions regarding the dialogicity and polylogic nature
of the process of learning about works of art as important for the personal development. During the
multivariate interpretation of artistic images, the group of participants in the discussion of the work
of art has the greatest opportunities for this. This ensures the development of the general opinion
and the each participant’s opinion in the discussion, and at the same time, in the plane of
dialogicity, the ability to communicate at different levels is formed.

We along with the experts’ opinion of on the issue of multimedia technologies
(O.V. Bazeliuk, 0.0. Guminska, L.H. Kondratova, N.V. Novykova, L.M. Masol, etc.) regarding the
possibilities of multimedia technologies in organizing completely new unprecedented interactions
with art and the people who perceive it. The variety of information in these technologies (in a

graphic-textual-video-sound combination) stimulates their users to engage in active multi-format
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dialogue — both with these resources and among themselves.

Conclusions. In connection with the challenges of the pandemic and war in Ukraine in
2022, teaching of art have moved to the virtual space that affected its organization, methods and
forms of work with students. Accordingly, with the help of various online services and platforms,
art teachers have constructed content and didactic materials for lessons to engage students in the art
learning process and encourage them to interact actively.

A virtual puzzle as an educational and game form can act as a tool that encourages learning
about art through research, accumulation of experience in active artistic activity, as well as
stimulates students to communicate on art topics and promotes development of communication
skills. Many online services have the ability to provide and construct various puzzles. The greater
potential using puzzles in art education in institutions of general secondary education have Puzzle
It!, Jigsawplanet and LearningApps.org. These services present interactive modules for creating
puzzles — with different images, content and level of complexity, which allows educators to
implement differentiated and individualized approaches to learning.

The value of the virtual puzzle for teachers lies in its opportunity to encode any information,
concepts of art in it, use it in individual, pair and group work, use it in research, quests,
competitions and other art activities at online lessons, or do puzzle as a task for asynchronous
distance learning form. The virtual puzzle attracts students because of its similarity with a computer
game. It allows them to learn new things in art in an interesting, easy and exciting way, to
demonstrate their knowledge, to gain experience using it in new educational situations, to learn
about art in communication with the teacher and peers that certifies the formation of students’
subject competencies and soft skills.

Future studies should investigate a potential of other interactive modules of online services
for teaching art in primary, secondary and high school taking into account students’ age

characteristics, requirements for educational results, as well as the capabilities of these services.
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Hamania Ouepemsana,
ITnemumym npoonem suxosanus HAIIH Yxpainu
m. Kuie

BIPTYAJILHUM ITA3JI SIK IHTEPAISTI/IBHI/Iﬁ MOAYJb MYJIbTUMENIA-PECYPCY
3ABE3IEYEHHSI MUCTELIbKOI KOMYHIKAIII MOJIOAIMUX HIKOJISIPIB ¥
MMPOLHECI HABYUAHHA MUCTEITBA JTUCTAHIIMHO

Anomayia. Y cmammi 6UC8IMIOEMbCA NUMAHHA BUKOPUCMAHHA  GIPMYAIbHO20 NA3LY Y
HABYAHHI  MUCMEYMBa MONOOUUX WKOIAPI6 3aK1A0i68 3a2albHOi  cepeOHbOoi oceimu 6 YMOo8ax
OUCTAHYIUHO20 PedNCUMY — 8 ACUHXPOHHIU Ma CUHXPOHHIU 1020 (opmax. AKyeHmyemvcs yeaea Ha
HeoOXiOHOCmI nepedhopmamy8anHs UUMeNAMU MUCmeymea hopm i mexHoao2it pobomu 3 yuHAMU — )
38A3KY 3 GuUKIUKaMu nawoemii i eiinu 6 Yxpaini 2022 poxy ma nepemiwjenusi npoyecy HAGYAHHS
mucmeymea y ipmyanbHuul npocmip. 3a3HaAYaemvca NpPo OOYINbHICMb GUKOPUCMAHHA HOBIMHIX
MYTbMUMEOIUHUX MEXHONOoIU AK KOMHAEKCY IHQDOPpMAYitiHux mMexHOoN02iu 3 MONCIUBOCHAMU
KOMOIHY8AHHA pI3HUX Munie Oanux (mexcm, 38yK, epagixa, 6ideo ma iH.), pobomu 6 0ian02c080My
pedcumi ma CmeopeHHs: MyTbMUMeOiuHUX 3ac00i8 PI3HOMAHIMHO20 NPUSHAYEHHS.

Posensioaemuvca gipmyanvuuti nazn Ax iHmMepakmueHuti MoOoyib, OOCMYNHUL OJisl BUKOPUCTIAHHSL
VUHAMU Ma O CMBOPEHHS HOB020 HA PIZHUX OHIAUH-cepsicax yu niamgopmax. 3 nomixc bazamvox,
BUOKDEMIIOIOMbCS OHAAUH-CEPBICU, WO B0N00iI0Mb OINbUUM NOMEHYIATOM U000 YbO2O MOOVIIO 3
Memoio GUKOPUCIAHHS NiO 4aC HAGYAHHS MUCMEYMBA Y 3aK1A0ax 3a2aibHoi cepednvoi oceimu — Puzzle
It!, Jigsawplanet ma LearningApps.org. Onucyiomscsi 0co6IU80CHI 8UKOPUCMAHHSL 20MOBUX NA3TIE 3
Oibniomexu cepgicie ma KOHCMPYIOBAHHA HOBUX — BIONOGIOHO 00 MeMAamuKu YpOoKié Mucmeymsad,
3a60aHb YPOKY (V3G2aNbHEHHS MAmepiany YPOKy Yu cemecmpy, RPOMIJICHO20 YU (hOPpMYBaANbHO20 6UOIE
OYIHI08AHHA MA iH.), YNOO0OAHb YU CMAKIG YUHI8, DIGHIE IX PO3GUMKY.

3pobneno ucnosku w000 GipMyanbHO2O NA3TY AK HABYANLHO-I2POGOI iHmepakxmusHoi gopmu,
WO CNOHYKAE MONOOWUX WIKONAPIE 00 NIZHAHMS MUcCmeymea OOCHIOHUYbKUM WIAXOM, HAKONUYEHHs
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00C8i0y aKMuUBHOI MUCMeYbKoi OIIbHOCMI, a4 MAKONC CMUMYIIOE VUHIE 00 KOMYHIKayii Ha memu
Mucmeymea, i CHpUAE PO36UMKY KOMYHIKAMUSHUX HAGUYOK.

Linnicms gipmyanvHo2o nasny 014 GUUMENs NOJALAE Y MOICIUSOCMI 3auudpysamu ¢ HboMy
0y0b-aKi 8i00MOCMI, NOHAMMSL MUCTMEYMBA, BUKOPUCMAMU 11020 Y THOUBIOYANbHIL, NAPHIL | epYNnosill
pobomi, pozeopHymu 3 1020 00NOMO2010 OOCAIONCEHHS, KBECMU, 3MA2AHHS Ma ITHWI MUCMEYbKI
akmuenocmi na online-ypoyi, abo ¢ 3anuwumu 3a60aHHA-NA3N ONSl BUKOHAHHA 6 ACUHXPOHHOMY
oucmanyivnomy pexcumi. Ilpusabausicms 8ipmyanbHo20 nasny 015 YYHI8 NOAAAE Y U020 HAOMUNCEHHT
00 KOMN '1OMepHOi 2pu, Wo 00380J5€ YIKABO, e2KO U 3aXONIUBO OI3HABAMUCSH HO8e )y MUCMEYmS,
nposAeIAmMU C60i 3HAHHA U Habysamu 00CGi0y iX BUKOPUCMAHHA V HOBUX HABUATLHUX CUMYAYIsAX,
NI3HABAMU MUCMEYME0 V CRIIKY8AHHI 3 guumenem i 0OHOIIMKAMU, WO 3Ac8ioyye npo chopmosanicms
npeoMemHux KoMnemenmHocmel yurie ma komnemenmuocmeu soft skills.

Knrouoei cnoea: sipmyanvuuii  nazi, —Myabmumedia-pecypc,  iHMepaKmusHuti  Mooyib
MyTbmumeoia-pecypcy, MUcCmeybka KOMYHIKAYisA, HAGUAHHA MUCMeYmea OUCMAHYIUHO, MON0OWLI
WKONIAPI, 3aKAA0U 3a2alIbHOL cepeOHboi 0cimu.
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