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Cmamms  npucesueHa  auanizy,  KOMWIEKCHIl — OYIHYi ma  Xapakmepucmuyi
MeopemuKko-npaKmuyHux 3acao eeumighikayii 6 oceimi. AKmyanrbHicmob 00CAIOHNCEHHS BUKTUKAHA
20CmMpoio nompeboi0 NOwyKy eheKmusHuUx 3acodie OUCMAHYIHOL 0c8imu 3a YMOBU 308HIUUHIX
BUKIUKI6 OCMAHHIX pokie (Oucmanyitina oceima 6 ymosax nanoemii COVID-19 ma
NOBHOMACUWMAOHO20 POCIlICLKO20 8MOP2HEHHs 8 YKpainy), a makodc 3a2aibHO0 MeHOEHYIE
nepexooy pO3GUHEHUX Kpain 6i0 mpaouyiiHux ycmanenux ¢opm oceimu 00 HOBUX,
didxcumanizoganux gopm. Kniouosa mema 00cCniodceHHss — NpOAHANi3y8amu NOMeHYial
eeumighikayii oceimHb020 cepedosuwya 5K IHHOBAYINUHOI mexHonoz2ii HasuauHs. Bukopucmani
Memoou OOCHIONCeHHs: AaHANI3 JimepamypHux o0dcepen, aHani3 ma CUuHmes, NOPIGHAHHS,
oianekmuynuti mMemoo, abcmpaz2y8anHs i KOHKpemu3ayis, y3a2alibHeHHs, CUCMEMHUL AHAT3,
Memoo po3enady NCUXONOSIYHUX AGUW. Y pe3ynomami npoeeoeH020 O0O0CHIONCeHHS HABEOEeHO
BUSHAYEHHS NOHAMMA «2eumighixayin 6 o0ceimiy, ni0 AKUM PO3YMIEMbCA BUKOPUCMAHHA 8
0C8IMHLOMY NpOYeCi i2poux 3acobis, nioxodie ma NPAKMuUK, w0 NPUMAMAHHI CYYACHUM iepam i3
BUKOPUCMAHHAM  IHPOPMAYITIHO-KOMN TOMEPHUX — MEXHONO02Il  (KOMN TOMepHUM, MOOLTbHUM,
OHIAUH-I2PAM) 3 Memol0 MOMUBYBAHH MA NIOCULEHHs NI3HABANbHOI OisIbHOCMI 3000y8a4ie
oceimu ma 3abe3neuenHs ix Oinvwioi 3anyuerocmi y npoyec HaguamHsa. Cxapaxmepuzo8aHo
NO3UMUBHI CIOPOHU 2etiMighikayii 0c8imHb0O20 cepedosuwya (8naue Ha MOMUBAyiluHy cghepy ma
iHmepec 00 HABYAHHS) MA He2aMUBHI HACIIOKU (0OMediceH s De3nocepeonboi KOMYHIKAYIi MidC
3000y8auamu  oceimu, Haomipue euxopucmants EOM). Bu3naueno O0CHOB8HI CK1A008i
eelmighikayii: OuHamixa, Mexawika, ecmemuka ma coyianvHa 63aemoolis. Cxapaxmepu3o8aro
Hanuoibw eghekmueHi 8 0OCBIMHLOMY CepedosUi MEXaHIKU celmipirayii: docsaeHenHs, OUHAMIKA
NpU3HayeHHs, OOHyCcU ma Me2aOoHyCu, 2pynoea poooma, 360pOMHUU GIONIK, OO0CHIONCEHHS,
80JI00iHHA, pi6Hesa CmMpYKmypa, 6UceimieHo ix nepesazu ma HeOoONiKu. Bcmanoeneno
NCUXONIO2TUHULL KOHMeKCm 2elmighikayii oceimnboeo cepedosuwia. Hasedeno xapakmepucmuxy
KOCHIMUBHOMY, eMOYIUHOMY ma COYIanbHOM)Y KOMHOHEHMAM HNCUXON02IYHO20 NOMEHYIANy
eelmighikayii 6 oceimi.

Knrwouoei cnosa: ceimvighixayis 6 oceimi, oceimHe cepedosuuje, ieposi 3acobu,
KOMN tomepHa epa, OUCManyiiHa 0c8ima, NCUXO102IUHi 0COONUBOCMI

1. IMocTanoBka npodiemu. TpaguiiiiHy OCBITHIO MOJIENb HEOJJHOPA30BO KPUTHKYBAJIU B
HAyKOBOMY TIOJNI 3a «MacoBUM» MiiXijA, HepeBary MOHOTOHHOTO 3araM’sITOBYBaHHsS Iepen
OCMHCJICHHSIM, TEOPETHYHE TIIEPEeHACHYCHHS Ta MaJly YacTKy TPAKTHYHOTO 3aKpIIUICHHS.
CyuacHuii mo6anizoBaHuii HUGPOBIZ0BAaHUIN CBIT BUCYBa€ HOBI BUMOTH 110 cepu ocBithu. Cepen
HUX — BUKOPHUCTAHHS 1HHOBAI[IMHUX OCBITHIX TE€XHOJOTIH, 110 3/JaTHI MOTUBYBAaTH Ta 3allIKaBUTH
3q00yBaya OCBITH, CIIOHYKaTW HaByaTUCs. BukopucTaHHS Takux 3aco0iB mependadeHo
koHuenuiero STEM-ocBiTy, sika Hapa3i akKTUBHO BIPOBAKYETHCSI B OCBITHIH Ipoliec B YKpaiHi.
[HHOBaNI}HI TEXHOJIOT HAaBYAaHHS MMPHU3HAYEHI HA/laTH HAaBYAIbHOMY MaTepiaity Taky Gpopmy, sKa
Oyne mpuHArigHa [Js Kpamioro 3amaM sSTOBYBaHHS Ta 3aKpIIUICHHS 3100yBadaMH OCBITH
HeoOxinHoi iHpopmanii, a TakoX (opMyBaTH Ta PO3BUBATU IIUJIbOBI NMPAKTHUYHI HABUYKH.
3apyOikHI Ta BITUM3HSAHI (axiBLl 3alpPONMOHYBAJM HU3KY KOHIENTYaJIbHUX MIIXOMIB 10
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peamizarii 1HHOBAI[IHHUX TEXHOJOTIA HaB4YaHHS. JlOCHTH BIJOMOIO, ajie TMOPIBHSHO MAajo
3aCTOCOBHOIO TEXHOJIOTI€I0, € reiMidikalis, Ska nepeadadyac BUKOPUCTAHHS ITPOBUX 3aC00iIB B
HEIrpOBOMYy KOHTEKCTi. Y MapKeTHHTy Ta Oi3Heci reimigikaliisi Bke HEOIHOPAa30BO JOBEIa
BJIacHY €()EeKTUBHICTb, aji¢ B OCBITHbOMY CEpPEJOBHUIII I TEXHOJIOTisl HEIOCTAaTHbO MOIIHUPEHA.
ToMy akTyadbHICTH JOCHI/DKEHHS BUKIWMKAaHA HEOOXiTHICTIO OOTPYHTYBaHHsS TIiepeBar Ta
BU3HAUCHHS HEAOJIKIB IHTerpaiii reimidikoBaHUX 3aco0iB B OCBITHIA mporec. OcoOIuBOro
NPaKTUYHOTO 3HAUEHHS II€ JTOCIIPKEHHS HaOyBa€ B KOHTEKCTI akTyali3allii moTpeOu pO3BUTKY
JTUCTAHIIMHOI OCBITH B YMOBaxX HETaTHBHMX 30BHIIIHIX 0OCTaBHUH.

2. AHaJji3 ocTaHHixX gocaizkensb Ta myduaikanii. JlocnimkenHio retiMidikarii OCBITHHOTO
CepEe/IOBHINA MPUCBITIIIM CBOI Tpalli 3apyOikHi Ta BITUM3HAHI AocHigHUKH. Cepen 3apyO0iKHUX
yueHHX ciij Bim3Hauutu BHecok K. BepGaxa, aBropa Bimomoro kypcy «Gamification» Ha
miardgopmi Coursera, a Takok K. Kamma, /[. XanTepa (ogHOTO 3 aBTOPIB MOMYJISPHOI KHUTH
«3anyuaii 1 Bonomaproi. IrpoBe MuUCIeHHsT Ha cimyxk0i 6i3Hecy»), k. JIi Ta iHmmxX. 3aificHeH]
TEOPETHKO-TIPAKTUYHI JOCTI/DKEHHS OyJIM TPOJOBKEHI BITUM3HSHUMU BYCHUMH, CEpel SKUX:
C. O. IlepesicnaBchka,  O. O. Cmarina, O. O. Imutpienko, P JI. Anayk, I. O. Kosy0,
T. O. JIsmenko, M. B. I'pumynina, B. P. [Tiukyp, X. B. Meuyc, O. O. Cmotp, JI. JI. 3eneHcrka,
K. B. Kosinsko, K. M. Mexen, O. B. 3axaposa, A.B.Ipysn, B.JL by3sko, C.Il. Benuuxo,
1O. B. €uykano Ta iHmi.

3. BujineHHsi HeBHpilleHMX paHille YAaCTHH 3arajbHoi mpodjemu. [eiimidikamis B
OCBITHIN cdepi € mocuTh HOBUM siBuIeM. Cepen HayKOBIIIB JIOCI BIACYTHS €IMHA TOYKA 30pYy
IIOI0 TOTO TMHTAHHA, SKi caMe 3aco0M CiiJ BIZHOCUTH 10 3aco0iB reiMigikarii B OCBITI.
Bomnouac cywacHi peamii rocTpoi mpoOieMH IMOITYyKy HaWIOIUIBHIIIMX 3ac00iB HaBYaHHS B
yMOBaxX JUCTAHIIAHOI OCBITM BUMAaraloTh akTyasi3auii MpoOieMH KOMIUIEKCHOTO aHaji3y
MOKJIUBHX 3aC001B Ta OOTpyHTYBaHHS iX BHOOpPY. KpiM TOT0, BAXKITMBOIO TEOPETHKO-TTPAKTUIHOIO
3a/lauel0 € XapaKTepUCTHKA TICHXOJOTIYHUX OCHOB BHCOKOI YW HHU3bKOI €(EeKTUBHOCTI
reiimiikarii B ocBiTi. Bkazani muTaHHS Ha CHOTOJHI HEIOCTATHHO OKPECIEHI B Cy4YacHHUX
JOCITIKCHHSX.

4. @opmyoBaHHs 1ijeil crarTi. MeTa NOCTIDKEHHS — MPOAaHATI3yBaTH MOTEHINAI
reiiMidikaiiii OCBITHbOTO CEPEOBHINA K 1HHOBAILIMHOI TEXHOJIOTii HaBYaHHs. [[1s1 MocsTHEeHHs
OKpPECJICHOT METH Y JOCJIIIPKEHHI BU3HAYCHO Ta BUPIIIICHO TaKl 3aB/IaHHS:

- JIOCHIJUTH KOHLENTYyaJlbHI OCOONMBOCTI MOHATTS «reiiMidikaiis B OCBITI», OCHOBHI
nepeBard Ta HEIOJIKM Yy TOPIBHSHHI 3 TpaJuliMHMUMH (GopMaMHu HaBYaHHS, HaW4acTile
3aCTOCOBHI iIrpOBi MEXaHIKH;

- TIpOaHaJi3yBaTH MCHUXOJIOTIYHI MEPEIyMOBH Ta OCOOIMBOCTI iHTErpaiii reitmidikoBaHux
3ac00iB y OCBITHIH mpoIiec.

5. Bukiag ocHOBHOro marepiany aociigxennsi. Komn’iorepHi Ta MOOUIbHI irpy MILIHO
YBIHIIA B KUTTA 0arathox JIOACH. 3a CTaTUCTHKOIO, Y CBITI MOHAA 3 MIpJ JrofeH (TpeTuHa
BCHOTO JIIOJICTBA) PETYISIPHO TparoTh B elekTpoHHI irpu [1]. Taka mmpoka HOMyNIsSIpHICTH
€JIGKTPOHHHUX Irop CIpPUYMHMIIA 3PO3YyMIUIMHM 1HTEpec 10 IX 3acTOCYBaHHA B IHIIMX cepax
(BIAMOBIMHUN TpoLEeC Ha3MBAa€ThCs reimidikamiero). JlocuTh NPOAYKTUBHO TreimMidikariis
BUKOPHCTOBY€EThCS y npodeciiiniii cdepi. Hocmipkenns, nposeaeHe TalentLMS [2], moxka3aiio,
1o reimigikariisi podboyoro mporecy MiABUILYE NPOTYKTUBHICTD 89 % mpaiiBHukiB. Takox 83%
NpaliBHUKIB, 1[I0 MAJU CIIPaBy 3 reiiMipikoBaHUMHU TPEHYBaJIbHUMU 3ac00aMH, BiAUyBalOTh cebe
Outbll  yMoTHBOBaHUMH, 33 % — mparHyTh Maru OUIbLIE €JEeMEeHTIB reimigikanii B
TpeHyBaJIbHUX poOouMx 3acobax. HaBeneHi cTaTuCTHuHI JaHi MiATBEPAXKYIOTh €(PEKTHBHICTH
reiiMiQikarii pi3HUX MpoueciB podoyoi IiAIbHOCTI.

Ha nymky K. Bepbaxa, npodecopa, sikuit y 2012 pomi ctBopuB Ha Coursera Kypc
«Gamification», TPHUCBIYCHUN HOCIIIHKCHHIO OCOOMMBOCTE Ta METOIUK BHUKOPUCTAHHS
reiimi¢ikarii, ocTaHHs Moxke OyTH BH3HAu€Ha SIK MPOLEC, L0 BUKOPUCTOBYE EJIEMEHTH Ta
MeXaHIKM T'pU B HEIrpoBoMy KOHTeKcTi [3]. Cxoxy mo3uuito Buciositoe K. Kann, Bu3Hauaroun
reiiMmi(ikamio K «BUKOPUCTaHHS I'PH HAa OCHOBI MEXaHIKH, €CTETHKH Ta IrPOBOIO MHUCIICHHS,
1100 3aJy4UTH JIOACH, MOTUBYBATH 11, CIPUSATH HABYAHHIO Ta BUPIIIEHHIO pobiem» [4]. OTxe,
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reiiMmi(ikamiss — 11e BUKOPUCTAHHS €JIEMEHTIB Ta OCOOJMBOCTEH, BIACTUBUX IrPOBUM 3acobam,
JUIS. JOCSATHEHHS METH Ta BHPINICHHS 3aJa4, HE IIOB’S3aHUX O€3MOCepeHbO 3 IrpOBOIO
TUSIIBHICTIO.

Pe3ynbrary orsay HasBHUX IMIIXOMIB 10 BU3HAYCHHS MOHATTS reiiMidikaliii B OCBITHBOMY
CepeIOBUIII HABEACHO B Tabmwii 1.

Tabnuys Nel
Hayxoei nioxoou 0o susunauenus nousmms «2eumigixayis 6 oceimiy *
ABTOp(1) BuznaueHHs
1 2
C. O. IlepesicnaBcbka, | [Ipouec mommpeHHs rpu Ha pi3HI cepu OCBITH, SIKUH JTO3BOJISIE
0. O. Cmarina pO3MIsSAaTH TPy 1 AK METOJ HaBYaHHA 1 BUXOBaHHSA, 1 K (Gopmy
[5,c.251] BUXOBHOi po0OOTH, 1 sIK 3aci® opraHizailli IUJIICHOTO OCBITHBOTO
POIIECY.
0. O. JImutpieHKO Brenenns abo 3acTOCyBaHHS €JIEMEHTIB IrPOBUX OHJIAMH-TEXHOJIOT1H
[6, c. 135] 3 TWJAKTUYHOIO METOI0 CTBOPEHHSI TaKOi CUCTEMHU, B SIKiM yCIIIIHICTh
TpU yYaCHUKA 3aJCKHTh BIJ MOrO0 HABUYOK 1 3HAHb, SIKI MOYKHA
MIEPEHECTH B peaIbHUM CBIT.
P. JI. SAAnuyx BuxopuctanHs irpoBUX TPaKkTHK, BHKOPHUCTAHUX B CyYacCHHX
[7, c. 48] OHJIAMH-ITpax, € BUKOPUCTOBYIOTHCS Pi3HI METOIM MOTHBAIl JJIs
MIJICHUJICHHS 3aIliKaBJICHOCTI YYHIB y JOCSTHEHHS peajbHUX IIIJIeH B
OCBITHBOMY IIPOIieCi, 800 V BUBYEHHI HABYAILHOI'O IIPEAMETA.
I". O. Kozy6 3acTOCyBaHHA MiAXOMIB, XapaKTEpPHHUX MJI KOMII IOTEPHUX Irop B
(8, c. 113] NPOTPAMHUX 1HCTPYMEHTaX [UIs HEIrPOBHX TIPOLECIB 3 METOI0
3alyuyeHHs Y4YHIB, MIABHUIIEHHS IX 3JaTHOCTI TpHU pIlICHHI
NPUKJIQJIHUX 33]1a4, BAKOPUCTAHHS IPOJYKTIB, TIOCIYT.
T. O. JIawmenko, BukopucranHs irop, IrpoBHUX TEXHIK Ta IFPOBHX MpPaKTHK 3
M. B. I'puiyHina, OCBITHBOIO METOIO.
B. P. [Tiukyp
[9,c. 114]
X. B. Meuyc, JlomaBaHHS €IEMEHTIB IrpOBOTO MPOLECY 0 ICHYIOUMX HAaBYAIBHHX
0. O. Cmotp KypCiB, 100 3aJly4UTH YIHIB, MOTHBYBATH iX JIii, CIPUATA HaBYAHHIO.
[10, c. 165]
JI. J1. 3eneHchbKa, 3acTOCyBaHHsS KOMIT FOTEPHOI Ta IHIIMX BHUAIB 1HTEPAKTUBHOI
K. B. KoBinbko TEXHIKH, XapaKTepHUX JUIsI KOMI IOTEPHUX irop, 3 METO0 aKTHBi3aIlil
[11,c. 24] Mi3HABaJIBHOT JISJIBHOCTI CTYJIEHTIB W OUTBIIOI iX 3aJy4eHOCTI J0
IPOIIECY HABYAHHSI.

* JI>keperno: CHCTeMaTH30BaHO aBTOpaMH Ha OCHOBI [5-11]

Haii0Ginpm jrakoHiyHE BHU3HAUeHHA reiMidikamii B OCBITHROMY TMpOIECI HABOIATH
T. O. JIsmuenko, M. B. I'pumynina, B. P. [Tiukyp [9], y sikoMy BiMiualOTh BUKOPUCTAHHS irop Ta
IrpoBHX 3ac00iB B OCBITHBOMY TpoIlieci. Ha Hamry mymKy, Take BUSHaYEHHS Ma€ OyTH pO3IIUpPEHE
3 ypaxyBaHHSM BH3HAYEHUX O0COOIMBOCTEH Teiimidikallii B OCBITHHOMY CEPEIOBHIII.

Pi3ni aBTOpM BimHOCATH 1O 3aco0iB Teimidikarmii BiAMIHHI KaTeropii irop. ABTOpH
C. O. IlepesicnaBcbka, O. O. Cmarina [5], T. O. JIsmenko, M. B. I'pumynina, B. P. I[Tiukyp [9],
X.B.Meuyc Ta O.O.Cwmorp [10] Bu3Ha4aroTh 3acoOM relMidikaiii sK BCi BHAM Irop,
3actocoBHi B ocBiTHbOMYy mporeci. [ocmimauku I. O. Ko3y6 [8], JI. . 3enenceka Ta
K. B. Koinbko [11] BigHOCATH 10 3ac00iB TelimMidikaiiii KOMIT IOTEpHI IrpH Ta IHTEPAKTUBHY
texHiky, O.O. Imutpienko [6] Ta P.JI. Snuyk [7] min redimigikaiiiero B OCBITI pO3yMilOTh
BUKOPHUCTAHHS €JIEMEHTIB IMPOBHMX OHJIAWH-TEXHOJOTIHA B OCBITHROMY Tporieci. HaykoBii Takox
BHUCIIOBIIIOIOTh Pi3HI TOYKHM 30pY CTOCOBHO IpH3HAYEHHS Teimidikamii B ocBiTHI cdepi.




ISSN 1998-6939. Information Technologies in Education. 2022. Ne 3 (52)

Hocnigauk O.0. JIMmutpieHko [6] Harojomye Ha TUAAKTHYHIA MeTi redmidikariii HaBuaHHS.
Asropu P. JI. Anuyk [7], I. O. Kozy6 [8], X. B. Meuyc, O. O. Cmotp [10], JI. JI. 3enencpka Ta
K. B. KoBinpko [11] BH3HA4arOTh MOTHBAIlilO, AKTUBI3aIlll0 IMi3HABAJIBLHOI isUIBHOCTI Ta
3aJIy4YEHICTh 0 OCBITHBOTO MPOIIECY SIK TOJIOBHI OYiKyBaH1 MPOsIBY rerMidikartii.

3a3HaYMMO, OI0 HE MOXKHA OTOTOXKHIOBATH IOHATTS «reiMigikaiis B OCBIT» Ta
«reriMidikamis HaB4aHHSY. Sk 3a3HavaroTh BueHi C. O. IlepescnaBceka ta O. O. Cmarina [5],
reiiMmi(ikalliero B OCBITI € Tpolec MOIMpPeHHs Trpu Ha cdepu HABYaHHS, BUXOBAHHS,
reiimiikailis B OCBITI BHCTyIa€ 3acO00OM oOpraHizamii IIIJIICHOTO OCBITHBOTO Tporecy. ToOTo
HOHATTS «TeiMidikalisi B OCBITI» € IIUPIIUM 3a TOHATTA «reiMidikalisi HaBYaHHS», SKe
NEPEBaYKHO OXOILIIOE JIMIIE HaBYAJIbHUIN TPOIIEC.

l'eiimidikamito B OCBITI CJi BIAPI3HATH BiJ IrpOBOrO HaBYaHHS, HA YOMY HAroJIOIIye
K.M. Mexen [12]. Teiimidikartis akTHBHO 3aCTOCOBYE ITpOBI MEXaHIKH $IK JOMOMIXHI 0
TPaIUIIfHOTO HABUaHHs], aje HEe IHTErpye iX MOBHICTIO. 30KpeMa, MPOIEeCH TPaAULIIHHOTO
HaBYaHHS JIMIIIE BUKOPUCTOBYIOTH JOCBiA, 3M00yTHH 3100yBaueM OCBITHU-TPaBIEM TIiJ] dYac
BUKOHAHHS IrpOBHX eJIEeMeHTIB. IrpoBi eneMeHTH Ta BIIaCHE caMe HaBUaHHs, 32 YMOBHU
reiimiikarii OCBITHROTO TIPOIIECY, HE 3MIMIYIOTbCS TOBHICTIO. OAHAK Yy BHUIMAIKY IrPOBOTO
HaBYaHHSA BiJOyBAa€ThCsl MOBHA IHTETpallisi IrpOBHUX €JIEMEHTIB B OCBITHIM mpouec. Irpose
HaBUaHHS nependayae 3700yTTs HOBHX 3HaHb, (JOPMYBAaHHS Ta PO3BUTOK HABUYOK BUKIIIOYHO B
IrpOBOMY KOHTEKCTI Ta irpoBuMH 3acobOamu. JudepeHiiiioBaHICTh HABYAIBHOTO Ta IrPOBOTO
€JIEMEHTIB BHUCTYIIA€ TOJIOBHUM KPUTEPIEM PO3IOALTY reiiMidikaliisi Ta irpOBOr0 HaBYaHHS.

Jo acnekTiB reviMidikariii TpaguIiitHo BiTHOCATH Taki cKiIanoBi [13]:

<> OuHamika — peaizallis MEeBHOTO IrpOBOTO CIICHAPIIO, SKUWA PO3BHUBAETHCA 3 YAaCOM Ta
notpedye B3a€EMOIIT 3 TpaBLEM Y PEKUMI PEaIbHOTO Yacy;

<> MexaHika — THWIIOBl, BJIACTHBl OUIBIIOCTI TOMMPEHUM EIIEKTPOHHUM irpam, 1HIII
€JIEMEHTH TPH Ha 3pa30K PiBHIB, OOHYCIB, BIPTyaJbHUX TOBApiB TOIIO;

<> ecmemuka — ITPOBUM TU3aitH, aTMocdepa, sIKi CIPHUSIIOTh 3arajJbHOMY BPa)KCHHIO TPaBIIs
BiJl IpH, OTO y4acTi B irpOBOMY IpOIIEC;

< coyianbHa 63aemo0is — QYHKIIOHATBHI MOXKJIMBOCTI KOMYHIKallli Mi>K TPaBISIMU, TUITOBI

JUISL Cy4acHUX 0araToOKOpUCTYBAIbKUX irop.

Po3pobOka KoXHOTO 3 acmekTiB, MiA0Ip HAHOUIBII MOIUIPHUX pillleHb HEOOXITHI s
1HTerpanii MaKCUMalbHO €(EeKTUBHUX CUCTEM TeiMidikallii B OCBITI.

I'eiimiikartiss OCBITHROTO TPOIECY BHPIIIYE HU3KY MPOOJIEM TPaIWIiMHOI OCBITH, IIPOTE
TaKOX Ma€ HeMONiKU. Y Tabnui 2 mpoaHaIi30BaHO Ta MOPIBHSIHO OCHOBHI MEPEBArH i HEIOMIKU
TPAIUIIIHHOTO OCBITHBOTO IIPOIIECY Ta OCBITHBOTO IPOIIECY 3 reiMidikalii€ero.

Tabnuys No2.
Tlopisnsanns mpaouyitino2o oceimHb020 npoyecy
ma 0Cc8imHbL020 npoyecy 3 ceumipixauicio.: nepesazu ma Heoorixu*

Tpaouuitinuti oceimuili npouec OcsimHiil npouec 3 ceumighixayieio
IlepeBarn
3MiCT mporpaMM HaBYaHHS A03BoJisie nepenasat | [lepenOauae MOXIMBICTH 3alydeHHS Ta
3100yBayaM OCBITH BEJIMKI 00csrH iHGoOpMalii 32 | BAKOPUCTaHHS BIANOBIIHUX 3aco0iB Yy
0OMEXEHUH Jac. JUCTAHLINWHIN OCBITI.
3acBoeHHs HOBOI 1H(pOpMmariii Ta dopmyBanHs B | CimpaeTbes Ha TICUXOJIOT1YHO
yMOBax TICHOI CIIBIIpali 3 IHIIUMH 3400yBa4aMu | OOTpyHTOBaHi, MNPUHHATHI 3 TMO3ULIT
1 BHKJIaIa9eM CIIPUSIIOTH PO3BHUTKY | CIIpUIIMaHHS MaTepiary 3aco0u.
KOMYHIKaIllIHHUX HABUYOK Ta IHIIMX THYYKHX
HaBUYOK.
He3po3ymini nutanHs MOXyTb OyTH 3°sicoBaHi B | CpusiHHS CaMOCTIHHOCTI Ta
TUCKyCli 3 IHIIMMH YyYaCHUKaMH HaBYaJIbHOTO | JUCIUIUIIHOBAHOCTI 3700yBayiB OCBITH,
IIPOLIECY. camooprasizauii Ta BMiHHIO TJITaHYBaHHS
qacy.
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3100yBad OCBITH MOXKE BHUCIIOBIIOBATH BJAacHy | BHkopucCTaHHS cydacHMX TEXHOJOTIH Ta

JTYMKY B JIUCKYCISIX, PO3IIMPIOE KPYTO3ip. CJIEKTPOHHUX 3ac00iB B  OCBITHHOMY
IIPOIIECI.
Henoniku
[lepeBara KOJIEKTUBHOTO HaBuyaHHs, oOMexxeHui | KomyHikarris 3100yBadiB OCBITH
IHAVBIAYaTbHHM MTiIX11. oOMesxeHa, PO3BUTOK COLIAIBHUX

HAaBUYOK HEIOCTATHIH.

BukopuctanHsi TepeBaXHO CTAaHAAPTH30BaHUX | 30UIbIIye€ThCS ~ YacTKa  4acy,  MIO
MaTepialiB, OPIEHTOBHUX Ha 0a30Bl MIAXOAU | BUTpadaeThes 3700yBadyaMu OCBITH Ha
3aCBOEHHS MaTepiaiB. poOOTY 3 €IEeKTPOHHO-00UNCIIIOBATILHOIO
TEXHIKOI, 10 MOXXE MaTh HETaTHBHUN
BILIMB Ha 340POB’4.

AKTyami3yloTbcsl ~ TEpeBaXHO  rcuxojoriuHi | HeoOxigHuM € BUCOKHI piBeHB ITUGPOBOT
IPOIIECH TIaM AATi, @ HE MUCJICHHSI. IPaMOTHOCTI ~ YYacHHKIB  OCBITHBOTO
npoIiecy, BMiHHS KOPHCTYBaTHUCSI
CY4YacHOIO TEXHIKOIO, III0 MOXKE CTaTH Ha
3aBajli 3aJlyuyeHHs] Y HaBYAIBHUN MPOIIEC
YCIX YYaCHUKIB.

Oobmexene BUKOPUCTaHHS npakTuky, | Po3poOka irpoBHUX eneMeHTiB, MarepiajiB

NEepeBaKaHHS 3aCBOEHHS INepe] MpakTUYHUM | Ta  3aco0iB  reiiMidikamii  BHUMarae

3aKPIIUICHHSM. JIOATKOBUX MarepiajJbHUX Ta YaCOBUX
3aTpar.

* JI>xepeno: po3po0ieHo aBTopaMu Ha OCHOBI [9, 14-15]

HaBenenwii anamiz QOBOAWTH, IIO0 HAWOUIBII palliOHATFHUM € BapiaHT TapMOHIWHOTO
MO€THAHHS TPAJULIAHOI OCBITH Ta reliMi(piKOBaHUX €JIEMEHTIB, aJ/[Ke JIUIIE Y TAKOMY BHUIIAJIKy
HEJIOJIIKM 000X MiXO0/IB 3MOXKYTh KOMIICHCYBATHCSI B3AEMHUMH IePEBaraMu.

Ha ocnogi anami3zy [16] MOXHa BUAUIMTHA TaKi OCHOBHI 3aBJaHHs TeiMigikallii OCBITHBOTO

IIPOLECY:

. cripusitTd  (OpMyBaHHIO MOTHBaIlli 3100yBaviB OCBITH, PO3YMIHHS HEOOXITHOCTI Ta
Ba)KJIMBOCTI 3aCBOIOBAHOIO Marepiaiy;

. CTPYKTYpYBaTH 4ac CaMOCTIMHOTO OTMpalfOBaHHS MarepiajiB, MABUIIUTH €(EKTUBHICTh
J10T0 BUKOPUCTAHHS;

. PO3pOOUTH YITKY Ta 3p0O3yMIIY CHUCTEMY IPaBUJI BIUIMBY JIOCATHEHb Y TPl HA HAaBYAJIbHUN
npoliec, iX NEePEePaxyHKy B OLIHKHU;

. 3aMpoINoHYyBaTH JAOLLIBHY CTPYKTYpY 3MICTY JIMCUMIUIIHM, 3@ $IKOi 1rpoBi MaTepiaju
JIOTIOBHIOBATUMYTh Ta MOKPAIyBaTUMYTh MOCIIJIOBHICTh BHUKJIAAy Ta 3aCBOEHHS HABYAJIHLHOIO
Marepiaiy.

VY 3anexHOCTI BiJ BHMKOPUCTAaHHMX IFPOBHUX MeXaHIK, 3acobu reimigikanii MoxkHa
kinacuikyBaTH Ha JOekiIbka rpymn. Y xepeni [17] mepepaxoByroThesi 24 OCHOBHI ITpOBI
MeXaHIKH, SKi MOXYTb OyTH JIOIIIbHUMH B PI3HUX Tany3sx reiMidikariii: 10cArHeHHs, TUHAMIKa
IpU3HAYCHHsI, TOBEAIHKOBUN IMITyJbC, ONla’KEHHa MPOAYKTHBHICTb, OOHYCH Ta MerabOHYCH,
OararopiBHeBa iH(popMalis, Kom00, TpymoBa po0OoTa, 3BOPOTHUI BIATIK, JOCIHIHKEHHS,
reHiaJgbHEe TMPU3HAYEHHS, OE3KOIITOBHUN CHUp, HECKIHUYEHHUW TeWMIUIeH, piBHEBA CTPYKTYypa,
JoTepesi, BOJIOMIHHSA, iIrpoBi 0aju, Mporpecis, KBeCTH, rpadiku BHHATOPOJ, CTAaTyC, BIpyCHICTb,
HENPUUHATTS BTpaT, TEpMIHOBUM onTuMmisM. Ha Hamry nymky, cepen HUX IMpOBUX MEXaHIK Y
HaBYaJLHOMY IpOLIECi AOLIIBHO 3aCTOCOBYBATH TaKi: QOCACHEHHs, CIMAHOBIEH] NOZHAYUKU YAC)),
bonycu ma me2abownycu, epynosa poboma, 360pOmuuLL GiONIK, 00CHIONHCEHHS, B0N00IHHS, PIGHEBA
cmpykmypa. Pe3ynbraTi Oy Ta MOPIBHSHHS 3a3HAYCHMX MEXaHIK B OCBITHbOMY KOHTEKCTI
HaBeJICHO B TaOmuIi 3.
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Tabnuys No3.

Topisnanuna ocHoéHUx MUunie i2posux Mexamnix oceimuix 3acobie ceumigixayii *

CKJIAJHIIIKNM, aji¢ IIKaBIIIUM

IrpoBa N .
. XapakTepucTruKa l'onoBHa nepeBara OcHOBHUH HEMOTIK
MeXaHika
3a BUKOHAHHS IEBHUX
CtumMymtoBaHHS
CKJIaIHUX 3aBJIaHb U1 . )
N . 3100yBadiB OCBITH II0JI0 Brpara motuBarii y
Jlocaenenns CYKYITHOCTEH 3aB/IaHb IPaBIll .
. 3aCBOEHHSI HOBOTO «cTmabKUX» TPaBIIiB
OTPUMYIOTh CHEIiaLHO .
. Marepiary
o opMIIeHi JTIOCSATHEHHS
[ligBumienHs [pomymeni
I'paBenib 3a BUKOHAHHS 3aB/IaHb FABHII . POTyIeHt
. CUCTEMAaTHYHOCTI BCTaHOBJICHI
Hunamika MPOTSITOM BCTAHOBJIEHOTO
. 3aCBOEHHSI HOBOT'O MO3HAYKH YaCy
NpUSHA4eHHs nepiofy 4acy OTpUMY€E . .
; Marepiary 3m00yBadaMu CIIPUATUMYTD BTPATi
JIOJIATKOB1 OOHYCH . )
OCBITH MOTHMBAILIi I'PaBIiB
T'efimmuieit rpu Mae
OyTH IOCUTh
3a BUKOHAHHS TIEBHUX 3aBJaHb . CKIIQTHUM JIJIS
bonycu ma . CrumynioBaHHSA IHTEpECY .
rpaBellb OTPUMYE TEeBHI . MOYKJIMBOCTI
MezaboHycu Ta MOTHBAIIil TPaBIIiB . .
320X0YCHHS iCHyBaHHsI OOHYCIB Ta
1X ITOJANbIIOTO
BUKOPUCTAHHSI
Po3BUTOK rHYUKHX
Tovnosa Han neBHMM 3aBIaHHSIM HaBUYOK (KoMyHikaTuBHI | CKiIamHICTh MOOYI0BU
l; }éoma (xBECTOM) IpaBIIi MPAIIOIOTH HABUYKH, HABUIKH Ta OpraHizaiii Takux
p KOJIEKTUBHO poboTu y KoMaHi, 3aco0iB reimidikanii
JIAEPCTBO)
. IrpoBa mexanika .
ITeBHe 3aBaaHHs HEOOX1THO . b cTpecose
. N MOJIEITIOE PeabHi
3eopomnuii BUKOHATH 32 OOMEXCHUN o . MIPOXOPKEHHS
N . . CUTYaIlil iICTIUTIB, .
8I0NIK Mepios 4acy 3i 3BOPOTHUM . 3m00yBauaMu OCBITH
. [IOTOYHOTO, IPOMIXKHOTO
BIJIUTIKOM 4acy rpu
MOJYJIBHOTO KOHTPOJIIO
. [linBumienHs iHTEpeCy Ta .
[leBHi eneMeHTH rpu JIBHIICH pecy Cxutagaictb moOymoBU
. . . . MOTHUBAIIIT TIPOXOKCHHS . .
Jlocnioscenns BIIKPUBAIOTHCS TUTHKH TTiCIIS . MoMiOHUX 3ac00iB
I'pH cepel 3100yBaviB o g
BHUKOHAHHS OKPEMUX 3aBJaHb ; reviMidikarii
OCBITH
Cuenudigna irpoBa MexaHika, .
. . 3HavYHE MiABUIIECHHS . .
sIKa TIOJISITae y HEOOX1THOCTI MoTvBail T2 3HauYH1 TPYIHOIII
Bonooinns MiKTyBaHHS PO NEBHUH 00’ €KT . noOyA0BH MOAIOHMX
. CUCTEMAaTHYHOCTI AR
BOJIOJ{IHHS IIUISIXOM BHKOHAHHS 3aco0iB reimidikarii
BHUKOHAHHS 3aBJIaHb
HaBYAJbHHX 3aBJIaHb
IrpoBuii iporiec opranizoBano | IligBuieHHs iHTepecy Ta
. p IPOEC op N FIBHIIICT pecy [ToTpebye nerampHOTO
Pignesa 3a PIBHSAMH, KOXKHHHA MOTHUBAIIIT TIPOXOKCHHS ..
. . OTpallfoBaHHs PiBHIB
CcmpyKmypa HACTYITHUH 3 SIKHX € rpu cepen 3m00yBadiB

OCBITH

rpu

* JI>keperno: po3po0ieHO aBTopaMu Ha OCHOBI [17]

3a3HaveHi irpoBi MeXaHIKM MOXXYThb BHKOPHUCTOBYBATHCS SIK OKPEMO, TaK 1 KOMOIHOBaHO
TUISL pO3pOOTIEHHS BUCOKOS(EKTUBHUX Irpo(hiKOBAaHMX 3aCTOCYHKIB.

Asropu Kesin Bepbax Ta [en Xanrep,

Oi3HeC-cepeIoBHIIT, BUIAUISAIOTH Taki 11 eTanu [18]:
1) BU3HAYMTH I[UTI Ta 3aBHaHHS reimidikaiii, ski BiamoizawoTs SMART-npuHImmam
(KOHKPETHICTh, BAMIPIOBAHICTh, IOCSKHICTD, aKTYyaIbHICTh, 0OMEKEHICTh y Yaci);

2) CIUIaHYBaTH ITbOBY TOBEMIHKY TPAaBIIiB, X OYiKyBaHI KPOKH, MOXJIMBOCTI 3BOPOTHOTO

s .
3B’SI3KY;
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3) OTMCATH TPABIIiB, TUIOJOTI3YBaTH iX MOBEIIHKY, OCOOIUBOCTI CIIPUUHATTS, BUMOTH O

IrpOBOTO TpolIecy, OakaHi IrpOBi MEXaHIKH;

4) po3poOuTH e(eKTUBHY CTPYKTYpy CHUCTeMHU reumidikamii, i1 piBHI, 0 SIKUX aBTOPH
BIJIHOCATH IrPOBI IUKJIM (JAHITIOTH «MOTHBAIliSl = i = 3BOPOTHUN 3B’S30K») Ta «IOJAOPOXK

rpaBLsh (POMOHOBAHMM IPaBLIO CLIEHApiil);

5) NEPECBIAUNTHUCS, IO MPOEKTOBaHI 3acobu reiimidikaiii MiATPUMYIOTH PO3BaXKAIbHY
KOMIIOHEHTY;
6) BU3HAUWTH HAWJOLIIBHINI 3acobm rTekmidikamii, MexaHi3Mu 1iX iHTerpamii Ta

B32€MO3B’A3KY; PO3pOOHTH cHCTeMy TeiiMidikallii Ta IHTerpyBary ii B LiJIbOBE CEPEIOBUILE.
VY3aranpHIOIOUM HaBeleHY iHQopmalio Ta 3actocoBytoun meron SWOT-ananizy, MOkeMo
BU3HAYUTH TOJIOBHI IEpPEeBaru, HEMONIKH, MOXIJIHMBOCTI Ta 3arpo3u reimidikariii 0CBITHBOTO

cepenoBuina (Tadmuus 4).

Tabnuys No4.
SWOT-ananiz etimighixauii 6 oceimi

CHJIbHI CTOPOHH

CJa0Ki cTOpoHH

- IloganHsa wmarepiany B IHTEpPAaKTHBHIM HAOYHIN

opmi;

- HCI/IXOJ’IOFi‘IHC IIO3UTHBHE CHpHﬁHHTTﬂ
MIPOITIOHOBAHUX Y TPi BUHATOPOJI;

- CYMIXKHICTB i3 3arajbHOIO KOHIICTIITIEIO

JUJOKATAITI3AIT OCBITH;
- MOXIIMBICTD peanmizalii B yMOBax JUCTaHIIHHOL
(hopmu HaBYAHHS.

- OOMexxeHa KiTBKICTh HasSBHUX IPOITOHOBAHUX
HaBYAJIBHHX ITPOBUX 3aC00IB;

-motpeba y HaAifHOMY MAOCTyHi amaparHux /
MEpEeKEBUX PECypPCiB;

- OiodizionoriaHmiA BILTNB TPHUBAJIOTO
BukopuctanHss EOM Ha 370poB’st 37100yBadiB
OCBITH;

- 3HaYHI 3aTpaTd 4Yacy Ha pO3POOJICHHA IrPOBUX
Marepiaib.

Mo:kanBocTi 3arpo3un
-lossBa 'y 3moOyBawa ocBiTH iHTepecy n0 | - @yHKUioHanbHI Ta HeQYHKUIOHANBHI Te(EKTH B
JHUCIUIUIIHY; irpoBoMy 3a0e3IedeHHi;

- TIOMMUPEHHAS] Ha Pi3HI €Tanmu HaBYAHHS 32 YMOBH
JIUCTAHIIHHOI OCBITH;
- KOMYHIKaTHBHA B3a€MOJisi 3100yBaviB OCBITH Yy

- TOTaHWH IW3alflH CHCTEMHU Ta PiBHIB, IO MOXKE
CIPUYMHHUTHU BTPATy iHTEpECY ayIuTopii 0 TpH Ta
BiJINIOBi/IHE 3HW)KCHHS €()EKTUBHOCTI HAaBUAHHS;

- HaIMipHE 3aXOIUICHHSA TelMidikarliero Moxe
MPU3BECTH JI0 HEIOCTATHHOI yBaru J0 IHIIHMX
Ba)JIMBUX KOMIIOHEHT OCBITHBOT'O IPOIIECY.

irpax.

Jlxxepeno: po3po0ieHo aBTopaMu

Opna 13 3a3HaUYCHUX B TAONUIIl 4 CHIIBHUX CTOPIH — OCOOJMBE TICUXOJIOTTYHE CIIPUHHATTS
irpoBHX MexaHiK reimidikarii, sike miaBHUITY€e €EKTUBHICTh 3aCBOEHHS HABUYAIBHOTO MaTepialy.
PosmisiHeMO 0CcOOIMBOCTI TICUXOJIOTTYHOTO CIIPUHHATTS CUCTEM Teiimiikaliii Oi1bII 1eTaabHO.

EdextuBHicTs  relimidikaiii  OCBITHBOrO  CEpeAOBHINA BHKJIMKAaHA  HacamIiepen
TICUXOJIOTIYHUMHU O0COOIMBOCTIMH i peanizamii. Sk ke Oyiio 3a3Ha4€HO, BUKOPUCTAHHS ITPOBUX
3ac00iB y HaBYAJFHOMY TMPOIIECI CHpPHUSE€ PO3BUTKY MOTHBAIii 3700yBadiB OCBITH, MiABHILYE
3alliKaBJICHICTh HAaBUYAJbHUM MPOIECOM. AJle 1€ He €MHHI MPOSB ICUXOJIIOTTYHOTO BILTUBY.

VYdeHi HEOAHOPA30BO [TOBOAWIM BIUIUB EMOLIHHOTO CTaHy Ha MPOIECH MHUCIICHHS Ta
3amam’sitoByBanHs [19]. Tlonii, dakTu Ta sBuINa, MOB’sA3aHI 3 MO3UTUBHUMH YM HETaTHBHUMU
€MOIIISIMH, 3a1laM’ITOBYIOTHCS JIIOMMHOI0 HabaraTo Kpaiie. YpaxoByIOuH, IO Tpa B KOMIT IOTepHi
ITpH TIEpEBaXKHO TOB’s3aHa 31 CTUMYJIAIIEI0 eMOIIMHUX IIEHTPIB, TeiMidikalliss HaBYaHHS 37aTHA
MOKPAIIUTH 3araM’sITOBYBaHHs 3100yBayaMH OCBITH HaBYajJbHOI iH(opmarii, popMyBaHHS Ta
PO3BUTOK MPAKTUYHUX HABUYOK.

[HmMi BaXKITMBUI TICUXOJIOTIYHUHN acTIeKT reiimidikarii moB’ s;3anui 3 yparoro. Tpaguiiitaa
OCBITAa CHUPAETHCS HAa TOCTiHE CHPSIMOBYBaHHsS 3700yBaueéM OCBITH JOBUIBHOI yBarum Ha
€JIEMEHTH OCBITHBOTO Tporecy. Taka yBara norpedye IeBHOTO PiBHS CTIHKOCTI Ta KOHLIEHTPAITil.
VYceraneni (opMu HaBYaHHS MOXYTh 3/1aBaTHCS JEIIO OJHOMAHITHUMH Ta HEI[IKAaBUMH, a OTXKE
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COpUSATUMYTh TEPEKIIOYCHHIO yBard. Boanouac reiimidikoBaHa ocBita 0a3yeTbCsi Ha
Oe3rocepeHiil 3aIlikaBIeHOCTI 3700yBaya OCBITH €JEMEHTAaMH HABYAJIBHOTO IPOIECY, TOMY
CTHMYJIIOE MUMOBIJIBHY yBary, sika yTpUMYETbCS CaMOCTIIHO, 0e3 J01aTKoBOro Brpy4anHs [20].
Hapuanhs, 3a0e3neuene y4acTio MUMOBLUIBHOT YBaru, € 3Ha4HO €(PEKTUBHIIIUM.

[ToMiTHY posib BiZirpae HEyCBiIOMIIEHICTH 37100yBada OCBITH LIOAO AKTHBHOTO IPOIECY
CIIPHUSIHHS HOTO 3aJy4eHOCTI JI0 OCBITHBOTO IPOIECY HUIAXOM renMidikaiii. Amke B TaKOMY
BUIIAJIKy 30BHIIIHS MOTHBALis 3MIHIOETHCS Ha BHYTPILIHIO, 37100yBad OCBITH €(QEKTHBHIIIE
3aCBOIO€ HABYAJIBHHMK Marepiaj. bigeln TOro, BHYTpPIIIHSA MOTHBAIliS TaKOXX aKTHBI3y€
MHUMOBIJIbHY yBary, 1o, SIK 3a3Ha4yasiocsi, Ma€ TMO3WTHUBHHUH BIUIMB Ha HAaBYAJIbHI pe3yJbTaTH.
Tomy GakaHa ToBeiHKA 3700yBa4ya OCBITH (DOPMYETHCS MIITXOM MOJIefoBaHHs [21].

Hocninnukn  JIx. Dk, JIi ta JIx. XamMep po3misgaroTh reiimidikaiiro SK OCBITHIO
IHTEpBEHIIII0 Y TpU c(hepr HaBYaHHS: KOTHITUBHY, EMOIIIHHY, collianbHy [22].

Koenimuenuii nomenyian eetimighikayii. Irpu nepen0avaroTh peanizallilo MEBHOI YiTKOT
CHUCTEMHU TIPaBUJI Ta YCTAHOBOK, HEOOXITHMX JIJISi MPOCYBAHHS B irpOBOMY MPOIIECi, BIAKPUTTS
HOBHUX DIBHIB, JOCATHEHHS BHHAropojx. BojHouac mpaBwia HE € B3a€MOBHUKIIOYHUMH,
KOMOIHYIOYH X, TPaBEIlb MOXKE OTPUMYBATH HEOUiKyBaHi pe3ynbratu. Crienndika KoM FOTEPHUX
irop mojsrae y BUMO3i PEeryIsIpHOrO BUKOHAHHS TEBHUX MPABUJI, OAHOYACHO HAJAIOYH TPOCTIp
JUIs eKCIIEpUMEHTYBaHHs Ta JOCiiIKeHHs. [lepeHeceHHs Takoi cucTeMH Ha OCBITHIN Mpolec Aae
MOXITUBICTh CTPYKTYpyBaTH HOT0O, KOHKPETH3YBaTH, 3a JOMOMOIOI0 4Oro 3/100yBau OCBITH MOXKE
YiTKO BU3HAYUTH CBOI HAHOIMIKYI 1T Ta 3aBOaHHSA, IKi HEOOX1JHO BUKOHATH.

Emouyitinuti nomenyian cevmigixayii. Irpu cTUMYITIOIOTh BEJIUKHHA Jiama3oH €MOIHIX
BIIYYTTIB TPaBIS: BiJl MMO3UTHUBHUX €MOINM MICISI MPOXOKEHHS PIBHS Y 3M00yTTS HAropomau
(pamicth, 3alOBOJIGHHS, HATXHEHHS) [JIO HETATMBHUX ICIS mporpamy (3acMy4YeHHS,
HEBJIOBOJICHICTh, PO3/APATOBAHICTH), sIKI BOAHOYAC JOCHTH IIBHAKO 3MIHIOIOTHCS Ha MO3UTHBHI
TICJIA BIAJIOro NepenpoxomkeHHs rpu. OcoOnuBicTh irop MoJsrae B TOMY, 110 3aBASKH HU3bKUM
CTaBKaM Ta LIBHJIKOMY 3BOPOTHOMY 3B’S3Ky I'PAaBELlb Ma€ MOXKIIUBICTb EPENPOXOAUTH 3aBIAHHS
6araropa3oBo J0 THX IIip, MIOKK HE JOCSATHE OakaHOTrO pe3ynabrary. B oCBITHbOMY cepenoBHIL
CUTYyaIlisl 3a3BUYai 1HINA: 3BOPOTHHUM 3B’SI30K 3 BHKJIQJa4eM IMOPIBHSHO TOBIHH, a MOXJIMBICTh
MOBTOPHHUX CIIPOO CHIIBHO OOMekeHa 4M B3arajii BijacyTHs. Tomy 3100yBay OCBITH BiguyBae
NMEeBHUM CTpEeC B YMOBAaX OCBITHBOTO TIPOIECY, SKUH HEraTMBHO BIiAOOpakaeThCcsl Ha
NCUXOJNOT1yHiM Oe3meri 3m00yBaua OCBITH Ta Ha HaBYAJBbHUX pe3ylbTarax 3arajoM.
VYrpoBamkeHHsT cucTeM Teimidikamii B OCBITHIM MpOIEC J03BOJISE BUPIIIUTH 3a3HAuYECHI
poOIeMH.

Coyianvnui nomenyian eevumigpikayii. Iliq dvac HaB4aHHS 3100yBad OCBITH YacTO
NepeXUBa€ KPU3U CTAHOBICHHS 11eHTUYHOCTI. [InTaHHs BUOOPY HABYAIBHOTO 3aKJIay, HAPSIMY
OMaHyBaHHS MaiOyTHbOI mpodecii, IMOBIpHUN Tepiox CyYMHIBIB B 0OpaHOMYy Hampsimi
npodeciiiHOro po3BUTKY: KOXKEH 13 LIMX €TaliB MOXKE CYNpPOBOIKYBAaTHCS MEBHUM CyM’ ATTSM,
KoH(ITIKTOM cTaHOBJIeHHS S-konmemniii. OnHak npomMy, Ha ayMKy BueHux O. B. KympsBueBoi Ta
I. B. Topstukinoi [23], MOXKHA 3amO0IrTH IIISIXOM TeiMigikalii 0CBITHBOTO mpocTopy. B irpax
rpaBellb NMpUMae HOBY 1AEHTUYHICTh, BUKOHYE 1HINI COLialbHI poii. I'pa BUCTymae MOIIroHOM
cnpo0 Ta TMOMMJIOK, BUKOHAHHS Ta BUIIPABICHHS SIKUX CIPUS€E CTAaHOBJIEHHIO OCOOMCTOCTI
3n100yBaya ocBiTH. BopHouac cii mam’sTaTH MpPO KOMYHIKAI[I0O MK TPaBLUSIMH SK BaKJIUBY
CKJIaJIOBy 0araTbox Cy4yacHHX irop. Bzaemonitoun Mixk co000 B KOHTEKCTI I'pH, 3100yBaui OCBITH
PO3BUBAIOTh COLIAJbHI HAaBUYKH, BYaThCA KOMaHAHIA poOoTi. Tomy MoXKHa crpaBeauBO
BBA)KaTH, 1110 TeiiMi(iKallis B OCBITI BiZIrpae BaKJIMBY pOJb Y PO3BUTKY HU3KU THYYKHUX HAaBUYOK
(soft skills) 3moOyBadiB OCBITH.

6. BucHoBku 3 npoBeaeHoro gociaimxenHs. Otxe, reiimidikamist (irpodikaiiis) B OCBITI
Ma€ BIJHOLIEHHS /0 BUKOPUCTaHHS B OCBITHBOMY IpOIECi IrpOBUX 3aco0iB, MiAXOAIB Ta
NpPaKTUK, 110 HNPUTAMaHHI Cy4aCHUM IrpaM 3 BUKOPHCTaHHSAM iH(OpMaliiHO-KOMI IOTEPHUX
TEXHOJIOT1H (KOMII'IOTEpHUM, MOOUTBHUM, OHJIAH-ITpaM) 13 METOI0 MOTHUBYBAHHSI Ta M1JCUJICHHS
Hi3HaBaJIbHOI AISIBHOCTI 3700yBadiB OCBITM Ta 3a0e3neueHHs iX OLIbIIOl 3alydyeHOCTi Y
HaBuaJgbHUIl mponec. lelMidikamis B OCBITI CHpHUsS€ MOTHBYBaHHIO 3100yBadiB OCBITH,
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MiCHJICHHIO 1X Mi3HABaJIbHOI AISUTBHOCTI, 3pOCTAaHHIO 3aI[iKaBICHOCTI Ta OLIBIIOT 3a]Ty4eHOCTI Y
HaBYaJIbHUI mporiec. BogHowyac meBHI ii HEAONiKHM, Taki SK OOMEXKEHHS Oe3locepeaHbol
KOMYHIKallii MiX 3700yBauaMu OCBITH, 4acoM HaaMmipHe BukopucTtaHHs EOM 3yMOBIIOIOTH
JOIUTHHICT, TapMOHIMHOTO TMO€AHAHHS TpaguiidHux ¢opMm Ta reiMidikaiii OCBITHHOTO
POIIECYy.

OcHOBHUMH acmieKTaMu reiMidikaiii € auHaMmika, MexaHika, €CTeTHKa Ta coIliajabHa
B3a€MOJis. AHai3yr04M HasBHI irpoBi MexaHiku reimigdikamii OCBITHBOTO MPOCTOPY, MOXKHA
BUJIIJTUTH HAWOLIBII IMOIIUPEH] Ta BaroMi: JOCSATHEHHS, BCTAHOBJICHI MTO3HAYKHU Yacy, OOHyCH Ta
MeraboHycH, IpyroBa poboTa, 3BOPOTHHUM BIIJIIK, TOCIIIPKEHHS, BOJIOAIHHS, pIBHEBA CTPYKTYpA.
KoskHa 3 HaBeZiIeHUX IrPOBHX MEXaHIK Ma€ CBOi HEJOJIKH Ta IepeBaru, ki CJIiJ] BpaxoBYBaTH i
gac po3poOKH irpoBUX 3aco0iB Il OCBITHBOTO MPOIIECY.

Jlo HaWOUIBII BaXKJIMBUX KOMIIOHEHTIB ICHXOJOTIYHOTO MOTEHINaNy reiMidikaiii MokHa
BiTHECTU: KOTHITUBHUHU, eMOIHMA, corianpHuii. KokeH 13 HUX BIJIrpae BaKJIHMBY pOIb Y
MiBUIIEHHI €()EeKTHBHOCTI OCBITHBOTO Iporiecy. [HTerparlis irpoBuX 3aco0iB y HaBYaJIbHUUN
IpoIeC CHpHUse KpalioMy 3amam’ siTOBYBaHHIO iHoOpMallii, 3aMmiHi 30BHIIIHHOI MOTHBAIIii
BHYTPIITHBOO, (JOPMYBAHHIO Ta PO3BUTKY THYYKHUX HaBUYOK (soft skills) y 3mo0yBadiB ocBiTH.

7. lepcneKTUBH MOAAJBINUX JAOCTiIKeHb. [[epCIEKTUBHUM € TOJabIe JOCIiHKeHHS
pI3HUX BHUIB ITPOBHX 3ac00iB, MIAXOAIB Ta MPAKTHK, SIKI BK€ BUKOPUCTOBYIOTHCS Ta MOXYTh
OyTH BIPOBAKEHI Y HaBYAIBHHI Mpolec y MaitOyTHboMY. JlOIITBHUM € po3po0Ka MiAXOiB 10
kinacudikaii 3aco0iB reiiMidikaiii B OCBITI, @ TaKOX TOCTIIKCHHS HaWOLIbIT €(pEeKTUBHUX
cepea HUX. BaromMuM muTaHHAM € MpobiaeMa MiIBUIIEHHS €()eKTUBHOCTI BUKOPUCTAHHS ITPOBUX
3ac00iB B OCBITHBOMY CEpEOBHII Ta BU3HAYCHHsI OCHOBHHUX IHCTUTYIIIHHUX 3acajl reimidikarrii
B OCBITI.
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Kateryna Hnedina, Pavlo Nahornyi

Chernihiv Polytechnic National University, Chernihiv, Ukraine

THEORETICAL AND PRACTICAL BASICS OF GAMIFICATION IN
EDUCATION

The article is devoted to the analysis, comprehensive assessment and characteristics of the
theoretical and practical principles of gamification in education. The relevance of the study is
caused by the urgent need to find effective means of distance education in the context of external
challenges of recent years (distance education in the conditions of the COVID-19 pandemic and
the full-scale russian invasion of Ukraine), as well as the general trend of the transition of
developed countries from traditional established forms of education to new, digitalized forms.
The key goal of the research is to analyze the potential of gamification of the educational
environment as an innovative learning technology. Research methods used: analysis of literary
sources, analysis and synthesis, comparison, dialectical method, abstraction and concretization,
generalization, system analysis, method of considering psychological phenomena. As a result of
the conducted research, the definition of the term "gamification in education" is given, which
means the use in the educational process of game tools, approaches and practices inherent in
modern games using information and computer technologies (computer, mobile, online games)
with the aim of motivating and strengthening the cognitive activity of students and ensuring their
greater involvement into the educational process. The positive aspects of gamification of the
educational environment (impact on the motivational sphere and interest in learning) and
negative consequences (restriction of direct communication between students of education,
excessive use of computers) are characterized. The main components of gamification are
defined: dynamics, mechanics, aesthetics and social interaction. The most effective gamification
mechanics in the educational environment are characterized: achievement, appointment dynamic,
bonuses, community, countdown, discovery, ownership, levels, their advantages and
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disadvantages are highlighted. The psychological context of gamification of the educational
environment has been established. The cognitive, emotional and social components of the
psychological potential of gamification in education are characterized.

Keywords: gamification in education, educational environment, game tools, computer
game, distance education, psychological features
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