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TEAMI®IKAIIIA AK CYUYACHU HAITPSIM BITUYA3HAHOI OCBITH

AHoTanig. Y cTaTTi pO3risAHYTO OCHOBHI MOJOXKEHHS Ta NMPUHIMIKM TEXHOJIOTIT reiimidikarii Ta
3pO0JICHO BHCHOBOK, IO II€ € OJAHUM 3 aKTyaJIbHHX HAMpsMiB PO3BUTKY OCBITHIX TEXHOJIOTIH.
BripoBa/pkeHHST ITPOBHX €JIEMEHTIB y IPOLIEC HABYAHHS CIPHSE IiJABUIICHHIO ITi3HABAIBHOI
aKTHBHOCTI y4HIB, (OpPMYBaHHIO IHTepecy IO 3HaHb, PO3BUTKY HaBUAJbHOI MOTHBaUii Ta
iximiatuBy. [IpoaHani3oBaHO KIIFOYOBE MOHSATTS JOCIIKEHHS, a came «[ efimidikarris», Ta mogaHo
TaKke BU3HAUCHHS: IHTETPAIlis €IEMEHTIB IPU Ta IrPOBOTO MECJICHHS B MISIIBHOCTI, BIIMIHHIN Bix
rpu. ['eiiMidikamis B OCBITI - Ie MpoIec MOUTUPEHHS TPU Ha Pi3HI Ceph OCBITH, STKUH TO3BOIIE
po3TIISImaTH TPy i K METOA HABYAHHS 1 BHXOBaHHS, i K (opMy BHXOBHOI poOOTH, 1 K 3aci0
Opraizaimii IIJTICHOTO OCBITHBOTO TIpolecy. AHai3 HAayKOBHX JDKEpeNl JaB MiACTaBH [UIA
BHOKPEMJICHHST OCHOBHHMX KOMIIOHCHTIB TeiiMi(iKOBaHOrO IpolLecy HaBYaHHSA Ta IrpoOBHX
eJIeMeHTIB, 10 (OPMYIOTh MEXaHIKy Mpolecy reimidikarlii, a caMe BHKIUK, 3aBIaHHS, TECTH,
CHIBPOOITHHUILITBO, 3BOPOTHHH 3B’SI30K, HAKOIMYEHHS PECYpCIB, BUHATOPOJM, CTaH IEpPEeMOrH. Y
XOJli JOCIIJPKEHHS BUSIBJICHO, 1110 Y OCBITHIM NMpakTuli YKpaiHu reimidikaiiisi He oTpuMaia moKH
M0 MHUPOKOro mnomupeHHs. OCHOBHMMHM IpPUYMHAMH MOKHA Ha3BaTH CJIAOKy TEXHOJIOTIUHY
OCHAIICHICTh YHIBEPCHUTETIB Ta LIKiJI, HEKOMIIETCHTHICTh BUKJIAIallbKOTO CKIIany B iH(opmauiiiHo-
KOMYHIKaliifHii cdepi, «aHIJIOMOBHICTbY», LIO MPEACTAaBISE OUIBIICTh IHTEPHET-TIAT(OPM,
METOOJIOTIYHI Ta METOIMYHI HEIONIKK Y BUKOPUCTAHHI MPUHIUMIB reiimidikamii. Tox, 3 MeToro
HaBYaHHS BUYWTEINB HaBHYKAM BIPOBADKCHHS TeiMidikamii B ocBiTY Oyrmo po3poOieHo Kypc
«[eiiMmiikamiss B HaBYAIPHOMY IIPOLECI INKOJNW», SKHHA PO3POOIIETHCI B paMKaX MPOCKTY
“Modernization of Pedagogical Higher Education Using Innovative Teaching Tools” EU Erasmus
+ KA2 program the development of the potential of higher education (No. 586098-EPP-1-2017-1-
UA-EPPKA2-CBHE-JP). V cratTi po3risaroThCst KOHIETTYaIbHI MiAX0IH 10 KypCy Ta OKPECISHO
TOJIOBHE 3aBJIaHHS KypCcy — MiATOTYBaTH MaiOyTHIX BUMTENIB JI0 MPAaKTHYHOTO BHKOPUCTAHHS
TEXHOJIOTiM relMidikanii y HaBYaJIbHOMY IIPOLECI 3arallbHOOCBITHBOI ILIKOJH. IHAMKATOP
JIOCSITHEHHS 1Iiield Ta 3aBlaHb (opMyeTbCsl y BUIJISl  KIHIIEBUX pPE3YJIbTATIB HAaBYaHHS Ta
KOMITETEHIIiH.

Karouosi cioBa: reiiMigikaris; irpoBi TEXHOJIOTIi, HaBYaIbHUN MPOIIEC MIKOJH; KOMIICTCHTHICTD;
npoexT MOPED; maiiOyTHil BUUTENH

1. BCTVYII

IMocTanoBka npo6aemu. CbOTrO/HIIIHI YUHI MalOTh HOBUM npodins. Bonu Bupociu 3a
JOTIOMOT010 ITU(POBUX TEXHOJOTIM 1 MalOTh Pi3HI CTWIl HaBYAaHHS, HOBE CTaBJICHHS 10
MpolleCy HaBYaHHS Ta BUIII BUMOTH /10 BUKJIAJIaHHS Ta HaBYaHHS. BunTen TeX CTHUKAIOTHCSA 3
HOBMMH BUKJIMKAMHU 1 TIOBMHHI BUPIIIYBaTH BaXXJIMBI THUTaHHS, TOB’S3aHI 3 aJaNTaIli€ro
HABYaHHS JI0 TOTped Y4HIB, X mepeBar Ta BUMOr. [legaroru moBMHHI BUKOPHCTOBYBATH Pi3HI
METOJIM HABYAHHS Ta INJIXOJIU, SKi JO3BOJISIOTH YYHSIM OYyTH aKTUBHUMHU ydaCHUKaMHU 3
CHWJIBHOI0O MOTHBAIII€I0 Ta 3alydeHHSIM [0 BiIacHOro HapuaHHs. CydacHI meAaroriyi
napajurMy 1 TEHJEHIIIT B OCBITI, mocwiieH] BUKopuctanasaM IKT, cTBOprOrOTh epeayMoBH JTst
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BUKOPHUCTAHHS HOBUX ITIXOJIB 1 METOJUK I pealtizaiii akTHBHOTO HaBuaHHs. [ etimidikarris
B HaBYaHHI € OJHIEIO 3 TaKUX TeHAEHIIiH [1].

AHaJi3 ocTaHHIX AocjaiI:keHb Ta myoOJikamiii. Teopis 1 mpaktuka renmidikarii
npeacraBieHi B pooorax Kesina Bepbaxa Ta Jlen XaHTepa, y SKMX HAyKOBIII CTBEPKYIOTh,
110 «pO3Bara — HaJ3BUYANHO [IHHHUIA IHCTPYMEHT JUIsl BUPILLICHHS Cepilo3HNX Oi3HEeC-3aB/IaHb,
MOB’SI3aHMX 3 MApPKETHHIOM, IIJIBUIICHHAM €(QEKTUBHOCTI, 1HHOBAIIIMH, 3aTy4eHHSIM
KJIIEHTIB, pOOOTOI 3 TEpPCOHAIOM Ta cTabinbHUM po3BuTkoM» [12, C. 45]. Deterding S.
JIOCJTIJDKYBAB 3arajibHi KOHIEMIIIT B3a€EMO/I11 JTIOJJUHU 3 KOMIT I0T€POM, 11100 3’SCyBaTH, 3BIIKH
HOXO/UTh TepMiH «reiMidikarisy [2, C.12-15]. MotuBaliiiiny ckiiaoBy reimidikaiiii BUB4aB
Yu-kai Chou [9]. Janaki Mythily Kumar ta Mario Herger mokiagHo po3IisjarOTh €Tamu
cTBOpeHHs reimidikoBanoi cuctemu [4, C. 58]. JlocBin BUKOpPHCTAaHHS Bij€oirop mia dac
HaBYaHHS PO3MJIIHYTO B LUK cTtateid Shapiro J. [8]. ABTOp € NPUXUILHUKOM BUKOPHCTAHHS
ITPOBHX METOIB HaBUaHHS, ajie MiIKPECIIIOE, IO «3aBXKIU MOTPIOHO MOSICHIOBATH YYHSM, SIK 1
YOMY Tpa Y3rOJUKYEThCS 13 3araJlbHUM KOHTEKCTOM HaBuaHHs. [ eiimam3aiinep Koster R.
HaBIIaK{ PO3IJIsae HABYaHHS SIK HEBia eMHY ckiazoBy rpu [7, C. 159-163].

MeTo10 CTATTi € BUBYCHHSI KOHIENTYAIBHUX MIAXO/IB 10 BIPOBAKEHHS reiiMidikamii
B OCBITHI# mpoIiec Ta po3podka Kypcey JUIsl MiArOTOBKA MailOyTHIX BUMTENIB 10 BUKOPUCTAHHS
TEXHOJIOTI1 TeiiMidikalii y HaBYaIbHOMY IPOLEC] IIKOJIH.

2. METOJIM JOCJIIIXXEHHSA

J51s TOCATHEHHSI METH BUKOPUCTOBYBAIIUCS TaKi METOIM JOCIIKCHHS: aHaJli3, CHHTE3,
CHCTEMaTH3allisi HAyKOBOI JITepaTypu 3 METOI BUBUYCHHS CTaHY PO3pOOJIEHOCTI Mpobiemu
JOCTIPKEHHS Ta y3araJlbHEeHHS TEOPETUYHUX MaTepialliB 1 KOHKpeTu3alii 0a30BUX MOHSTh.

3. BUKJIAJI OCHOBHOI'O MATEPIAJIY

OmHUM 3 aKTyalbHHX HANpsMIB PO3BUTKY OCBITHIX TEXHOJOTiH € reimidikaris.
BripoBajykeHHsI irpOBHX €JIEMEHTIB B MPOLIEC HABUAHHS CIPUSE MiJBUIICHHIO Mi3HABAJIBHOT
AaKTUBHOCTI Y4HIB, ()OPMYBaHHIO 1HTEpecy A0 3HaHb, PO3BUTKY HaBUYaJbHOI MOTHBalli Ta
1HII[IaTUBH.

TepMmin ,reiimidikanis” Brepme 3’siBuBcs B 2008 poil, MoYMHAIOUM 3 1HAYCTPIi
dpoBHUX MeJia i He OTPUMAB IUPOKOro BU3HaHHs nprbiu3Ho 10 2010 poky [2, C.12-15; 3,
C. 29]. He3Bakaroun Ha Te, 110 1€l TEPMiH € BiTHOCHO HOBHM, B JiTeparypi € 6e3iiu Horo
BU3HaveHb. [ 'eiimidikaris Oyia BU3HaYeHa K «IIPOLEC BUKOPUCTAHHS irPOBOTO MHCIICHHS Ta
MEXaHIKH JUIS 3ajy4eHHs ayJauTopiii Ta BupimieHHs mpobiemy» [13, C.122-137]. Kim A.
OXapakTepu3yBaB reiMidikallito sk «BUKOPUCTaHHS METOMAIB I'pH, 1100 3pOOUTH AiSTBHICTD
O11b1I MPUBAOIMBOLO Ta 1IKaBOIOY». B cBoto uepry, Ha aymky Kapp K., repmin ,,refimidikaris”
HOSICHIOETBCS SIK BUKOPUCTAHHS T'PU Ha OCHOBI MEXaHIKM, €CTETUKU Ta irpOBOTO MHCIIEHHS,
11100 3aTy4uTH JIFO/Iei, MOTUBYBATH [Iil, CIIPUSATH HABYAHHIO Ta BUpilleHHIO poodiiem [5, C. 89].
3riano 3 no3uiiero Kesina Bepbaxa— Beaydoro BiAKpUTOro Kypcy o reimigikarii B pamkax
npoekTy oHnaiiH-ocBiTH Coursera, reiiMidikailis— 1€ BUKOPHCTaHHSA €JIEMEHTIB TpH 1
TEXHOJIOT1! CTBOPEHHS iIrop B HEIrPOBOMY KOHTEKCTI.

To, B HaIIOMY JOCIIIXKEHHI OyZIeMO CITUPATUCS HAa TaKe BU3HAYCHHS ,,reimMidikarii’” sk
IHTEerpaIii eJeMeHTiB TPU Ta IrPOBOTO MUCICHHS B MISUIBHOCTI, BIAMIHHINA BiJl TpH.
['eiimiikaliis B OCBITI - 11€ MPOLIEC MOIIUPEHHS IPU Ha Pi3HI chepu OCBITH, SIKUH J03BOJISE
PO3MIIAIATH TPY 1 K METOJl HABYaHHS 1 BUXOBaHHS, 1 AK (hopMy BUXOBHOI po0OOTH, 1 5K 3aci0
oprasizariii IiJIICHOTO OCBITHBOTO TIPOIIECY.

['pa Tak um iHaKIIIE 3aBK/I1 OyJia IPUCYTHS B HABYaHHI. AJie, B OCTaHHI POKH 3pOCTaI0U Uil
1HTEpEC 10 KOMIT IOTEPHUX 1MOP 3MYCUB TOBOPUTH PO reiimiikaliito siK mpo O1H 3 KIFOUOBUX
TpeHIiB ocBiTU. Po3BuBatoue reiimidpikoBaHe CcepefOBUIIE IOCTYIOBO CTAa€ peaJbHUM
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KOHKYPEHTOM TPaJWLiHIM HaBYAJbHUM MaTepiajJaMy 3aBJISKM BUKOPHUCTAHHIO HaKpammx
Iporpam JOsUIBHOCTI, AU3aliHy irop Ta MoBeAiHKOBY ekoHoMiKy [10, c. 376].

[Tmrocu reiimidikaliiss B OCBITHOMY NpOLECi — HeMigpoOHa 3alliKaBIeHICTh y4Hs, HOTo
3QJIYYCHICTh Y MPOIEC HaBYaHHA. Y TPl aKTHBI3YIOThCS TICUXIYHI MPOIIECH YYaCHHKIB: yBara,
PO3YMIHHS, iIHTepEC, CHPUNHHSATTS, MUCIICHHSI.

bynp-sika relimidikoBaHa AISUIBHICTD Ma€ MOJKJIMBICTh PI3SHOMAHITUTH HaBYAIbHUN
MPOIIEC, BHECTH B HHOTO €JIEMEHT po3Bar. TUM HE MEHIII, ICHYIOTh i OOMEXKEHHS: «TTTUOHHAY 1
«OKUTT€BUHM LMK OTPUMAaHUX 3HaHb, YACOBHUH 1 TEXHOJOIIUYHUI pecypc i po3poOKH irop.
Bcei nii 3 BopoBamkeHHs TeiMidikamii MOBUHHI OyTH AyKe YiTKO cCIIaHOBaHi. Po3poOka
KOXKHOTO CIICHApil0 MOTpeOye HAsBHICTH CIEIiallicTa 3 BEJIMKUAM J0CBiIOM. [elimidikaris
4aCTO BUMArae iHIUBIAYaIbHOTO MiXO01Y 0 0COOUCTOCTI KOKHOTO CTY/ICHTA.

SIK1110 TOBOPUTH NPO reiiMidikariiro BChOro mpoIecy OCBITH, TO TYT MOXHA 3yCTPITH Pi3Hi
nigxoau. OJIMH 3 HUX TOJIATAE y BIIPOBAIKEHH1 €JIEMEHTIB reMidikariii y CHCTEMY yIpaBJIiHHS
HaBuaHHAM. Jlpyruii miaxig momsrae B TapayienbHid reimidikamii cuctemMu KepyBaHHS
HaBYaHHSM 1 camoi cuctemu HapyauHs [16]. Tomy mMu 0aummo, IIO CIEKTP 3aCTOCYBaHHS
reiiMmiikamii B OCBITI JOCHTH IIMPOKHH, IO JTO3BOJISIE TOBOPUTH TPO TEPCIEKTUBH  IIi€i
TEXHOJIOT] Ta ii eJIeMeHTIB.

[TonsaTTs reiimidikarmii BxiItoyae B ceOe TOCHTh BEIMKY I'PYIy MPUHOMIB OpraHizarii
npoliecy HaBYaHHs 3aBISKU pi3HUM ii ckianoBuM. Ilepin 3a Bce, MOBa iijie po AMIAKTHUHY
rpy, sIKa Ma€ KIOYOBY poiib y reiimidikanii. Tomy ananiz HaykoBux Jukepen [2; 4; 10; 12; 16;
17], npucBs4eHuX iIrpOBHM TEXHOJIOTiAM Ta reiimidikariii, gaB MmiACTaBU I BUOKPEMIICHHS
OCHOBHHUX KOMITOHEHTIB TeliMi(pikOBaHOTO MPOIIeCy HaBUaHHSI, a caMe:

— KOPHUCTYBadi - BC1 YYaCHUKH - CTYACHTH (AJ11 HAaBYAJIbHUX 3aKJIa/IiB);

— 3aBJaHHJ, SKi BUKOHYIOTh KOPUCTYBadi, Ta IPOTpec y BU3HAYCHHI IIiJIeH;

— 0any, 010 HAKOITMYYIOTHCS B PE3Y/IbTAaTI BAKOHAHHS 3aB/IaHb;

— piBHI, SIKi KOPUCTYBaYi MEPEIAIOTh B 3aJICKHOCTI BiJ TOUOK;

— 3HAYKH, OI0 CIYT'yIOTh HArOpoJI0t0 3a 3aBEPIICHHS JIiH;

— paH)XyBaHHS KOPHUCTYBauiB BIAMOBIIHO JI0 IXHIX JOCATHEHb.

Jlo iIrpoBuX eneMeHTIB, 1110 (POPMYIOTh MEXaHIKy Mpolecy reimidikarii BITHOCATHCSA:

— BUKJIUK (MeTa JUIsi JOCSATHEHHS);

— 3aBJaHHS, TECTH;

— CHIBpOOITHULTBO (BUKOHAHHS POOOTH HaJA IMOMWJIKAMH, B3a€EMOJOIIOMOra IMpu
BUPIIIECHHI 33]1a4);

— 3BOPOTHMH 3B'A30K (1H(pOpMALlis IPO YCIIXHU IPaBLs);

— HaAKONMHWYEHHS pPecypciB (HAKOMMUYEHHs MOKa3HUKIB 3HaHb);

— BuHaroponu (O0oHycHI 6anu, Haropoau, OeHIKUKH, BIpTyallbHa BaJIIOTA);

— CTaH NepeMOorH (I1IKana J0CsIrHeHb, CyMapHUi MOKa3HUK 0aiB, HOTOYHHUN MOKa3HUK
3HaHb 3 YpaxyBaHHIM OOHYCIB, IJICYMKOBA OIlIHKA, PEHTHHT).

[efimidikoBaHMii mporiec HaBYaHHS MOXke 0a3yBaTHCS SIK Ha BCIX IIMX KOMITOHEHTax
pa3oM, a TaKOXK 3aCTOCOBYBATH TUIBKH JIESKI 3 HUX, SIKI JO3BOJISIOTH JOCSATHYTH JAWJTAKTHYHI
il ¥ 3aBnanHs. PeamizyBaTu 111 eneMeHTH reiMidikaiiii B HaBYaJIbHOMY MPOIIECY MOXKHA 3a
JTIOTIOMOT'OI0 OCBITHIX CEpBICIB, SIK1 30UIBLIYIOTHCS 3 KOKHUM POKOM. ICHY€ BeluKa KiJIbKICTh
CEpBICIB 1 CMIBTOBAPUCTB, 1110 BUKOPUCTOBYIOThH I'eiiMidiKallito 115l OCBITHU:

— Alice (https://www.alice.org/), Scratch (https://scratch.mit.edu/) — cepenoBumia as
BHUBUYEHHS OCHOB aJIFCOPUTMI3allli Ta MpOrpaMyBaHHs y irpoBiil Gpopmi;

— CodeSchool (http://codeschool.uzhnu.edu.ua/)- cepBic HaBYaHHS MPOrpaMyBaHHIO 3
eleMeHTaMu rerimMidikarrii;
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— MotionMathGames (https://motionmathgames.com/)- Mo06iIbHI Ta JIECKTOIHI irpH 3
MaTeMaTHKH,

— Mathletics (http://uk.mathletics.com/) - ocBiTHi# caliT [Is MIKOIAPIB, CIPIMOBAHUI
Ha 3aJIy4eHHs JiTel 10 MaTeMaTUKU Yepe3 irpu Ta 3MaraHHs,

— Spongelab (https://www.spongelab.com/landing/) - wiatopma ISt
NEPCOHATI30BaHOTHAYKOBOI OCBITH;

— LinguaLeo.ru (https://lingualeo.com/ru)-mikaBuit i edeKTUBHUI CHOCIO BUBYEHHS
aHIJIIMCBKOI MOBH;

— Kahoot! (https://kahoot.com/)- OGe3komITOBHMI OHJIAHH-CEPBIC I CTBOPEHHS

IHTepaKTUBHUX HABYAIBHUX IrOP.

— Zombie-BasedLearning (http://zombiebased.com/) — cepBic mis HaBuaHHS i3
3aCTOCYBaHHAM TEMAaTHKH 30MOi 1 IrpOBHX €JIEMEHTIB Ui MOOYIOBH HAaBYAJIHHOTO KYpCy 3
reorpadii;

— MinecraftEdu (https://www.minecraft.net/)- e onnaitH-cuMynsaTOp, B IKOMY T'paBIli
MOXYTh CTBOPIOBATH 3 OJIOKIB irpOBi CBITH, @ TaKOXX B3a€EMOMISTH 3 IHIIMMH TPaBISIMH,
AKTUBHO 3aCTOCOBYETHCS Y HaBaJIbLHOMY ITPOLIECH;

— WorldofClasscraft (WoC) (https://www.classcraft.com/) - 6e3komToBHa irpoBa
rtatdopma, 1o BiAHOCUTECS 10 chepyu MpoeKTyBaHHS HaBYaHHS. Lle OCBITHS poJIbOBa OHJIAKH-
rpa. Yipasisie Tporo BUMTENb (MaiicTep), BiH e po3aae 0anu 3a pi3Hi JOCSITHEHHS (BUKOHAHHS
3aBllaHb, BiANOBII Ha muTaHHs). [lepenbavaeThcst cucTema irpoBUX 3a0X0YEHbB 1 IIOKAPaHb.

[TpoBenenuii aHani3 JOBOJUTH ICHYBaHHS PI3HOMAHITHUX MOXKJIMBOCTEH BIPOBAKEHHS
TEXHOJIOTIT refimidikaiii B HaBYaNBHUHI Tporec. Aje B NMPaKTHI YHIBEPCHTETIB Ta MIKLI
VYkpainu reimigikaiiiss He oTpUMaia MOKU M0 IIUPOKOro nomwupeHHs. Lle miarBepaKxyroTh
JOCHTiKeHHs, npoBeaeHi y KwuiBcbkomy yHiBepcuteTi imeni bopuca I'piHueHka B paMKkax
MIPOEKTY ModernizationofPedagogicalHigherEducationbylnnovativeTeachingInstruments
(MoPED) 586098-EPP-1-2017-1-UA-EPPKA2-CBHE-JP [1]. B ankeryBaHHI B3sl y4acTb
2055 cryneHtiB Ta 769 BuKIajadiB YHIBEpCHTETIB, 10 € ydyacHHKaMu IIpoekty 3 pi3HHX
perioHiB YkpaiHu.

Tak, pe3yabTaTi aHKETYBaHHsI CTYJCHTIB Ta BUKJIA/1adiB 11[0JI0 OCBITHIX TPEH/IB JIAl0Th
MOJKJIMBICTh 3pOOUTH BUCHOBOK, 1110 Ce€peJl HalaKTyaJIbHIIIUX HANpsMIB OCBITH reiMidikaris
€ Haiimenin 3HauymiiM. Ha puc. 1 [1, C. 51] ta puc. 2 [1, C. 52] nogaHo po3noii BiAMOBiaeH
BUKJIaJ]auiB Ta CTYAEHTIB IIOJ0 aKTyalbHUX Ha iX IYMKYy TpeHIiB OcBITU. Tinbku 18,6%
OMHUTAHUX CTYAEHTIB Ta 7,5% y4HUTelNiB BBOKAIOTh reiiMidikalliro OJHUM 3 TOJIOBHUX TPEHIB.

5. 06epiTb TP HaNaKTyaNbHiLLi OCBITHI TpeHAM Ans Baworo
yHiBEpPCUTETY

769 Bignogigen

STEAM-ocsiTa 235 (30,6%)

DopMyBaHHS KOMMETEHTHOCTEl
[NepcoHanizauis, aganTyexe
HaBYaHHS

518 (67.4%)
186 (24,2%)

—550 (71,5%.
Po3BuTOK NiaNpUEMHMLBKOTO i
[OCNIAHMLBK. ..

leitmicpikaLlis

Po3suTok HedopManbHoT
OCBITH, BigKpUTIC. ..

MobinbHe HaB4aHHs

3MiHa poni suutens i
BUKNagava

229 (29,8%)

184 (23,9%)
237 (30,8%)
119 (15,5%)
0 200 400 600

Puc.1. HaifakTyasnbHil OCBITHI TPEHIU JUIsl BUKJIA/1adyiB YHIBEPCUTETIB

253


https://motionmathgames.com/
http://uk.mathletics.com/
https://www.spongelab.com/landing/
https://lingualeo.com/ru
https://kahoot.com/
http://zombiebased.com/)%20-
https://www.classcraft.com/

of the European Union international conference

Co-funded by the ° o ’ New Pedagogical Approaches
- Erasmus+ Programme TT 9 P E D I.y@ in STEAM Education

http://mopedproject.eu/ua/

ISSN: 2414-0325. Open educational e-environment of modern University, special edition (2019)

5. 06epiTb Tpu HaNaKTyanbHili OCBITHI TpeHAW Ans Baworo
YHIBEPCUTETY:
2 053 signoeigi

STEAM-oceiTa —696 (33,9%)
—819 (39,9%)

651 (31,7%)

PopMyBaHHA KOMMETEHTHOCTE

MepcoHanisauis, aganTueHe
HaBYaHHA

—1130 (55%)

Po3BUTOK NiANPUEMHULIBKOTO |
[OCNIAHMUBK. ..

leiimichikavis

Pozsutok HedopmansHoi
OCBITU, BIAKPUTIC..
Mo6insHe Hae4aHHs

3miHa poni B4nTENS |
BUKNanava

689 (33,6%)
381 (18,6%)

750 (36,5%)

708 (34,5%)

294 (14,3%)

0 250 500 750 1000 1250

Puc.2. HallakTyalnbHilli OCBiTHI TPEHIU AJIs CTYJAEHTIB YHIBEPCUTETIB

OCHOBHUMM MpUYMHAMU MOXHA Ha3BaTH CJa0Ky TEXHOJIOTIYHY OCHAIEHICTh
YHIBEPCHUTETIB, HEKOMIIETEHTHICTh MPO(ecopChKO-BUKIIAIAIBKOTO CKIaay B iH(OpMaIiifHO-
KOMYHIKaIliifHil cdepi, «aHTTTOMOBHICThY» OUIBIIOCTI IHTEPHET-TUIAT(HOPM, METOJONOTIYHUX 1
METOAMYHHX HEJOJIIKIB Y BUKOPHCTAaHHI MPUHIUIIB refimidikarii.

YacTkoBo 110 mpobaemMy MOKHA BUPIIIUTH IIJISTXOM MiATOTOBKH MallOyTHIX BUMTEINIB JI0
3aCTOCYBaHHA TEXHOJIOTIi TrelMidikamii y HaBYaJbHOMY TIpOLECi IIKOJIM B MeEXax
YHIBEpCUTETChKMX HaBYaJbHUX mporpaM. IligroroBka BuMTENsl 10 IrpOTEXHOJIOTTYHOL
JISUTBHOCTI TOBHMHHA OYTH TpPOLIECOM, SIKMH Ma€  [UIeCTIPSMOBaHUH, IJIAaHOMIpHU,
OaratopiBHEBH, OaraTOeTalTHWI XapakTep, 31 crenudiuHO OPraHi30BaHOK B3a€EMOJIIEI0 BCIX
YYaCHUKIB HAaBUaHHS, Ta SKUH CHOPSIMOBAHUN Ha OBOJIOJIHHS HOBITHIX ITPOTEXHOJOTTYHUX
3HaHb Ta BMiHb, Ha ()OPMYBAHHS Y CTYACHTIB HEOOX1THUX IrPOTEXHIK, OCOOUCTICHUX SKOCTEH
IIPU MOCTITHOMY KOHTPOJIi JOCATHYTUX pe3ynbTatiB. [11]. Lle nae MoxIMBICTh CTBEpAKYBAaTH
PO HEOOXIAHICTh BKIIOYEHHS A0 (axoBoi MiATOTOBKM MaiOyTHIX BUMUTENIB IUCIUILTIH,
CIpPSIMOBAaHUX Ha 3100yTTs 3HaHb Ta BMIHb B Tajy3l 3aCTOCYBaHHs reimigikailii B OCBITHII
TiSUTBHOCTI HIKOJISIPIB.

Tomy, B JIyrancekoMy HallloHaNbHOMY yHiBepcuTeTl iMeH1 Tapaca llleBueHka B pamkax
npoekty “Modernization of Pedagogical Higher Education Using Innovative Teaching Tools”
(MOPED) EU Erasmus + KA2 program the development of the potential of higher education
(No. 586098-EPP-1-2017-1-UA-EPPKA2-CBHE-JP) Bemetbcsi poboTa 3  pO3pOOKH
HaByabHOTO Kypey «[ efimidikariis B HaByambHOMY Tporieci mkoan» (naii «I efimidikarisy),
PO3pOOHUKHU KypCy: JOLEHT, KaHAMJAT neaaroriyHux Hayk, IlepescmaBcbka C.O., IOLEHT,
KaHAuIaT TexHIYHuX Hayk, Ko3yo I'.0.

HaBuanbHuii Kypc npu3HaueHWi 11 miaArotoBku wmarictpiB Hampsmy 014 Cepenns
ocBiTa 31 cienianizauieto [npopmaruka, Pizuka, Marematuka. Kypc mae obcar i’ it KpeIuTiB
Ta BIAHOCHUTBHCS 10 BUOIPKOBOI YaCTMHM OCBITHBOI mporpamu. Lle Hakiagae neBHi paMKu Ha
Horo 3MicCT.

EnexTuBHI Kypcu B MOPIBHAHHI 3 IpeAMETaMH HOPMATUBHOI YaCTMHU MalOTh OUTBIIY
BapiaTUBHICTh 3MICTY, HMOCHUJIIOIOTH NPAaKTUYHY 1 JOCTHIAHMIIBKY CKJIaI0BY MHpodeciiiHOro
HaBuaHHs [15, C. 79].Tomy kypc «leiimidikanis» cnpsMoBaHHUN, 3 OAHOTO OOKy, Ha
NOJaJIbIIUKA PO3BUTOK HU(POBUX KOMIETEHIIH MalOyTHBOTO BUMTEINS, a 3 JPyroro, — Ha
¢opMyBaHHS HaABUKIB KPEaTUBHOI'O MHCIIEHHS JUIsI BOPOBAKEHHA TedMidikamii y
HaBYAJILHOMY IPOIIEC] IITKOJIH.
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B mi€i muomuHi 3HaXOAUTHCS I TOJNOBHE 3aBIaHHS KypCy - MIATOTYBaTH CTYIEHTIB —
MaiOyTHIX BUUTEINIB JI0 TPAKTUYHOTO BUKOPUCTAHHS TEXHOJIOT1H TeimMidikariii y HaB4aJIbHOMY
IpoIIeCi 3arajJbHOOCBITHROI MIKOIH. [HAMKATOpP TOCSATHEHHS IIeH Ta 3aBAaHb (POPMYETHCS Y
BUTJISIII KIHIIEBUX PE3Y/IbTaTiB HABUAHHS Ta KOMITCTCHITIH.

HaiiBaxxnimmm € QopmyBanHa (axoBux (crmeuiaTbHHUX) KOMIETEHTHOCTEH, SKi
CKJIAAIOTHCH 31:

— 3/1aTHOCTI CHUCTEMAaTH3yBaTH KOHLENTYalbHI 3HAHHA Ta PO3YMITH HaWOLIbII

aKkTyajabH1 Tpo0JIeMu TeimMidikallii OCBITHBOTO MPOIIECY IIKOJIH.

— 3/aTHOCTI 10 3aCTOCYBaHHS Ha TMPAKTHIl CHUCTEMH HAYKOBHX 3HAaHb PO

reimidikariiro

—  3/1aTHOCTI po3po0sTH, ineHTH}iKyBaTH, Kiacu]iKyBaTH Ta OMUCYBATH MPOEKTHI

3aBJaHHA 3 €JIeMEHTaMu reimigikariii, 3HaAXOJUTH paIliOHAbHI METOAM, Ta
HiXO0/U 110 iX pO3B’SI3aHHS.

BaxxmmBum KpokoM B po3po0i1li Kypcy Oyii0 BU3HAYEHHS IMiIXOAIB IO 3MICTY HaBYaHHS.
CTpyKTypyBaHHS HaBYaJIbHOTO MaTepialy BiAOyBaiocs 3a MOAYJIBHOIO CHCTEMOIO. A came:
Kypc mependadae TpH 3MICTOBHHX MOJIYJS, B SKHX PO3TJISIIAIOTHCS TEOPETUYHI OCHOBHU
reiimidikaiii, exeMenTy reiimidikalii B Ha4aIbHOMY MPOLIEC] HIKOJIU Ta TEXHOJOTIi pO3pOOKH
TUIAKTHYHUX MMPOCKTIB 3 eJIeMEHTaMU TeiiMidikarii.

[TpuHIIMNIOBMM, HA HAIl TOMJIAN, € JOTPUMaHHA 0a30BHX MPHUHIIMIIB MOIYJIHHOTO
HaBYaHHs. ToMy mi yac po3poO0KH 3MICTOBHHX MOJYJIIB MH BPaXOBYBAJIM HACTYITHE:

— CHCTEMAaTHUYHICTh, JIOTIYHA TOCHIJIOBHICT, BHKIAAy HABYAJIBHOTO MaTepiamy,
IUTICHICTB 1 MPaKTHYHA 3HAYYLIICTh 3MmicTy [14];

—  HaBYaJIbHI MaTepianu Tpebda CTPYKTYpPYBaTH 3 ypaxXyBaHHSM JIOCSITHEHHS KOXXHUM
CTYJICHTOM YiTKO BU3HAYEHUX AMIaKkTHUHUX 1itei [18, C. 87];

— MOIylb Mae OyTH OpraHi3oBaHUM sK IUTICHUN OJNOK iHGoOpMalli, Mo peanizye
KOMILIEKCHY auaakTuuny mety [18, C. 87];

— BIANOBIAHO 70 00CATY 1 CTPYKTYPH OCBITHBOT'O MaTepiaiy JOLIJIbHO IHTErpyBaTH
pi3HOMaHiTHI BUIH, GOpMH 1 TexHooTii HaByanHs [18, C. 87];

— OILIHKY NependadyBaHUX pe3yNbTaTiB 1 omepaliioHani3amii e, a TakoXK OIIHKU
MOXJTBOCTI iX JocsirHeHHs i nepesipku [17, C. 115].

BinmoBigHO 10 IMX MNPUHIMMIIB OYylI0 pO3poOIEHO 3MICTOBHY YacTHHY KYypCy.
CtpykTypa Kypcy Ta HOro MOIYJIB HaBeJeHa HIkue y Tabn. 1 (po3poOHUKWU:
I[MepesicnaBcbka C.O., Ko3y6 I'.0.). Ilpu 1boMy KOXKHa TeMa MOJYJIiB Ma€ CBOKO JAUAAKTHYHY
METY Ta YITKO BU3HAU€H1 OYiKyBaH1 pe3yIbTaTH HaBYaHHS.

Tabmums 1.
Ctpykrypa Kypcy «l eiimidikaliisi B HaB4aJIbHOMY IPOIEC] KO
Homep Ha3sga
3MiCTOBHOTIO 3MiCTOBHOTO JuaakTuyHa Mera
MoayJist MOyJist
1 Teopernyni — (dopmyBaHHS TOHSATTS 71 npuiiomis reimidixarii,
OCHOBH CHCTEMaTH30BaHUX 3HAHb PO OCHOBHI acmeKTH reiiMidikamii B
reimidixarnii. 0i3Heci, B COLIAIBHAX MPOEKTaxX Ta OCBITI

— (hopMyBaHHS 3Hab IIPO CYTHICTh TUJAKTHYHOI I'PH Ta irpOBUX
MearoriyHUX TEXHOOT1H, METOIUK PO3POOKH Ta POBEACHHS
JUJaKTUYHUX irOp B OCBITHROMY HPOLEC] IIKOJIH.

— (opMyBaHHS NOHATTS TEOPETHYHHX OCHOB Teimidxarii, irpoBux
MeXaHiK, THIy TpaBLiB i reM-An3aliHy, BIPOBAKEHHSIM irpOBUX
MEXaHiK 3a TICUXOJIOTIYHUMHU TIiIX01aMU JIO TPaBIIiB.
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2 Enementu — ¢QopMmyBaHHS  CHCTEMAaTH30BaHHX 3HATh PO  ICHXOJIOTO-

reimiikamii B
HABYATBHOMY
MPOIIECi MIKOIH

MearorMYHUi MOTEHINian TeiMigikalii B OCBITHBOMY MpoIeci
IIKOJIM, HABUKIB MOTHBYBAHHSI YUHIB IIiJl YaC HABYAHHHS
(hopMyBaHHS CUCTEMATH30BaHUX 3HAHB MPO CTaH Ta MEPCICKTHBH

IrpOBUX TEXHOJIOTIH B OCBITHROMY HpOLIECi OYATKOBOI, OCHOBHOT
Ta CTapLIO] KON

— (opMyBaHHS 3HaHb IPO MOJKJIMBOCTI Ta MEPEBArW 3aCTOCYBAHHA
KOMIT FOTEPHUX irop Ta irpoBuX IiatdopM B HABYAIIEHOMY IpOIieci
IIKOJIM, HABMYOK ¥ MpHifOMiB po6OoTH 3 HuMH (HAa TPHKIALI

Classcraft)
3 IIporpamsui — ¢QopMmyBaHHS 3HAHb, HABUYOK W MPHHOMIB POOOTH 3 MIPOTPAMHAMHU
3aco0u Ta 3acobaMm Ta cepBicaMH AT CTBOPEHHS OCBITHIX MPOEKTIB 3
TEXHOJIOTI1 esleMeHTaMu reimidikanii (Ha npukiani Kahoot!)

po3pobKu — (opMyBaHHS 3HaHb, HABUYOK i NPUIHOMIB pOOOTH 3 IPOIPaMHUMHU

AUAAKTHYHHX 3aco0aMH Ta IHCTPYMEHTIB PO3POOKH NUAAKTUYHUX IOJATKIB 3
POCKTIB 3 eneMeHTaMu reiimidikanii (Ha npukitani Alice Ta Scratch)
eJIeMEHTaMH

revimigikarii

Kosken Moaynb Kypcy MiCTUTB pi3Hi pOopMH opraHi3alii HaBYaIbHOTO MPOLECY: JIEKIii,
ceMiHapChKi Ta MpPaKTH4HI 3aHATTS, jJaboparopHi pobotu. OcobnuBa yBara MPHUAUISETHCS
CaMOCTIHHOT PoOOTiI CTYACHTIB, sSKa MICTUTh TBOpYl pPOOOTH, PO3pOOKY IMPOEKTIB TOIIO.
BinnoBigHo 1o ¢GopM HaBYaHHS 3aCTOCOBYIOTHCSI Pi3HI 1HHOBAIIWHI TUAAKTHYHI METOAM Ta
TEXHOJIOTI1, a camMe: MO3KOBHH IITYpM, METOJI MIPOEKTIB, OIIHIOBAHHS PE3yJIbTaTiB HaBYaHHS
peer review (pelLieH3yBaHHs) 3 €KCIEPTHOIO IPYIOI0 CTyIAeHTIB, TexHonoris flipped learning.,
mpoOiieHe HaBYaHHSA. B3aeMonis pi3HMX TeENarorivHUX MeTONIB Ta iH(OpMAIiHHUX TEXHOIOTIH
336C3He‘1yTb BXOIKC€HHS KOXXHOI'O MOAYJIS B I_[iHiCHy CHUCTCMY 3araJIbHOro nNpeaAMeTHOTO HaBUaHHA.

4. BUCHOBKMU TA NEPCIIEKTHUBU INOAJAJIBIIUX JOCJIIKEHb

OpHMM 3 aKTyaJlbHUX HAaNpsMIB PO3BUTKY OCBITHIX TEXHOJOTIH € reimigikariis.
BripoBajykeHHsI irpOBHX €JIEMEHTIB B MPOLIEC HABUAHHS CIPUSE MiJBUIICHHIO Mi3HABAJIBHOT
AaKTUBHOCTI Y4HIB, ()OPMYBaHHIO 1HTEpEeCy /A0 3HaHb, PO3BUTKY HaBYaJIbHOI MOTHBALli Ta
iHimiaTuBHy. ['efimidikaliis B 0CBITI — Iie MPOLEC MOMIMPEHHS I'PU Ha Pi3HI chepH OCBITH, IKUN
JI03BOJISE PO3TIISAATH IPY 1 K METOJI HaBYaHHS 1 BUXOBaHHS, 1 IK pOpMy BUXOBHOI poOOTH, 1
AK 3aci0 opraizamii HUTICHOTO OCBITHBOTO mpolecy. CrnekTp 3acTocyBaHHA reimidikarii B
OCBIT1 JIOCUTh IIUPOKHMH, 110 J03BOJISIE TOBOPUTH MPO MEPCHEKTUBU IIi€1 TEXHOJOril Ta ii
eseMeHTiB. [IpoBeneHuii aHami3 JOBOAWTH ICHYBAHHS pPI3HOMAaHITHMX MOJKJIMBOCTEH
BIIPOBAKEHHS TEXHOJIOT1I reriMidikalii B HaB4aJIbHUM polec. AJie B IPaKTHIIl YHIBEPCUTETIB
Ta KT YKpaiHu reiimidikaiiss He oTpuMaia MOKH L0 MIMPOKOro momupeHHs. OCHOBHUMHU
IpUYMHAMU MOKHAa Ha3BaTH CiIa0Ky TEXHOJIOTIYHY OCHAUIEHICTh  YHIBEPCHUTETIB,
HEKOMITETEHTHICTh MPO(ecopchbKO-BUKIIAAALBKOTO CKJIaAy B iH(OpMaliiiHO-KOMyHIKaliiHIN
cdepi, «aHITIOMOBHICTB» OUIBIIOCTI 1HTEPHET-IIIATGOPM, METOJOJIOTIYHUX 1 METOJUYHUX
HEJI0JIIKIB Y BUKOPHCTAaHHI MPUHLIUIIB TeiMidikartii.

OpHuM 31 NUIAXIB BUPILICHHS L€l MPoOJIeMH € MiJroToBKa MaOyTHIX BUMUTENIB IO
3aCTOCYBaHHA TEXHOJIOTIi reWMidikanii y HaBYaJbHOMY TIIpOLIeCi INKOJIM B MeXax
YHIBEPCUTETCHKUX HaBYaJIbHUX MporpaM. ToMy He0OX1JHO BKIIFOUATH J10 (paxoBoi MIArOTOBKU
JUCLHUIUTIHY, CIIPSIMOBAaHI Ha 3100yTTS 3HaHb Ta BMiHb B Taly31 3aCTOCYBaHHS reimidikarii B
OCBITHIH IISITHOCTI HIKOJISIPIB.

Tomy, B JIyrancbkoMy HallioHaJIbHOMY yHiBepcuTeTi iMeHi Tapaca LlleBueHka B pamkax
npoekty “Modernization of Pedagogical Higher Education Using Innovative Teaching Tools”
(MOPED) EU Erasmus + KA2 program the development of the potential of higher education
(No. 586098-EPP-1-2017-1-UA-EPPKA2-CBHE-JP) Bemetbcst pobota 3  pO3poOKH
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HaBYAIBHOTO Kypcy «lelimidikamis B HaByanpHOMY mporeci mkonu» (Ilepescnasceka C.O.,
Kosy6 I".0.)

[lepcnekTHBH MOJAIBLIMX JOCTI/KEHb CHPSMOBAaHI HAa BUBYECHHS  MOMIJIMBOCTEH
BIPOBA/DKCHHS TEXHOJIOTIT reiimidikamii B mporec Cy4acHOi MIKIIbHOI OCBITH IIJISXOM
CTBOPEHHSI HOBHX TelMi(iKOBAaHMX AMJAKTHUYHUX JOJATKIB Ta PO3pOOKH METOAMK A0 iX
3aCTOCYBaHHSI.
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Abstract. The article deals with the main provisions and principles of gaming technology and
concludes that this is one of the most important areas of development of educational technologies.
The introduction of gaming elements into the learning process contributes to raising pupils’
cognitive activity, forming interest in knowledge, developing learning motivation and initiative. The
key concept of the research, namely «Gamificationy, is analyzed, and the following definition is
given: integration of game elements and game thinking in activities other than games. Gamification
in education - is the process of spreading the game to various areas of education, which allows you
to consider the game and as a method of teaching and education, and as a form of educational work,
and as a means of organizing a holistic educational process. The analysis of scientific sources
provided the basis for the selection of the main components of the gameplay process of learning and
game elements that form the mechanics of the process of gaming, namely the challenge, tasks, tests,
cooperation, feedback, resource accumulation, rewards, and the state of victory. In the course of the
study, it was revealed that gaming has not yet been widespread in educational practice in Ukraine.
The main reasons include the weak technological equipment of universities and schools, the
incompetence of the teaching staff in the information and communication sphere, «English-
language», which represents the majority of Internet platforms, methodological and methodological
shortcomings in the use of the principles of gaming. So, in order to train teachers for the skills of
introduction of gamification in education, the course " Gamification in the educational process of
the school" was developed, which is being developed within the framework of the project
“ModernizationofPedagogicalHigherEducationUsingInnova-tiveTeachingTools” EU Erasmus +
KAZ2 program the development of the potential of higher education (No. 586098-EPP-1-2017-1-UA-
EPPKA2-CBHE-JP). The article deals with the conceptual approaches to the course and outlines the
main objective of the course - to prepare students - future teachers for the practical use of
technologies of gaming in the educational process of a comprehensive school. Indicator of
achievement of goals and tasks is formed in the form of the final results of training and competences.

Keywords: gamification; gaming technology, school educational process; competence; MOPED
project; future teacher
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