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CYYACHI TEHI[EI-[HIi PO3BUTKY IH®OPMAIIIMHO-
KOMYHIKAIIIHHAX TEXHOJIOT'TI B OCBITI

Mumoaa C. B.

BCTYII

3a OCTaHHE AECATWIITTS MUIAKTHYHI METOIU 3a3HAJIH CYTTEBHUX 3MiH.
[Tapagurma ocBiTH 3MicTHIIacsl Bii 3aCBOEHHS HaBYAJIBHOTO Martepialry B
ayauTopii Ha OliblI caMocTiiiHe HaBYaHHA. [HpoOpMauiiHO-KOMYHIKATHBHI
TEXHOJIOTI1, 0cOOJIMBO B peaisx naHaeMii Ta BOEHHOI arpecii npoTH YKpainu
HaOyBarOTh Bce OUIBIIOI HEOOXITHOCTI W KOPUCTYETHCS BCE OUIBIIOND
IOy JIIPHICTIO.

VYHIBEpPCUTETH IHTETPYIOTh IHHOBAIl 3 METOIO0 OHOBJICHHS HaBYAJIHHOTO
CepeloBHINA, MO0 CTYACHTH MaJli JOCTYII 10 HAaBYAJIbHUX MaTepiaiiB y pasi
HEMOXITUBOCTI BiIBiIyBaTH 3aHATTS, a IHHOBALifHI pIMIEHHS CHPUSIIOTH
Oe3mepepBHOMY HABYAHHIO Ta pPOOIATH WOTO OLNMBIN MpUBAaOIUBUAM 1
KoMpOopTHUM.

BripoBapkeHHs1 iHHOBalili B OCBITY JI03BOJISIE TI€ZaroraM HaJaBaTH
CTYIGHTaM HIMPOKHH CHEKTP OCBITHIX IOCIYT, MOYMHAIOYH BiJl CTBOPEHHS
3MICTY OHJIaWH-HaBYaHHS Ta iX pPO3NOBCIOJDKEHHS, 1 BIPOBAKCHHS
BIJIKPUTHX €JIEKTPOHHHX KYPCIB.

Pa3zom i3 TMM, AuCTaHIiWHA OCBiTa Ma€ PO3BMBATHCS 3 ypPaxyBaHHIM
BuMor XXI cTOMTTS, KOMM CTYAEHTH HE TiJbKM OTPUMYIOTh 3HAHHS 3a
(axom, aine i po3BUBAIOTH KPUTHYHE MHUCIICHHS, BYAThCS CIIBIPALIOBATH Ta
B33a€EMOJIISATH B KOMaHi. TOMy Ba)XJIMBO NPO€EKTYBATH Ta PO3BUBATH CHCTEMHU
OHJIalfH-HaBYaHHS SKi MOKPALTYIOTh I HABHUIKH.

CyuacHi iHpopMaIiitHO-KOMYHIKaTUBHI TEXHOJIOTII € BAYKIIMBUMU 5K JUIS
PO3BHHYTHX €KOHOMIK, sIKi 3aliMarOTh BHCOKI TMO3HUIi B TIJI0OAIBHUX
pedTHHTaX, TIOB’s3aHUX 3 OCBITOIO, TaK 1 JJIA KpaiH, 110 PO3BUBAIOTHCS Ta
CTUKAIOTHCS 3 TIPOoOJIeMaMy HaJaHHS BUCOKOSKICHOT BHIO OCBITH BEJIMKIH
KUTBKOCTI JIFOIeH 32 HaMEHIITNX BUTpaT. [HTerpamnis rexnosnorii LMS B ocBiti
MOJKYTb BUPIIIUTH KOXKHY 3 IIUX MP0O0IIeM, 00’ €THABIIN ay TUTOPHE Ta OHIAlH
HaBYaHHS, aJpKe TaKuK popMat JO3BOJISE BiTHOBIIOBATH 3HAHHS, TUHAMITHO
CTBODIOBATH KOHTEHT, TBOPYO IJIXOJUTH OO PO3BUTKY KPHUTHYHOTO
MHCJICHHS CTY/AEHTIB Ta CHPHATH (OPMYBAHHIO HAaBHYOK CIIiBIpami B
JUIaKTHIHOMY Ta HeJaroriyHoMy CepeIOBHILI 0JTHOYACHO.
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1. Bnuius indopmaniinux TexHoJ10Tiii Ha cnpuitHATTS indopmanii
Y BUBYEHHi iHO3eMHHX MOB

Iadopmaniiino-komyHikamiai texsHomorii (IKT) 3 koXHHM pokoM
BiZITparoTh Bce OLNBIIY POk B OpraHizallii OCBITHBOTO MPOIECY, CIPUSIIOTh
MiABUIEHHIO MOTHBamii 3100yBadiB OCBITH Ta ONTHMI3alii mporecy
HaB4aHHA. Ha cy4acHOMy eTami pO3BHTKY CyCIHIJIbCTBAa BCE OiNbIIe yBaru
NPUIUIAETBCS TOMY, W00 HaIliOHATbHI CHCTEMH KpalH aJamnTyBalld
TEXHOJIOTI49Hi PO3POOKH 10 HiJBUIIECHHS e(pEeKTUBHOCTI CHCTEMH OCBIiTHY.

HaykoBo-TeXHIYHHI PO3BUTOK 1/1e HACTIIBKH JHHAMIYHO, [0 TPAJUIIHHI
KHWDKKA HE BCTHTalOTh APYKyBaTHcs, Toai sik BhpoBampkeHHs IKT nHamae
3MOTYy  BHMKOPUCTOBYBATH  €JIEKTPOHHI  MiJPYyYHHKH, OOMIHIOBATHCS
iHpOpMaIli€l0 3a JOMOMOIor TIJ00aJbHOI Mepexi Ta eNeKTPOHHOTO
JMUCTYBAaHHSA 13 3aKOPJOHHUMH Ta BITIM3HIHUMHU (PaxiBIIIMH.

Buxopucranas cydacamx IKT y HaBuampHOMY TIpoLeci O3BOJISE
MiABUIUTH SKICTh OCBITH Ta MOCHIWTH OCBIiTHIM e(eKT BiI 3aCTOCYBaHHSI
MeJaroriyHUX MPOTrpaM i METOJMK, OCKLIBKM HaJae BUKIAZadaM JOJATKOBI
MOJKJIMBOCTI JIIsl HOOYAOBH iHAMBITya bHUX OCBITHIX TPa€eKTOpil 3100yBadiB
OCBITH, a TAKOX 3MOTY pealizyBaT Au(EpeHIiHOBaHU MiAX1] 1O CTYACHTIB
3 pI3HUM PiBHEM T'OTOBHOCTI 10 HABYAHHSI.

OpnHiero 3 BUMOT JI0 BHKJIaJadiB y HbOMY (OpMaTi € KpeaTHBHICTh Ta
OpUTIHAJBHICTh JO OpraHizamii MOJAaHHS HaBYAJIBHOTO KOHTEHTY uepe3
BUKOPHCTAaHHS MeJiapecypciB Ta IHTEPaKTHBHUX JUCTAHIIMHUX OCBITHIX
mwiathpopm. Ile € HeoOximHuM, amke OUIBIICT, 3400yBaviB OCBITH
HapOAWJIHCS B emoxy ImdpoBizamii Ta KOMIT'IOTEPHUX TEXHOJOTIH, TOMY
3aCTOCYBaHHS TaKUX IIAXOMIB IO OpraHi3amii OCBITH pPOOWUTH TIpoIEC
HABYAHHS JIEMIIUM Ta GiIbll e(heKTHBHUM?,

BuxkopuctanHs MemiapecypciB B OCBITI  JTO3BOJSIE CTUMYJIIOBATH
HaBYAJbHY NisJIbHICTH, MIOSBY iIHTEPECY Ta HABITh 3IMIHCHUATH IICUXOJIOTIYHAN
BIUIMB HA 3700yBaviB oCBiTH. OTKe, TEXHOJIOTII CIIPUSIOTh PI3HUM 3MiHaM, Y
TOMY YHCJI 1 TUM, 110 OB’ A3aHi 13 CEKTOpPOM OcBiTH®,

Ha ocHOBiI y3araJibHEHHs HAYKOBOI JIITEpaTypd MOXHa BU3HAYUTH
OCHOBHI NPHHITUIM JAUCTaHLIHHOI OcBiTH Ta BrpoBamkeHHS IKT, mo sxmx
MOJKHA BiJTHECTH:

— TBOPYMWH MiAXia 10 Mi3HABAILHOI MisNTHHOCTI,

1 Ratheeswari K. Information Communication Technology in Education. Journal of Applied
and Advanced Research. 2018. Ne 3. P. 46 https://dx.doi.org/10.21839/jaar.2018.v3S1.169

2 Som R., Dumitrascu D. A Critical Reflection on Relationship Between ICT and Change
Management in Enhancing Teaching and Learning Performances. Balkan Region Conference on
Engineering and Business Education. 2019. Ne 3(1). P. 409

% Goh E., Sigala M. Integrating Information & Communication Technologies (ICT) into
Classroom Instruction: Teaching Tips for Hospitality Educators from a Diffusion of Innovation
Approach. Journal of Teaching in Travel & Tourism. 2020. Ne 20(2). P. 157.
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— BIAMOBIAHICTH (PyHIAMEHTATBHOCTI OCBITH Ii3HABATBHAM IOTpedam
CTYICHTIB;

— BUIBHUE BHUOIp iHpOpMaii;

— 3a0e3NedYeHHs IHANUBIAYaIbHOI OCBITHROI TPAEKTOPIl CTYICHTIB;

— imenTH]iKamis;

— IHTEepaKTHBHICTE;

— THYYKICTh Ta aIaITHBHICTH JIO 3MiH;

— PI3HOMAaHITHICTh BHUIB KOHTPOJIIO 338 HABYAIEHUM IMPOIECOM;

—  MopynbHicTE .

Cyrrerwuii po3putok IKT B OCBITI 1OB’s3aHO 13 aHIEMI€0, KOJU 3aKJIa M
OCBITH BCIX PIBHIB MaJlil NPHCTOCYBaTHCS A0 TOroyacHux peaiidd. Ilig wac
maHaemii, 3 omHOro OOKy, 0arato meAaroriB 3iTKHYJHCS 3 MpoOJieMaMu
BIIPOBA/DKCHHS OHJIAWH-HABYaHHsS, 3 IHmOro OOKy, crocrepiramacs
HE3IaTHICTh CTYIEHTIB 3pO3yMITH HaBYAIBHUN Marepiall B bOMY (opMarTi
Oprasi3alii OCBITHROTO TIpoIeCy. BuXomssan 3 HaBeIeHOTO BUIIE TOSICHEHHS,
MOJXHAa CKa3aTH, [0 HaBYampHHHA mpomec mix gac madgemii Covid-19
BHUKIIMKaB Oarato mpoOieM, SKi JSATIH TATapeM Ha CYCIIbCTBO, IO
CTHUMYJIOBATH PO3BUTOK AWMCTAHIIHHOI OCBITH Ta BHMOT 1O IEAaroriB y
oMy (Gopmarti po6oTu®.

Cuctema HaBuaHHs 3 BUKopuctanHaM IKT mae psin nepesar:

— JI03BOJISIE 3HU3UTH HEIIPOAYKTUBHI BUTPATH IMpalli BUKJIa1a4a;

— HAJa€ CTYJCHTAM MIMPOKUN MPOCTIp I BUILHOrO BHOOPY BIacHOT
TPa€EKTOPii HABYAHHS B MIPOLECi 3100y TTsI 3HAHB;

— mepenbadae TudepeHIifoBaHINA MiAXIA OO CTYICHTIB, 3aCHOBAaHUHA Ha
BH3HAHHI TOro (pakTy, 110 BOHH MOXXYTb MaTH Pi3HHN TOMEPEIHId JTOCBIX i
piBEHB 3HAHP Y TOCIIKYBAHUX TATY35X 3HAHb, KOXKCH CTYICHT IiIXOIHUTH 10
MpoIiecy ONMaHyBaHHS HOBUMH 3HaHHAMH 31 CBOIM IHTEICKTYaJIbHUM
OaraxeMm, SIKHI BU3HAYA€ CTYIiHb PO3YMIHHA HIM HOBOTO MaTepiary Ta Horo
IHTEepIpeTalifo;

— migBuInye eeKTUBHICTh Ta 00’ €KTUBHICTH KOHTPOJIIO Ta OIIHIOBAHHS
pe3ynbTaTiB HAaBYaHHSI;

— TrapaHTye Oe3lepepBHE CHUIKYBaHHS Y BiTHOCHHAaX «CTYJEHT-
BHKJIA1a9»;

4 BomoGam H. M. DopmyBaHHs TefaroriyHoi KOMIETEHTHOCTi Marictpantis 1T-

creniabHOCTeH 3aco0amMu OCBITHIX 1H(OpPMAIHHUX TeXHONOTIH [H@opmayitini mexnonozii i
3acobu nasuanns. 2019. T. 71. Ne3. C. 77

5 Miguel L., Lorente L., Ancheta A., Pulido-Monte A. The right to education during
COVID-19. An International Persperctive. 2020. Sustainability. URL:
https://www.researchgate.net/publication/346444655_The_Right_to_Education_and_ICT_durin
g_COVID-19_An_International_Perspective
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— cipusie iHAWBIAyai3anii HABYAIbHOI NisUTPHOCTI (IudepeHmialiis TeMITy
HaBYaHHS, FTOCTPOTH HABYAJILHHUX 3aBAaHb ToI0)®,’.

Momo Bukopuctanus IKT Ha 3aHATTAX 3 1HO3€MHOI MOBH BHKIIaJadi
3a3HAYaloTh, 1[0 BOHH JOTIOMAaraloTh:

— (¢opMyBaTH B CTY/ICHTIB HABHYIKHU YNTAHHS,;

— BJIOCKOHAQJIIOBAaTH HABUYKH ayAiOBaHHS Ta IHCHMA;

— 30aradyBaTH CJIOBHUKOBHH 3ar1ac;

— BJIOCKOHAIIIOBaTH 3HAHHS IPaMaTHKH;

— nmi3HaTtucs OaraTo HOBOI IiKaBOI Ta akTyalbHOi iH(OpMaIlii mpo
KyJIBTYpy Kpainu, ii Tpaauuii.

o Oe3nepeunux mepesar BrnpoBajkeHHs IKT B HaBuanmpHHE mpolec
TaKOX MOXKHA BIJIHECTH IMOKPAICHHS MHUCJICHHS Ta PO3BUTOK 1HHOBAIIHHUX
HaBUYOK, SKi MOXYTh JO3BOJNUTH CTYICHTAM HAaOYTH IIIHHOCTEH OOMiHY
3HAHHSAMH Ta CIIUIBHOTO CTBOPEHHS 3HAaHb y BIIKPUTHX CIUIBHOTAax 0e3
0OMeKeHb Y Yaci Ta MiClli IIIIXOM OOMIHY ifmesiMH, OOMIHY TyMKamH Ta
CIiTbHOTO BHBYCHHS iH(popMamii. JIOCHITHHKA TaKOXX BHU3HAYMIIH, IO
HuHImmHI crynerTn 3BO  Oymu 31e0imbImoro 3afoBOJICHI UM THIIOM
HaBYaHHS, OCKUIBKM BOHHM MOXYTH BiJirpaBaTH KIIOYOBY POJIb SIK TBOPII
3MICTY, SIKI CIIIBHO KOPHCTYIOThCS HaBYajJbHUM OHJIAHH CEpEeIOBHILIEM, a
BUKJIQa4i CTAlOTh 3[cOUIbIIe KOy4YepaMH, pECypCOpaIHUKaMH  Ta
MOTHBATOPaMH.

Cucremu oHJalfH-HABYAHHS MalOTh TEXHOJOTIYHO MOKPAIEHUI TU3aiH i
GyHKUIT U TATPUMKHA BCiX (OPM OCBITHBOI IISJIBHOCTI, HE TLNBKU IS
MiIKITIOYCHHAS CTYJCHTIB, SKi HaBUAIOThCS B OHJAWH (popmati, ame ¥ ms
BUKOPUCTaHHSA aBTOMaTm3amii it (opMyBaHHA B3aeMofil B odraitnH
¢dopmari. Criipanb CTBOpPEHHS 3HaHb 3HAYHOIO MIpOIO 3alTydyae SIK MUCIICHHS,
Tak 1 IHHOBAIiiiHi HaBWYKH. [lOCTITOBHICTH IMX TPOLECIB TEOPETHIHO
obrpynroBani Honakoro ta Takeyui, Ta mependavae, mo ocoOUCTI 3HAHHSA,
JIOCBiJ] Ta HABHYKU MOXKYTh CTBOPUTH iHHOBAIIl Ta CIIPUATH pO3pOOIi HOBUX
npoaykriB. € nBa Buau 3HaHHs: HesiBHe (tacit knowledge) Ta sisue (explicit
knowledge). Hesire 3HaHHS € Cy6’ €KTUBHUM, YK€ OCOOMCTHM, SIKAM BaXKKO
noxinuTucs 3 inmuMmu. SBHi 3HamHs (explicit knowledge) moxyTte GyTH
BHpaXkeHi ()OpMaATBFHOIO0 CHCTEMHOIO MOBOIO Ta TIepeiaHi y BUTIsiai naHux. Lli

 Goh E., Sigala M. Integrating Information & Communication Technologies (ICT) into
Classroom Instruction: Teaching Tips for Hospitality Educators from a Diffusion of Innovation
Approach. Journal of Teaching in Travel & Tourism. 2020. Ne 20(2). P. 159.

"Plomp, T. R. Rapmund R. Teaching and Learning for the Future. Current Research in Social
Psychology. 2017. Ne 7. URL: https://research.utwente.nl/en/publications/teaching-and-learning-
for-the-future.
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ZIBa THIH 3HAHb CTBOPIOIOTHCS Ta MEPEIAIOTHCS Ha YOTUPHOX PI3HUX eTarax
3a gonomoroio npouecy SECI (puc. 1)8,

* Tacit Knowledge Tacit Knowledge

Tacit Socialization Externalization Explicit
Knowledge Knowledge
-
=

Internalization Combination .
Tacit Explicit
Knowledge Knowledge

T— Explicit Knowledge Explicit Knowledge ‘—/

Puc. 1. IIpouec SECI

BianoginHo no moneni SECI icHye 4oTUpH pexXUMU IIepeTBOPEHHS 3HAHB!
comiamizaris (Socialization) (Bim iHAMBiZyanpHHX HESBHHX 3HaHb [0
TPYIIOBHX HESBHHX 3HaHB), eKcTepHaumizamis (externalization) (Bim HesBHHX
3HaHb JI0 ABHHX 3HaHb ), KOMOiHaIlist (Combination) (Bix okpeMux sIBHHX 3HAHD
JI0 CHCTEMHHUX SIBHUX 3HaHb) Ta iHTepHamizamis (internalization) (sin sBHEIX
3HaHb JI0 HEIBHUX 3HaHb). Llell mpoliec IPUHIMIIOBO BAXIIUBHI, OCKIJIBKH LIe
onuH i3 HebaratboX MiAXOJIB, SKUH 30CEePEIKYETHCA HA B3aEMOIII MikK
HESBHUMM Ta IBHUMH 3HAHHAMH JUTs1 iHHOBALIHOTO HABYAHHs®.

Bnposamxytoun B npouec HapyaHHs IKT, MoxHa 0JHOYacCHO MO€gHATH
pizHi popmaTu iHpOpMAIi (BizyarsHO-TpadiuHy, TEKCTOBY, ayAialdbHy), IO
€ 0cOOJIMBO 3pyYHHM IS TIEJAroTiB Ta CTYICHTIB.

CyuacHi iH(pOpMaIiliHi TEXHOJIOTIT T03BOJISIIOTh HE TLIBKM BHKOHYBATU
CKJIaJHI PO3paxyHKH Ta OTPUMYBaTH JOBIIKOBY iHdopmamito, ane i
MOJICJIIOBATH peajbHI CHUTYyaIlil, [0 HATAI0Th MOXJIHBICTH CTYJCHTOBI
MIPOSIBUTH ce0e SK JOCHITHUK Ta 3IHCHIOBATH BipTyalbHI €KCTIEPUMEHTH.
Komm’toTepHi Mozeni 31aTHI BiITBOPIOBATH Ha €KpaHi Pi3HOMAaHITHI SBHUINA
Ta npouecu. ToMmy 1udpoBi pilleHHs HA CyyacHOMY eTami € e(eKTHBHUM
3ac000M HaBYAHHSI.

BukopucranHs mudpoBUX TEXHOJOTIH 3HAYHO TOKpAIly€e IHTEHCHUBHICTD
OCBITHBOTO IIPOLIECY, a/PKE Y IIbOMY (OpMaTi 3aCBOIOETHCS 3HAYHO OinbIIa

8 Nonaka I., H. Takeuchi, The Knowledge-creating Company: How Japanese Companies
create the dynamics of innovation. Oxford University Press. New York, 1995. p. 84.

® Hammami S., Alraja M. Elearning environment as a facilitator for knowledge creation using
SECI model in the context of BA. Journal of Theoretical and Applied Information Technology.
2015. Vol. 80. P. 375
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KUTBKICTH iH(pOpMaii, HiX Ie BinOyBajiocs 3a TaKMi caMHil MPOMIKOK dacy
Mg 9ac TpaAWmiiHOTO HaBuaHHS. KpiM IpOTO, 32 IOIIOMOTOI0 HAOYHOCTI,
MaTepiaJl TpPH  3aCTOCYBaHHI KOMIT'IOTepa Kpamle CIPHHMAETHCS.
BrpoBamkeHHs iHQOpMaIifHIX CHCTEM 3MIHIOE i POJb BHKJIAada IIOI0
IUTaHYyBaHHSA HAaBYAIBHOTO TMPOIECY, aKTUBI3allii CTYAEHTIB, NPOBEIACHHS
KOHCYJIBTAIIiH, MATOTOBKH 10 BUKOPHCTaHHA MU(POBUX 3aC00IB, MOKpAIIye
nepcoHaizauito, AudepeHniamio Ta iIHTeHCU]IKaLlilo0 HaBUYaHHS, PO3IINPIOE
Ta 3MIIHIOE MDKJUCIUILTIHAPHI aCTIEKTH, CUCTEMATHU3Y€E Ta CIIPHSE iHTerpauii
3HAHHS OKpPEMHUX JUCLUILUIH, CHpHS€ OO0'€KTUBHOMY Ta BIpPOTIIHOMY
MOHITOPHHTY Ta aBTOMAaTUIHOMY OLliHIOBaHHKO ™,

be3 nmepeHaBaHTa)keHb MOXKHA IOKpALIUTH OCBITHIH Tpouec y
npodiIbHOMY HaBYaHHI 3aBJSIKM ONTHMAILHOMY BHKOPUCTAHHIO IU(DPOBUX
3aco0iB. BuKopHCTaHHA HOBITHIX IHCTpYMEHTIB [JIs  BHUPIIICHHS
mpodeciifHnX 3aBIaHb Ha OCHOBI OTPHMaHUX HU(PPOBUX KOMIICTCHINH €
3aIOPYKOI0 YCITiXy Maif0yTHROTO (haXiBIIs.

OCHOBHUM HEIOJIKOM BHKOPHCTAaHHA NH(POBUX IHCTPYMEHTIB €
CKOpOYeHHS Oe3mocepeTHhol B3aEMOIl CTYACHTa 3 BUKJIAAa4eM Ta IPYIO0
Ta 3HauYHI (PiHAHCOBI BUTPATH Ha OCHAIICHHS HABYAJbHUX 3aKJIA/IiB.

Orxe, Bukopucranas IKT y HaBuanpHOMY cepeloBHUII € HEOOXiIHOO
YMOBOIO Cy4acHOi ocBiTH. [IpakTWka CBiqUWTh, IO TUTBKUA Ti 3HAHHSA, SIKI
CTyZIeHT 3700yB CaMOCTiiiHO, 3aBJSIKM BJIACHOMY JOCBiJy Ta JisUIbHOCTI,
OyAyTh CTIMKMMH. 3alydyeHHsS CTYACHTIB 1O OCBITH i3 3aCTOCYBaHHSIM
U(pPOBUX METOIB CIIpUsie 30UIBIICHHIO PIBHS 3aCBOECHHS HUMH MaTepiaiy,
MTOKPAIIEHHIO HACTPOIO 1 3aIliKaBICHOCTI Ha[alli i3 HATXHECHHSAM OITAaHOBYBaTH
npenMer.

Hogi ocBitHi Mozeni Ha ocHOBI IKT 103BONSIOTE pOOHUTH OCBITHIHN MpoIIeC
OUTBII €PEKTHBHUM, CIIPUATH PO3YMIHHIO Ta TIOTJTUOJICHHIO 3HAHB.

HenponymaHe BHpoBaJukeHHS LU(DPOBHX TEXHOJOTIH y HaBUaJbHUH
IpoLec MOXe He IMOKPAallWTH, a HaBiTh MOTIPIIMTH SIKICTh 3aCBOEHHS
Mmarepiany. TakuM YHHOM, KOMIT'IOTEPHI METOAM YPI3HOMaHITHIOIOTh
HaBYAJILHHUI NIPOLIEC, /IXKE CTYJICHTH CTAIOTh HE NACHBHUMHU CIIOCTEpirayamMH,
a aKTHBHUMH Y4aCHHUKAaMH OCBITHBOTO CEpPEIOBHUINA.

2. Myna sk niaatgopma edeKTHBHOT OHJIANH OCBITH
Moodle — ommn i3 HalimomynspHimmux i HaledekTHBHImMX 3acoGiB
BUPOOHMIITBA 3HAHB, SIKI BHKOPHCTOBYIOTHCS aKaJeMIYHUMH YCTAaHOBAMH IS
MoOJIepHi3aliii ocBiTHROro mporecy. Moodle a6o Modular Object-Oriented
Dynamic Learning Environment po3mudpoByerbes sik MoayinbpHe 00’ €KTHO-

1 Caruth G., Caruth D. Distance education in the United States: From correspondence
courses to the Internet. Turkish Online Journal of Distance Education. 2013. V. 14. P. 45
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Opi€HTOBaHE JWHAMIYHE OCBITHE CEPENOBHINE, € BIAKPUTHM KypCOM
YOpaBIiHHA, SAKAH Oylno CTBOpPEHO [UIi J[ONOMOTH BHKJIAJadaM Yy
MIPOEKTYBaHHI OHIaWH-KypciB. [leprma Bepcis miel matdopmu Oyia cTBOpeHa
B ceprHi 2002 poky.

Moodle — 3pyuna cucrema kepyBanus HaBuanusM (LMS) i3 Bimkputum
KOJZIOM, sIKa MOXKEC BHKOPHCTOBYBATHCS AJSI 3MIIIAHOTO Ta AWUCTAHI[IHHOTO
HaBYaHHS 3 HIMPOKMM BHOOPOM (DYHKIIiH, sIKi CIIPSIMOBAaHI SIK Ha CTBOPEHHS
CHUIKYBaHHA 37400yBadiB OCBITH 3 BHKJIaJa4eM Ta [POXOJPKCHHS
ABTOMATH30BaHMX TECTIB, TaKk 1 Ha BIPOBAKCHHS TreiMipikoBaHUX
eJIeMEHTIB. 3rifHO 3 iHQopMalli€eo, PO3MIlIEHOI0 HAa CBITOBOMY CalTi B
cucreMi Moodle, cranom Ha ciuerb 2018 poky 3apeectpoBano 65 000 000
kopucTyBadis, 6 000 000 xypcis i 64 000 caiiTis y 233 kpainax csiry*!.

Homymsapricts Moodle MOSCHIOETBCS HOTO Opi€HTALIEI0 HAa CIIBIPAITO.
3aBmsaku Tomy, mo Moodle MicTHTh BenWKHA (YHKIIOHAN, IUIATPOPMY
MOXHA BBa)XaTH OJHI€I0 13 HAHOUIBII THYYKHMX 1 MOTYKHHX OCBITHIX
mwrathop™, sKa CIpPHUSIE B3aEMOMIl MDK aKaJeMIiYHAM MEPCOHAIOM 1
cryneatamu. Moodle LMS cmpuse po3BHTKY iHHOBAIlifHOI ITOJIITHKH
VHIBEpCUTETIB 1 3aJOBONBHSAE MOTPEOM BHKIANAYiB Y KOHCTPYIOBaHHI
BJIACHHUX KypciB (IUIaHyBaHHsI Ta MPOBEAEHHS KypcCiB y pi3HUX (opmarax,
HaloOBHEHHA iX BiJe0 Ta ayJiomarepiajlaMM, CTBOPEHHS Npe3eHTallil,
ABTOMATH30BaHUX TEKCTIB ToIo)*?%3,

Jlo ocHOBHHUX XapakTeprcTHK cuctemu Moodle moxHa BigHecTH:

— 3HaHHS HaJXOJATh HE JIMILIE BiJl BUKJIAAuiB, a i Bijl CTY/IEHTIB;

— 3BOPOTHHIH 3B'SI30K CHPHSIE€ IPOTYKTHBHOCTI;

— coUiaJIbHUH IOCBIJI MOJIETTIIY€ HaBUaHHS;

— BWKJIaJadyi Ta CTYJCHTH BUaThCs OLIHIOBATH YHCIICHHI IEPCIIEKTUBH Ta
BiJINIOBiTHO OyXyBaTH CBOE CITIJIKYBAaHHS;

— 3aXOOM, IHCTPYMEHTH Ta CEpEIOBHIIEC pPO3POOJICHI BIAMOBIIHO IO
motpeb 3700yBaviB OCBITH. SIKIIO 3MIHATHCS IIi TOTPeOH, TOMI 3MIHHTHCS 1
Bee inme!*S

Ha mymky mocnmimaukiB, Moodle Hamae cTyaeHTaM 3Ha4HI MOMKIHUBOCTI
JUIL CaMOCTIMHOCTi, IIO B CBOIO Yepry CHpHUSE HABYAHHIO, COIiaJIbHIN

1 Moodle. Official website. 2021. URL. https://stats.moodle.org/

12 Council N. R. Education for life and work: Developing transferable knowledge and skills
in the 21st century: National Academies Press, 2013.

13 Anand A., Eswaran S. Case study MOODLE: Approach to Learning and Content
Management System (LCMS). International Journal on Computer Science and Engineering.
2018. Ne 6(7). P. 1149.

14 Finnegan M., Ginty C. Moodle and social constructivism: Is Moodle being used as
constructed? A case study analysis of Moodle use in teaching and learning in an Irish Higher
Educational Institute. All Ireland Journal of Higher Education. 2019. Ne 11(1). P. 1-21.

5 Vu P., Fredrickson S., Moore C. Handbook of Research on Innovative Pedagogies and
Technologies for Online Learning in Higher Education. IGI Global. 2017. P. 147
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B3a€MOJIii Ta KOHCTPYKIIil 3HaHb. Pe3ynpTaTn HaBYaHHS 3700yBadiB OCBITH
MOXYTb OyTH IOCATHYTI dYepe3 IHTerpoBaHE HAaBUAHHS 3a JOIIOMOTOIO
Moodle®. Cepen ii uncenbHUX pecypciB Ta IHCTPYMEHTIB MOKHA BU3HAYMTH:

— dQopyMn, Ha SKHX CTYOEHTH Ta BHKJIAJadi 3aJydaroThCs 0
00rOBOpEHHS Ta OOMiHY iEsIMH.

— 4atW, SKI € JOCTYHHHMH JUIi MEBHOTO JHA abo TIDKHA Ta
BIZIKpUBAIOTHLCS y IEBHUI Yac Ta J1aTy;

—  Wiki, sikuit MoXe BUKOPUCTOBYBATHCS JUIsSl KOMEHTapiB BUKJIa1a4iB;

— CJIOBHHMK ISl CTBOPEHHS 1 BEJICHHS CIIICKY BU3HAUYCHb.

— TpyNOu: CTYAEHTH MOXYTb IOAUIATUCS Ha TPYIH 32 BHOOPOM

— 3aBJAHHS: JO3BOJISIE BUKIIAIauaM OTPHUMYBATH poOOTH Bif 3100yBayiB
OCBITH y 3py4HOMY (hopmaTi (SIK B OHJIalH (HOpMi, TaK 1 BKIIaAEHUM (ailiiom)

— 0a3a maHWX: crHemiajbHi 3aMUCH TOJIB U CHUIFHOTO BUKOPUCTAHHSI
Ta 300py JAaHUX.

— TIPaKTHUKYM: OLIHIOBAaHHS CTYyJCHTIB, B3a€MOOIIHIOBAHH.

— TecT: BENIMKa BapiaTHBHICTh AJSI CTBOPEHHS TECTOBUX 3aBJaHb, SIKi
BKITIOYAOTh SIK TECTH HA MHOXXUHHUN BHOIp, 3HAXOKCHHS BiAITOBIIHOCTI,
IIpaB/a/HenpaBa TBEPUKEHHS TOIIO;

— URL-nocunanss Ha Be6-cTOpiHKY Tomo'’

Otxe, 1O OCHOBHHUX IiepeBar BukopuctanHs Moodle LMS moxHa
BIHECTH: SKICTh, HaMiHICTh, O€3MEeKy, MIATPUMKY, CTaOUIBHICTS,
MIPOCBITHULITBO, OEHUMAPKIHT, BAPTICTh, €PEKTUBHICTD I XMapHi 00YHCIICHHSI.
[Mpudomy, XMapHi OOYHCIEHHS MOXYTh JIO3BOJHMTH CTBOPEHHS Ta
BUKOPHCTAaHHS NPOJYKTY HE TUIBKH B PO3BHHEHHX KpaiHax, aie i B KpaiHax,
1110 PO3BMBAIOTHCS, AJUKE 1€ BIUIMBAE HA IiHY TPOLyKTY61S,

Ile omgHiero OGe3mepeyHO0 MepeBarold CHCTEMH € BiIMOBIMHICTE CHipai
CTBOPEHHS 3HaHb, Ky IIPEACTAaBICHO y NepioMy po3ziii. Tak, mis nepmoro
piBas «Corianmizamnisy HaHOUTBII MiIXOAATh TaKi OMIil K GopyM, coliaabHa
crinpHOTa, 4ar, «['omyba kHOomka». Ha piBHI ekcTepHamizamii IOUITBHO
3aCTOCOBYBaTH TaKi IHCTPYMEHTH SK BiKi, OJOTH, MHUTTEBI MOBIIOMIICHHS
(MutTeBI IOBiTOMIIeHHS), VoIP/TenedoH, onnaitH-aucKycii, crinbHy poboTy,
BilcOKOH(EpeHmii, Terw, IHCTPYMEHT KOHIENTYyaJbHOTO MOIEIIOBaHHS,
MOOiTBHI TexHouoTii, MeTanaHi, PLE, pemakTop ciiB, cayx0a eHIuKIIone i

16 Binkley M., O. Erstad, J. Herman, S. Raizen, M. Ripley, and M. Runmble. Partnership for
21st century skills. 2014. URL: www.p21.org/.

7 Moodle. Official website. 2021. URL: https://stats.moodle.org/

18 ima, J. Moodle Platform: Education through technological mediation. Revista Cientifica
Multidisciplinar Nicleo do Conhecimento. URL: https://www.nucleodoconhecimento.com.br/
education/ moodle-platform

¥ Luk, C., Ng, K., Lam, W. The acceptance of using open-source learning platform (Moodle)
for learning in Hong Kong’s higher education. International Conference on Technology in
Education. 2018. P. 249 257. doi:10.1007/978-981-13-0008-0_23
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JOCITIKEHb 1 po3po0OK, 30BHIITHE iHTEpAaKTUBHE HABYaHHS, TUCKYCIHHI
(dbopyMH, CXOBHIIE CHUTBHUX JOKYMEHTIB, COLiajbHI MEpEkKi, IHCTPYMEHTH
BIIACHOCTI, CUCTEMHU JAUCKYPCY, €IEKTPOHHI pecypcH Ta popym?*2,

Ha piBHi xoMOiHamii TOMIIPHO KOPHCTYBATUCS TAKMMH iHCTPYMECHTaMH
Moodle sx 6a3a 3HaHB, CHCTEMa €JIEKTPOHHOI CIIBIIpAIli, BiKi, Terw Tommo. Y
JeTalbHOMY CHHTE31 «[HTepHami3amis» KOMIIOHEHTH C(OPMYBaIH ITEPBUHHE
mokepeno. HaiOinbln cxoxumu pesyiabraTamu Oynu 0a3za 3HaHb, BIiKi,
3allMTaHHS Ta BIJINOBIAI, MOJEIIOBaHHS, NpOrpaMHE 3a0e3NeyYeHHs IS
CTPYKTYPHOTO HPOEKTYBaHHS, IHCTPYMEHT peduekcuBHoro ananizy (IVT),
IHCTPYMEHT JJIsl CTBOPEHHS CIUIBHOTH, irpu Juisl KiIbKOX rpaBuliB, RSS,
IHCTPYMEHTH BipTYyaJbHOTO MPOEKTYBAaHHS, CUCTEMH pPOOOYMX IIPOLECIB, Ta
nucKyciinuit popym?2,

[poimrocTpyeMo 0coOIMBOCTI POOOTH 1€l CHUCTEMH Ha TPHKIALIL
IUCTaHIIHOTO Kypcy Moodle mnms mepekmamadiB. Kype ckmamaetscs 3
TEOPETHYHOTO 1 MPAKTHYHOTO OJIOKIiB, sIKi € TOB’S3aHMMH 3a 3MicToM. B
HEepIIOMY TEOPETHYHOMY OJIOLI Ha CaMOCTIHHE ONpPAIfOBaHHS CTYICHTaM
NPONOHYIOTHCS HACTYITHI TEMH:

1. lepekJaa Ak HAYKA Ta MUCTENTBO, ITij1 YaC BUBYCHHS SIKOI CTYJCHTH
MAaIOTh O3HAHOMUTHCS 3 THPOPMAILIIEIO IIOJTO :

— BH3HAUECHHJ NEpeKiaay Ta oro OCHOBHUX (pyHKIIH;

— OCHOBHMX THIIB mnepekiany (IMCbMOBHH, YCHUH, XYHOXHIMH,
TEXHIYHHH TOIIIO);

— TPHUHIIMIIIB €KBIBAJCHTHOCTI Ta aJICKBATHOCTI Y TIEPEKIIAII;

— BIAMIHHOCTEH MiX OYKBaJbHHM, 3MICTOBHAM Ta KOMYHIKATHBHHUM
HePEKIaIoM.

2. TexHikM Ta cTparerii nepexJaaay, sKa moIiIIeTECSI Ha TaKi MATEMU:

— JOCIIBHUH VS. 3MICTOBHIA TIEpEKIaT;

— Bukopuctanai CAT (Computer-Assisted Translation) iHCTpyMeHTiB;

— poboTa 31 CKIaJHIMH TepMiHAMH

3. ABTOMATH30BaHi CHCTEMH Ta iHCTPYMEHTH, ITijl 4aC BUBUCHHS SKOT
CTY/ICHTH MaIOTh O3HAHOMHTHUCS 3:

— BukopucTanasM Moodle i 3aBiaHb i TeCTiB;

— Trados, Smartcat, MemoQ;

— TEpeKIaJoM y KOHTEKCTi IITYYHOTO 1HTEIEKTY.

2 Bomo6ar H. M. Po3po6ka aucTaHILiifHOr0 Kypey 3aco0amu iH(opMalifHOro cepeIoBHIIa
Moodle. Haykosi npayi. I[leoazozixa. 2010. T.136. Ne 123. C. 23

2 Pertti V., Luoma Y., Naever A. Towards a semantic e-learning theory by using a modeling
approach, British Journal of Educational Technology, 2006. V. 37. P. 449

22 Hammami S., Alraja M. Elearning environment as a facilitator for knowledge creation
using SECI model in the context of BA. Journal of Theoretical and Applied Information
Technology. 2015. Vol. 80. P. 378
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Hus Toro, mo0 y CTYACHTIB BIiAKPUBCS pO3AUT 3 MPAKTHIHUMHU
3aBIAaHHAMH IM HEOOXigHO TIPOWTH aBTOMAaTH30BaHWII TecT. HaBememo
JeKiTbKa MPUKIIAIIB 3 IbOTO TECTY:

Hpuxiaan 1 Tect HA MHOKUHHMIT BHOip

1.1. Axuii i3 nasedenux sapianmie HE € munom nepexiaoy?

a) JiTepaTypHHA

b) TexHiuHMI

C) JMHTBICTUYHUIA

d) aBTOMaTH30BaHUIA

1.2. IJo maxke exsieanenmuicmo y nepexkiadi?

a) Ilepenaua TOYHOrO 3MICTy OpPHUIIHAIBHOTO TEKCTY, HE3AJICKHO Bil
CTPYKTYpH.

b) docniBHuil mepekian KOXKHOTO CIIOBa.

C) BinTBOpeHHs JiIIe CTHIIICTHYHUX OCOOIMBOCTEH TEKCTY.

d) Bukopucranns nuie odiliifHO 3aTBepIKEHIX TSPMiHIB.

Ipukaan 2: CniBBiiHeceHHs IOHATH

Cnigsionecims mepminu 3 iXHIMU BUSHAYEHHAMU:

— Tpancdopmania — (A) 3MiHa CTPYKTYpH peUCHHS O€3 BTPATH 3MICTY

— KanskyBanuss — (b) [locniBHe 3amo3udeHHs Qopmu cioBa abo
BUpazy

— Apanrtauin  — (B) [IlimnamryBaHHS TeKCTy i KyJbTYpHI
0co0MBOCTI

Hpukaan 3: Bipuo/HeBipHo

Teopis nepexnady euguac Juwie JeKCUHHI OCOOIUBOCMI MEKCMY.
(Bipro/HeBipHO)

VY mpakTrgHOMY OJTOIIi 3aBJaHHA 37e01IbIIe CIIPSIMOBaHI HA!

— TepeKiIaj] TeKCTiB Pi3HUX KaHPIB;

— aHaJIi3 TOMMJIOK TePeKyIai Ta pejaryBaHHs;

— BHMKOHAHHS TECTOBHUX 1 peaJbHUX IPOEKTIB

[MpakTu4Hi 3aBAaHHS MICTSATh HACTYITHI TYHKTH:

1. HepekaacTu kopoTkuii Tekct (150-200 caiB) ABOMa criocobaMmu:

— JIOCTIBHUH TIepeKIaj

— KOMYHIKaTUBHUH TepeKia

[Ticnsa nepexiaxy — 3poOUTH KOPOTKHUHA aHAJi3: SKi TPYXHOII BUHUKIIH Ta
SKAN BapiaHT € OiJbII IPUPOIHUM JUIA IIUTHOBOI ayJUTOPIi.

2. Koporkwuii anaJi3 nepekjaaeHoro rexcry (ece 250-300 caiB)

— oOpatd  HEBeJMKUA  ypUBOK  (HAampuKiIa®, XyAOXHIH  abo
Iy OJIIUCTHYHNH TEKCT).

— TIpoaHaNi3yBaTH, SKi TEOPETWYHI AaCleKTH Tepekiagy Oymn
BHKOPHUCTaHI (€KBIBAJICHTHICTh, TpaHC(HOpMAIIii, aIanTaIlis TOIIO).

— BIAMOBICTH Ha MUTAHHS:
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a. SIki TpyIHOII BUHUKIIHM i Yac mepeKiamy?

b. Sk xyJabTYpHi aCleKTH BIUTHBAIOTH HA TOYHICTH TIEPEKIary?

3. AHaii3 NOMUIOK y HepeKIaii

3.1. 3aBaanusa: CTyneHTaM HAZA€THCS TEKCT i3 TOMIIIKAMHU B IIEPEKIIaIi
(JIeKCMYHUMH, TPAMATUIHUMH, CTIJIICTHIHAMH). BoHH MaroTh:

1. BHSIBUTH Ta BUIIPAaBUTH TOMHIJIKH.

2. OOIpYHTYBAaTH CBOI IIPaBKH (3 TOUYKH 30pY TEOpil mepekmnany).

3.1.1.0riginal:  "She has a soft spot for old books."
& Henpasunbauii nepexian: "BoHa Mae M’sKe Micle A1 cTapux KHMr."

[Ipasunpauit nepekitan: "BoHa Mae c1aOKiCTh 0 CTapuX KHIDKOK."

3.1.2"The manager was in a black mood today."
P4 "Menemxep CHOTO/THI 0yB y YOPHOMY HacTpoi."
"MeHepKep choroiHi OyB y MOraHoMy HacTpoi."

3.1.3. Original: "She has a soft spot for old books.”
x Henpasunpauit nepexinan: "Bona mae M’ske Micre A cTapux KHUT."
[MpaBunbHuMi nepeknan: "BoHa Mae cnaOKiCTh 10 CTaApUX KHUKOK."

4. llopiBHAJILHUIH aHAJI3 NepeKJANIB

4.1.IlopiBHAlTe, AKWHA TEpeKNIaa € ONMKIUM JO0 OpHUTiHANY Ta SKUHA
BHUIUISIAAE OiIBII MPUPOAHUM /IS LIUTLOBOT Ay IUTOPIT.

"All that we see or seem is but a dream within a dream." (E.A. Poe)

x Iepexnanu:

["Bce, mo mMu Oaummo abo 3maeThcsd HaM, — 1€ JIWIIE COH y CHI."

P1'Vee, 10 Mu 0A4UMO YH YSIBIIIEMO, — HE IO 1HIIE, K COH y CHi."

Axuii sapianm 38yyums Oinbw npupoorno? Yomy?

4.2. TopiBHsATH 1Ba a00 TPH Pi3HI BapiaHTH MepeKIaay OJHOTO H TOTO XK
TEKCTY Ta BU3HAYHUTH, IKUH € HallBAATIIINM.

@ Ipuxaan:

CryzneHTaMm HaJaroTHCS 1B MIEPEKIIAAN YPUBKA 3 BIZIOMOTO JIITEpaTypHOTO
TBOpY (Hampuknam, "Tappi [orrep", "3amucku llepnoka Xommca"). Bonn
MaloThb!

1. mpoanamizyBaTH, SK IepeKiafadi Mepemandl CTWIICTHKY, TPy CIiB,
pHUTM.

2. BU3HAYUTH, SKI TPUHOMH  BHKOPUCTOBYBAJHMCS  (aJamTaris,
JIOIaBaHHs1, BUIYYEHHS TOIIO).

4.3. Tlepexnactu peuaenns ""The news hit him like a ton of bricks." mBoma
pizHUMHE crioco0amu:

1. OykBaJbHO (IOCITIBHUHN IEPECKIIAN).

2. BUIBHO (KOMYHIKaTUBHHHI 200 aJanTHBHUI MEpeKnan).

5. Po6ora 3 TepmiHoJIoTi€0
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3aBaaHHA:

JlaHoO CIMCOK CHemiai30BaHUX TEPMIHIB (MEIUYHHX, HOPUANIHHX,
TEXHIYHHX ).

— TepeKIaiiTh iX Ta MOSCHITH, YOMY 00paJiu caMme Ieif BapiaHT.

— 32 MOXKJIIBOCTI 3HAHIITH CHHOHIMHU 200 aJbTePHATUBHI MepeKIaIu.

6. Jlokani3amisi TeKCTY

3aBaanHA:

— MepeKNIaiTh peKJIAMHUI ciorad ado ONUC MPOIYKTY.

— ajanTyiTe HOro s YKpaiHCBKOTO PHHKY, BPaXOBYIOYH KYJIBTYpPHI
0COOJINBOCTI.

Mpuxaan:

"Finger-licking good!" (KFC)

7. ABTOMAaTH30BaHi VS. py4Hi IepeKIaTn

3aBaaHHA:

— TIepeKNIaJiTh YPUBOK TEKCTY CAMOCTIIHO.

— BUKOHaHTe el camuii mepekian y Google Translate abo DeepL.

— TOpIBHAWTE pe3ynbTaTH Ta ONUIIITE MOMWJIKH a00 HeI0JiKH
MAIIMHHOIO (0CO0UCTOrO) NMepeKaany.

Lli 3aBoaHHS MOXHa IepeBipsATH abo 3a JONOMOIOK IHCTPYMEHTY
«3aBaaHHs», ab0 3a gonoMorow Gopymy, o0 3anyduTH 3100yBadiB OCBITH
JI0 TPYTIOBOTO OOTOBOPEHHS

3. I'efimiikanis ocBiTHLOr0 Mpouecy sik 3acié NiABMIEHHS MOTHBALIT

OnmHUM i3 Cy4acHUX METOJ[iB HaBYaHHS IHO3EMHOI MOBH € reiMidikarris,
sIKa BKJTIOYAE 3aCTOCYBaHHS IrpOBOr0 KOMIOHEHTA Ta OE310CcepeHbo irop y
poreci 3acBo€HHS MOBH. Ha OCHOBI aHaii3y HayKOBOi JiTepaTypu MOXKHa
CTBEpIDKYBaTH, IO TeiMidikamis crpuse OLTBIN eQEeKTHBHINA opraHizarii
HaBYAJIBHOTO Tmporecy. [ eiiMidikamiro BU3HAYAIOTH SIK:

— METOMOJIOTII0  AKTHMBHOTO  HABYAaHHS, IHHOBALiliHY  cUCTEMY
opraHizamii HaBYaJBLHOTO TMpoliecy BHKOpPHCTOBYIOUM Taki pecypcu
reiimigikarii, s’k OCBITHI CeKIlii, MM TIEPEXOIUMO BiJ TpaauIlidiHOI MoJem,
OpIEHTOBaHOI Ha HABYAaHHS, 0 MOJEINi, OpPI€EHTOBAHOI HAa HABYAHHSA Ta
crynenta?s,

— METOAWKY aKTHUBi3amii Mi3HABAIBHOI MiSIIFHOCTI 3700yBadiB OCBITH
yepe3 IHTErpalilo irpoBHUX €JIEeMEHTIB B OCBITHIH KOHTEKCT. 3aBAaHHSA

2 Clarke S., Peel D., Arnab S., Morini L., Wood O. EscapED: A framework for creating
educational escape rooms and interactive games to for higher/further education. International
Journal of Serious Games. 2017. Ne 4(3). P. 75.
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reiimipikanii mepembadae  pO3BHUTOK TEBHHX  yMiHb,  IIiIBHIICHHS
e(heKTHBHOCTI HABYAJILHOTO HPOLECY Ta CIPUSHHS COLaNbHii B3aeMoaiiZ*

— 3aCTOCYBaHHS €JIEMEHTIB TPH B OYyIb-SIKOMY iHIIOMY KOHTEKCTI IJIst
JNOCATHEHHS NeBHUX Iimeit. Llimi Moyt OyTH pi3HUMH, aje, sK MPaBUIIo,
HIeThCS PO OCATHEHHS TIEBHOT TOBEIIHKH Y JTii 2>,

3aBasSKH TaKOMY MiAXOLy HaBUAHHS CTa€ KOHCTPYKTHBHHUM. BinmosimHo
J0 Teopii HeWpoHaykH, iHpopMaris 30epiraeTbcsi Habarato Kpaiie, SKIIO0
ocoba, IO HABYAETHCS AaKTHBHO 3aJlydyeHa [0 IPOIecy HaBYaHHS.
Iefimicikariist poOUTH HABYAHHS [IIKaBHM, a CHCTEMa BUHArOpOJIU J0IIOMarae
MOTHBYBAaTH Ta 3aJIydaTd CTyJeHTIB. Bce me crpusie Oimbin ycminiHOMY
HaBYaHHIO JUTHHUZ,

Z[o KJIFOYOBHUX CKJIQJIHUKIB reiiMidikanii Hajgexars:

YiTKO BH3HAYCHA METa;

— BUKOHAaHHS BIpaB a0o reiiMi(ikoBaHHUX 3aB/IaHB;

— Koomeparlis MiXK y9aCHUKaMH;

— 3a0XOYCHHS J0 BUKOHAHHS 3aBIaHb Ta HATOPOJY;

—  BILIYYTTSA YCHIXYy.

Sk 3a3HAYAIOTH TOCIITHUKH, TeiMi(iKOBaHUH IMiXiq MOKE BKITIOYATH SIK
yCi 11i elleMEeHTH 0JHOYACHO, TAK i IX KOMOiHaIii%’

Jlo ocHOBHHMX mije# reiMidikamii MOXKHA BIIHECTH JIOSUTBHICTD,
MOTHBAI[iII0 Ta BHHAroOpojay, SKi JOMOMArarOTh JOCSIITH OCBITHIX I[iJIEH,
3a0e3neyuyroun Kpallli pe3yJibTaTH y BUKJIaAaHHi Ta HapyaHHi. Ha npaktuui ne
O3Hauae:

— IMOJICTIICHHS 3aCBOEHHS CKJIAJHUX MOHSITE;

— TiIBUIIECHHS Mi3HABaJbHOI aKTHBHOCTI 37J00yBaviB OCBITH;

— BMUHAropo/Ia 3a TeBHi JIii YM J0CATHEHHAS,

HaykoBui [IifinuiM BHCHOBKY, [IO KOJM JIFOOM TPAlOTh B  irpH,
BHPOOISAETECA NO(aMiH, pEYOBHHA, IOB’S3aHa 3 HABUAHHIM 1 ITaM’ SITTIO.
Komu moam BiguyBarOTh NPUEMHI BIAYYTTS, MOXKYTh BHPIIIATH MpOOIeMy

% Knutas, A., Ikonen, J., Nikula, U., Porras, J. Increasing collaborative communications in a
programming course with gamification: a case study. Proceedings of the 15th International
Conference on Computer Systems and Technologies. 2014. P. 373

% Banfield J., Wilkerson B. Increasing student intrinsic motivation and self-efficacy through
gamification pedagogy. Contemporary Issues of Education. 2019. Ne 7. P 292

% Eukel H., Morrell B. Ensuring educational escape-room success: The process of designing,
piloting, evaluating, redesigning, and re-evaluating educational escape rooms. Simulation &
Gaming. 2012. Ne 52 (1). P. 20

2 Top6ariok JI. B., Kpasuenko H. B., Anekceesa I'. M., Posymua T. C. Mo6inbHi JomaTku
SIK 3ac00M (opMyBaHHS IHIIOMOBHOI JIEKCHYHOI KOMIIETEHTHOCTI CTYJEHTIB He(diToNoriyHuX
cremiansHoCTel. [Hpopmayitini mexnonoeii i 3acobu naguanns. 2019. Ne 6. C. 155.

2 Bita Mirzaie Feiz Abadi, Neda Khalili Samani, Alireza Akhlaghi, Sara Najibi, Molood
Bolourian. Pros and Cons of Tomorrow's Learning: A Review of Literature of Gamification in
Education Context. Med Edu Bull. 2022. Vol.3. N.4. No.10. P. 543-554
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abo OTpUMATH MPaBIIBHY BiAIIOBiIb, BOHU CXHJIbHI MMOBTOPIOBATH OYIb-sKi
Iii, SIKi IPUHOCATH 33I0BOJICHHS YW BHHaropony. KpiMm BuHaropomw, irpu €
MIpUBa0JIMBUMH, OCKIJIbKM BOHH MilOTh Y BHTaJlaHOMy cepemoBuii. I paBii
MOXYTb OUTBII-MEHII KOHTPOJIIOBATH CHTYAallif0, a TaKOX BHPIITyBaTH,
XO4yTh BOHH I'paTH 9H Hi. CTPYKTypa IpH Ta Cr1ocid OTpUMaHHS BUHATOPOIU
TaKoXX MpHUBaOMOOTh. Y reiiMidikamii € Sk XyHOXKHIA, TaKk 1 HayKOBHH
acmekTu?,

IepeBaru reiiMidikamii HONATarOTh y ii BIAMOBIZHOCTI 1O MEBHUX
MICUXOJIOTIYHUX MiIXOMdiB, HAMpPUKIAA, TeOopil MOTOKY abo KOHIIEMIIii
caMOBHM3HaueHHs. BigmoBimHO 10 KOHIENIii caMOBH3HAYCHHS, JIOAMHA
3alliKaBJieHa PO3BUBATHUCS 1 BIOCKOHAIIOBATHCS 3aJIE)KHO BiJl BPOJDKEHHUX YU
OCHOBHHX ICHXOJIOTIYHUX MOTHBIB, a TaKOX Iependayae, 1mo OCOOUCTICTh
3JaTHa CaMOCTIHHO peasli30ByBaTHCS, KOJM BOHA 33JOBOJBHSE BIACHI
KOMIETEHTHICHI ¥ comiampHi 3amutd. [loTik SK mporec BHUHATKOBOTO
TIepeKMBAHHS CIPAMOBAaHUM Ha 3arMOJICHHS B JiSUTBHICTH 1 CTa€ ONHUM i3
Ha3HAYYIIX IICUXOJIOTIYHNX acTIeKTiB reiiMidikamii Ta po3sar. Po3podHukn
3aCTOCYBAJIM KOHIICTIIIIIO TIOTOKY, 00 TOYHIIIE MPOAHai3yBaTh MOBEIIHKY
KOpHCTyBadiB. BimMmoBimHO 1O IOCHIIKEHb, KOJHM IHIWBIN CTHKAETHCS 13
3aBJIaHHSIM ITiJBHIICHOT CKJIQJIHOCTI i 3HAXOMUTH CII0Cci0 Horo peaizauii, BiH
Bi[uyBac 3a70BOJIEHHS I IIparHeHHs! 0JAaTH HACTYIIHI BUKIUKK .

Pa3oM i3 TUM, MOXHa CTBEp/PKYBaTH, 110 reiiMidikaiis He MiIX0IUTh JI0
BCiX eraniB HaBuyaHHs. Hampukiaj, BoHa HaBpsa M Oyne e(eKTUBHOIO Mif
4ac IOSICHEHHS HOBOTO Marepiany, aje e € JI€BUM IHCTPYMEHTOM IJist
aKTHBI3allil 3HaHb CTY/EHTIB 3 TE€M, II0 BUBYAINCS, & TAKOX JJIsl IOBTOPEHHS
TTiCIIS TOSICHEHHSI HOBOT'O Matepiaiy.

[efimidikaliiss MOXke OXOILTIOBATH TeMY, IpeaMeT abo mimmid kypc. Kpim
TOrO, IO BOHA JOIOMAara€ CTyJICHTaM 3acBOIiTH TEOPETHYHI 3HAaHHSA, €
e(pEKTHBHOIO y 3MIITHCHHI KOMaHJHOI JAWHAMIKU Ta I[IHHOCTEH, TaKMX SK
CHIBIIpALS Ta aJTbTPYI3M.

OcraHHIM 4YacoM 3’siBHJIacs 3Ha4yHa KiJIbKICTh HHU(POBUX pecypciB i
miatopm, ki 0a3yroThcs Ha TpHHOUINAX TehMidikarii. He3pakatoun Ha
pi3HOMaHITHICT MOAIOHUX TporpaM, miIathopM i cepriciB, BUAIINMO Ti 3

2 Campillo-Ferrer J.-M., Miralles-Martinez P., Sanchez-Ibafiez R. Gamification in higher
education: impact on student motivation and the acquisition of social and civic key competencies.
Sustainability. 2020. Ne 12. P. 4822.

% Bita Mirzaie Feiz Abadi, Neda Khalili Samani, Alireza Akhlaghi, Sara Najibi, Molood
Bolourian. Pros and Cons of Tomorrow's Learning: A Review of Literature of Gamification in
Education Context. Med Edu Bull. 2022. Vol.3. N.4. No.10. P. 543-554
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HHUX, 110 3aCTOCOBYIOTHCS B HABYATHHOMY IPOIIEC] AJIsl BABUCHHS aHIIIHCHKOT
MOBH y 3aKJIalax BUIIOI ocBiTH®.

Ha mam mormsin, mikaBi MOXIMBOCTI Ta PIi3HOMAHITHHH (QYHKITIOHAT
npononye cepic Kahoot, crBopernit 2012 poky crneniamicramu Hopeespkoro
YHIBEpCUTETY NMPUPOJHUYNX 1 TEXHIYHIX AUCIUILIH. Yoke 3 2013 poky #ioro
BIIKPWJIM [JIi MacoBOTO BHKOpHCTaHHA, a y 2017-My KiJbKicTb
3apeecTpOBaHMX KOPHUCTyBauiB nepeBuinmia 1 Minbspa. Cranom Ha 2020-i
YHCENIbHICTh aKTUBHUX KOPHCTYBaUiB IoMicss gocsriaa 70 MiabHOHIB.

[Mnatpopma Kahoot mnobOynoBana y Qopmari oHIaWH-BIKTOPHHU:
CTYAEHTH MiIKIIOYAIOTHCS 10 T'PU BiIAajeHO, BUKOPHUCTOBYIOYH OCOOHCTI
npuctpoi. Ha paucruiel neMOHCTpyeThCs 3amuTaHHS, Ha SKe MOTPIOHO
Bignosictd 3a 30-60 cekyHa. 3a KOXHY NpPaBWIBHY BIAMOBiIb TPaBIIM
HapaxoOBYIOTh Oaiy, siki y (iHam MmiICYyMOBYIOThCA [UIS BCi€l KOMAaHIM, IO
OpaJia y4acTs y 3MaraHHi.

Hudposa BikTOpmHa Ha OCBiTHhOMY cepBici Kahoot mpomonye Ttpm
OCHOBHI (popmaTu:

— TECTOBIi 3aBIaHHS 3 BapiaHTaMH BHOOPY;

— 3amUTaHHSA A7l 00rOBOpEeHHS a00 ONMTYBaHHS;

—  BIOPSIKYBaHHS NPABUIIBHOT MOCIIIOBHOCTI TBEP/IXKEHB 1 BIAMOBIIEH.

Ile nomynspHUI METOJ €JEKTPOHHOIO HaBYaHHA, SKUW MOKHA
3aCTOCOBYBATH [UIs PI3HOMAHITHHX IIUICH, MIABUINCHHS 3ady4CHHS 0
OCBITHBOTO TIPOILECY CTYJEHTIB Ta KOTHITHBHOI MATPUMKHU B ayAWUTODIi, 110
norpebye MiHiManbHOI yJacTi negarora®,

EdexT Big 3acTOoCyBaHHS HOBITHIX TEXHOJIOTiH BU3HAYaTUMETHCS PIBHEM
Ta YacTOTOIO iX YNPOBA/UKEHHS y HAaBYAJIbHOMY cepenoBHIli. Bukopucranus
iHTepakTHBHOTO KoMIuiekcy Kahoot cripusie miaTpuMmIii iHTEpeCy CTYICHTIB,
3a0e3nmeuyroul  MHTTEBHHA 3BOpOTHHH 3B’s30k. Kahoot Takox Hamae
MOXJIMBICTb HE ITPOCTO OLIHUTHU PiBEHb CIIPUHHATTS CTYJCHTaMHU aHT I HCBEKOT
MOBH, a i crnpusATH (HOPMYBaHHIO HOBMX HAaBMYOK Ta AHANIZY MIIIXOM
MOJAIBIIION0 YTOYHEHHs Mg vac abo micas TectyBanHs. [lmardopma e
e(eKTHBHOIO, KOJIM OJTHOYACHO 3aBJaHHS BUKOHYe He Ounpire 30 cTyIeHTiB,
a TpUBAJIicTh POOOTH Ha 11t naThopmi He nepepuntye 15 — 20 xpuaun®,

CTyaeHTH TaKoX MaroTh MOJKJIMBICTH CTBOPIOBATH CBilf IepCOHAIBHHMA
Kahoot-tect mist mepeBipku 3HaHb, @ BUKJIAadi MOXYTh BUKOPHCTOBYBATH
moi6HuH hopmart y mporieci popMyBaHHSI HEOOX1THNX HABYAIBHUX ITPOEKTIB
BIZINIOBIJTHO /10 3aTBEP/PKEHUX ITPOTrpamMoro TeM. Lle cripusie po3BUTKY HABUYOK

3 Enstein J., Bulu V. R., Nahak R. L. Pengembangan Media Pembelajaran Game Edukasi
Bilangan Pangkat dan Akar menggunakan Genially. Jurnal Jendela Pendidikan/ 2022. Ne 02(01).
P. 105

32 Kahoot. Official site. https://kahoot.com/

® Tumomtyk JI. [eiiMudikoBani eneMeHTH Ha 3aHATTSX iHO3eMHOI MOBH mpodeciiinoro
crpsMyBaHHs. Akmyanohi numannus eymanimapnux nayk. 2020. Bum. 28. T. 4. C. 149
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ABTOHOMHO{ MisTIPHOCTI TiJ Yac ONAaHyBaHHS aHTIIHCHKOI MOBH Ta pOOHUTH
OCBITHIH mporec mie mikaBimmM. OkpiM mporo, miardgopMa € 3aco0oM
MOKPAIICHHS B3a€MOJII M 4Yac Mpolecy HAaBYaHHS, a TaKOX Ja€ 3MOTy
BiJICTE€XKYBAaTH CTYIIiHb 3aCBOECHHS MaTepiairy.

Cuctema Kahoot € miHHUM JOTOBHEHHSAM JJIs OpraHi3allii HABYaHHS Y
3aKJIa/IaX BHIIOI OCBITH, BPaXOBYIOUH JOCTYIHICTH MOOUIBPHHX TIPHCTPOIB,
crabinpHe 3'eqHanHs Wi-Fi Ta 3arampHuMil  iHTepec CTYACHTIB 10
IHTEPaKTUBHHUX TEXHOJOTIH. 3 TOYKM 30py menmaroriuHoi Hayku Kahoot
CTBOPIOE NMO3UTUBHUI HACTPIN MiJ] Yac HABYAJIbHUX 3aHATh.

s mnardpopma € epeKTHBHOI A POOOTH 3 TpyHaMu, 1€ CKIaJHO
HaJIArOJJUTH KOMYHIKAIlil0 MK CTylIeHTaMH Ta BHKJIagaueM. Baxiuso
3a3HAYMUTH, 1[0 CTAHOM Ha ChOTO/IHI IIell KOMIUIEKC aKTHBHO 3aCTOCOBYETHCS
JUISL OTIaHYBAHHS PI3HUX AWCHUIUIIH, TIOYMHAIOYH BiJ NPUPOTHUYMX HAyK,
3aBEpPUIYIOYM TECTYBaHHSIM 3HAHb IOMYJSIPHUX KiHOCTpidok. Kpim mporo,
Kahoot e)ekTHBHO Ta CyTTEBO BILIMBA€E HA IPOIIEC BUKJIAJaHHS Ta 3aCBOEHHS
aHIIIHCHKOT MOBH Y BUIIMX HABYAJIBHUX 3aKIajax .

Ille omuuM IiKaBUM pecypcoM TehMidikarii € OHJAaWH IutaThopma
Duolingo, sixka Oyma po3poOieHa excrepramu YHiBepcutery Kapheri B
Cnonyuennx llltatax Amepuku. Hacamnepesn ue pecypc, Opi€HTOBaHUI Ha
OCBOEHHS 1HO3eMHOT MOBH, ITOOYZ0BaHUI1 3a MPUHIIMIIOM NOAOJIAHHS HOBUX,
OUThII CKITATHMX, eTamiB. BapTo 3a3HAYWTH, IO TOJOBHUM YHHOM IO
CUCTEMY [OLIJIBHO 3aCTOCOBYBATH JUIsi CAaMOCTIHHOT pOOOTH CTYIEHTIB 3
METOI0 30araueHHs JIEKCUKU Ta PO3BUTKY HABUYOK CIIPUHHSATTS HA CIIyX.

3 MeTOI0 aHaNi3y MPOAYKTUBHOCTI TUIAT(GOPMHE Y TIOPIBHSHHI 3 THIIOBOIO
HaBYAJBHOIO TporpamMoro  OyJno 3[OiMCHEHO HHM3KY EeKCIIEPHMEHTIB
JIOCI THMIPKUMH KoMaHiaMu yHiepcutery Hpro-Mopky Ta yHiBepcurery
[isgennoi Kapominm. 3a migcymkamu aHamizy Oylio BCTaHOBJICHO, mo 34
TOAWMHMA 3aHATH HA HaBYaNbHOMY cepBici Duolingo 3a cBoero
PE3yIIbTAaTUBHICTIO 3a0€3I1eUyI0Th CTUIBKH K HaBHYOK NHCbMa Ta YUTaHHI,
CKUNBKU THNOBHH S50-rogvHHMN 0a30BHH CEMECTPOBHI Kypc y OLIbIIOCTI
yHisepcuretis CIITA%,

KopuctyBau wmoxke o0paTth aHIIHACBKY, ICIAHCBKY, (paHIy3bKY,
iTamiichKy, HIMEUbKy a0 IOpPTYrajJbChbKy MOBY. 3BOPOTHHIl 3B’SI30K
3MIMCHIOETHCS IIBHUIKO, & CTYACHT Ma€ MOXJIMBICTh JIETKO OIlIHIOBATH
BIIACHUH mporpec, 1o 0a3yeThcs Ha ¢ikcarii pe3yabTaTiB, HA00Opi HATOPOI,
ITi/IBUIIEHH]I TIEPCOHAIBHOTO iIrPOBOTO PiBHS.

3 Yu-kai Chou: Gamification & Behavioral Design. http://yukaichou.com/gamification-
examples/octalysis-complete-gamification-framework.

% Duolingo. Official site. https://uk.duolingo.com/course/en/uk/

% Vesselinov R., Grego J. Duolingo Effectiveness Study. 2012. P . 25
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Jlnst BOOCKOHANICHHS HAaBUUYOK MHChMa Ta ayJiIOBAHHS OHJIAHH-CEpPBIC
Duolingo mpomoHye HH3KY NHCHMOBHX 3aBIaHb 1 IWUKTAHTIB. 3 METOIO
PO3BUTKY BMiHb YATAHHSA 1 IIEpeKIIaxy Ha pecypci 310paHo 3HAYHY KOJIEKIIIO
JTepaTypHUX TBOPIB pi3HOro crupsiMmyBaHHS. Ilim wac B3aemomii cTyIeHT
BHJIIIsIE HE3HAOME CIIOBO, a IPOTpaMa ONepaTHBHO HAZIA€ MOXKIIUBI BapiaHTH
MIEpeKIIay, OXOILTIOIOYH HE JIMIIE OKPEME CIOBO, a TAKOXK CIOBOCIIOIYYCHHS
YM TIOBHOILIIHHE PEYEHHs. 3aBASKU LOMY CTYJCHT 3JaTE€H IpaloBaTd 3
ABTEHTUYHUMH MarepialaMH HOCIIB MOBHM, YHHUKAlO4H CIPOIICHHX
aJanToBaHUX TeKCTiB. Y O0i0mioTeni MAOCTYIHI TBOPM BCIX BIiZOMHX
AQHTJIOMOBHUX aBTOPIB, BKJIIOYAIOYM HOBITHIX MUCbMEHHUKIB. HesHaiiomi
¢dpa3u crTymeHT 30epirae y MEPCOHATBHOMY CJIOBHHKY ISl IOIAJBIIOTO
aHai3y Ta 3arnam’sITOBYBaHHSI.

Genially — e ny>xe noTy>xHa miatdopma JJisi CTBOPEHHS IHTEPAKTHBHOTO
HaB4aHHA. 3a gomomororo Genially BuKIamadi MOXYTh po3poOISITH
mpe3eHTaii, inporpadiky, CTBOpOBaTH aHiIMAaIlii, EIEKTPOHHI ITOCTEPH Ta
BIKTOpPHUHH BIANOBITHO 0 TOTped Ta OCOONMBOCTEH CydacHHX IU(PPOBHX
crynentis®.

Ille omHmMM mi€eBMM Ta MIKABHM IHCTPYMEHTOM reiimidikarmii €
BIIPOBAJPKEHHSI B OCBITHI# mpolec irop-Opeiikayt (abo nuHamiuHi irpu), B
SIKMX CTYJICHTH MalOTh MOJOJIATH CEPil0 BHKIIMKIB a00 MiCiii, 100 BiIKpUTU
3aMKH 4YM 3aKPUTY CKpHHBKY. Taki irpu 4acTo € KOMaHJAHUMH, HA BUPIILICHHS
3aBlaHb YacTO BiIBOIUTHCS OOMEKEHA KIIbKICTh Yacy.

J10 OCHOBHHUX PI3HOBHU/IIB 3aBJaHb MOYKHA BIJTHECTH:

— IIMTaHHA 1 BIATIOBIAI B IHTEpaKTHBHINA (opMmi;

— YIOpSAKYBaHHs OyKB JUISl CKJIaJaHHs CJIiB 200 BIIOPSIIKYBaHHSI CIIiB IS
CTBOpPEHHS (pa3;

— TIepeKIIaj ciiB abo ¢pas;

— COpTyBaHHS (PaKTIB Y XPOHOJIOTITHOMY MOPSAKY;

— BUOIp MPaBHIBHOTO 300paKEHHS TOIIIO.

BpeiikayT-irpy MOXKHa ajantyBaTH JO OyAb-SIKOTO HaBYaJIBLHOTO
KOHTEHTY 1 BUKOPHCTOBYBATH X SIK JIs IEPEBIPKU 3HAHb, TAK 1 AJIsI PO3BUTKY
TBOpUMX 3ai0HOCTEH cTyaeHTiB. Konmu meil BHI MisTTbHOCTI MPOBOIAMTHCS
KOMAaH/IO0 Ta BCTAHOBJIFOETHCS JIMIT Yacy, CTYACHTH BYAaTHCS MPAIIOBATH i
THCKOM, TIOKPAITYIOTh HABUYKH CIIBIpAIli Ta CBOI KOMYHIKaTHBHI HaBUYKH.
3100yBayi OCBITH TaKOX BUYATHCS OyaAH HE3aJNCKHUMH, B3AEMOMISITH OJHH 3

5 Enstein J., Bulu V. R., Nahak R. L. Pengembangan Media Pembelajaran Game Edukasi
Bilangan Pangkat dan Akar menggunakan Genially. Jurnal Jendela Pendidikan/ 2022. Ne 02(01).
p. 104
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OIHMM, OO pO3B’s3aTH 3aBAAHHS, L0 CHpPUSE CTBOPEHHIO CHPHUSTIMBOI
ncuxonoriunoi atmocdepu B kiaci®e,

AHANI3yI0YH BHKOPHCTaHHA TeiMidikarii B HaBYaIbHOMY KOHTEKCTI,
Ba)KJIMBO PO3TIISIHYTH TPYAHOII], IO MOXYTh BUHUKHYTH:

— BIPOBAKEHHA ITPOBHX EIIEMEHTIB CYNPOBOKYETHCS UUCICHHHUMHU
BHKIIMKaMH, aJKE€ CHOTOJHI iCHy€ BeNMKa KUIBKICTh O€3IIaTHHUX (YHKIIH,
OJIHAK Tepe]l 3aCTOCYBaHHIM BUKJIAIa4€Bi NOTPiOHO OIIHUTH IXHIi BILTUB Ha
3aCBO€HHSI Matepiany. Po3poOka aBTOpchbkuX TeiiMiikoBaHUX KypCiB,
HaBIaKW, NOTpeOye 3HAYHMX YAaCOBUX BHUTpAT 1 CHENU(IUHMX TEXHIYHHX
3HaHb;

— IrpoBi elEeMEHTH MOXKHA 3aCTOCYBATH JIMIIE OJHMH pa3, aJpKe Miciis
3aBepLICHHs YYaCHHKH HaBPsJ YU 3aX0UyTh MOBTOPHO BUKOPHUCTOBYBATH X
IS 3aCBOEHHS aHAIOTIYHOTO KOHTEHTY;

— JIesIKi DOCTIUKEHHS TOKa3yloTh, 0 3HAYKH, KOHKYPEHIis, peHTHHTH
Ta OOHYCHI OYKHM € MEXaHi3MaMH, SKi MOXYTb CIPHYMHATH HeOakaHi
Hacnmiaku. HalOuIem mOmMUpeHnMH HETaTHBHUMH TPOSBAMH € BiJCYTHICTh
0YiKyBaHOTO Pe3yJIbTaTy, HEIOPO3YMIHHS, HEIOIUIBHICTD, HU3bKa MOTHBAIIS
Ta moripmeHHs e(eKTUBHOCTI. Takok OOTOBOPIOIOTHCS €THYHI ACHEKTH,
HaIpHKJIIa] MaHIIyJIs1isi CHCTEMOIO Ta HIaXpaKCcTBO;

— iCHY€ pO3pHUB MIXK 3MICTOM HaBYAJILHUX MaTepiajiB i JOCTYNHUMH Ha
pUHKY irpamu. Buknanay moBuHeH mimiOpaTtu Takuil pecypc, SIKMA Ou
rapMOHIHO MMO€HYBAB HaBYaIIbHI I11JIi Ta refiMiikoBaHUIl TPoOLEC;

— XO04Ya NPUXHIBHUKU IFPOBOrO MiJIXOJYy CTBEPPKYIOTh, IO CTYIEHTH
3aydeHi 0 HaBYAIFHOTO IPOIECy, AEXTO BBaxae reiMidikamito Gpopmoro
MaHimyssnii. CTyIeHTH 3aCBOIOIOTH 3aBIaHHs, abM OTpUMaTH BHHATOPOIY,
TOMY HABYAIOTHCS JIMIIE JUIS JOCSTHEHHS IIEBHOTO PiBHS a00 MOJOJIaHHS
0ap’epa. BHaciigok mporo iH(hopMarlist He 3aTPUMYEThCS Y TIaM 'SITi, a JIAIIe
TUMYacOBO BUKOPHUCTOBYETHCS JUII BUKOHAHHS 3aB/aHb, ITICIIS YOTO MIBUIKO
3a0yBa€THCA.

Pa3oM i3 TUM MOKHA CTBEPIDKYBATH, 110 reimidikaliis € eheKTUBHUM Ta
LIKaBUM JIOTIOBHEHHSM HaBYaJbHOI'O MPOILECY, KU J03BOJISIE MOTHBYBATH
CTYJICHTIB JI0 BUBYCHHS 1HO36MHOI MOBH, POOHTH MPOIIEC HABYAHHS I[iIKaBUM
Ta pI3HOMAHITHUM, ajilé HE Mae€ CIOpUAMaTHCA SK TPOBITHUHA METOX
BUKJIaJaHHS.

BUCHOBKH
Iadopmaniiini TexHoyorii HaOyBarOTh BCE OIUNBIIOTO 3HAYEHHS B
oprasizanii OCBITHBOTO IPOLECY Ta CIPHAIOTH IMiJBHIIEHHIO MOTHBAILIi y

3 Lopez-Pernas S., Gordillo A., Barra E., Quemada J. Examining the use of an educational
escape room for teaching programming in a higher education setting. IEEE Access. 2019. Ne 7.
P. 31728

324



CTYICHTIB, HaJAlOTh BUKJAIa4aM IOJATKOBI IHCTPYMEHTH AJISI CTBOPEHHS
IHAMBIqyaTbHUX OCBITHIX TPAEKTOPiH CTYICHTIB, a TaKOX [O3BOJIIIOTH
pearizoByBaTH AudepeHiioBaHNH miaXia A0 3400yBaviB OCBITH i3 Pi3HEM
piBHEM MiATOTOBKH.

V3arajJbHeHO IepeBarn (3HWKEHHS HENPONYKTUBHUX BUTPAaT POOOTH
BHKJIaava, TU(epeHIiHOBaHUN MiaXid, MiABHIIEHHA e(eKTHBHOCTI Ta
00’€KTHBHOCTI ~ KOHTPOJIIO Ta OLIHIOBAHHS pE3yJbTaTiB  HaBYaHHS;
OesnepepBHE CHIIKYBaHHS MDK CTYAEGHTOM Ta BHKJIagadeM TOIIO) Ta
HEJIOJIKM BIPOBAKEHHS 1H(GOPMAIIHHUX TEXHOJOTiIH B MpoOLleC HaBYaHHS
(CKOpOYEHHS «KUBOD» B3a€EMOJIii CTyJIeHTa 3 BUKJIaJaueM Ta IrpyIoro, 3HayHi
(iHaHCOBI BUTPATH Ha OCHALICHHS HAaBYAILHHUX 3aKJIaJiB).

Bucgitneno ocobnuBocti podotr cucremu Moodle, TI xapakTepuCTHKU
(izopmariiss HaOXOMUTH HE JHINE BiJ BUKIANadiB, a W Bill CTyICHTIB;
3BOPOTHHI 3B'SI30K CIIPHUsIE€ MPOIYKTHBHOCTI; COLIANIBHUI JOCBIA MOJIETIIYE
HAaBYaHHS; BHUKIAJIa4i Ta CTYACHTH BYaThCsA OILIHIOBATH YHCIICHHI
MEPCICKTHBH Ta BIAMOBIAHO OyAyBaTH CBO€ CIUIKYBaHHS, 3aXOIM,
IHCTPYMEHTH Ta CepeIOBHIIE PO3POOIICHI BiIMOBITHO 10 MOTPed 3000yBadiB
OCBITH TOWIO), TepeBard (sAKiCTh, HAMIWHICTH, Oe3meka, OeHUYMAapKIiHT,
BapTIiCTh, ePEKTUBHICTh | XMapHi 00UMCIICHHs1, OaraTiii BUOIp IHCTPYMEHTIB),
BUCBITJICHO TIIXOAM JO KOHCTPYIOBAHHS IUCTAHIINHOIO Kypcy Uit
MaiOyTHIX MepeKiiaiadis.

YCTaHOBIICHO, 0 OAHUM 13 CyYaCHHX METOIB BUKJIAJAHHS 1HO3EMHOT
MOBH € reiimidikarisi, sika BKIIOYA€ 3aCTOCYBaHHS irpPOBOr0 KOMIIOHEHTA Ta
0e3rmocepeIHRO irop y Tpolleci 3aCBOEHHS MOBH, BH3HAYCHO ii OCHOBHI
CKJIaTHUKI (YiTKO BH3HAYCHAa METa; BUKOHAHHS BIIPaB a0o reiiMidikoBaHUX
3aBJIaHb; KOOIIEpallisi MiXK yYaCHUKaMH; 3a0X04YCHHS 10 BUKOHAHHS 3aBIaHb
Ta HArOpPOAW; BIAYYTTSA YCHIXy). Y3araJipHEHO IIIXOAUA A0 BH3HAYCHHS
reiiMiikamnii B HAYKOBIH JiTepaTypi, MPEICTaBIEHO OCOOIMBOCTI poOOTH
Takux reiimidikoBanux mmiathopm Ta pecypciB sk Kahoot, Duolingo,
Genially.

AHOTALIA

Iadopmaniiiai TexHosyorii HaOyBaroTh Bce OINBIIOTO 3HAYEHHS B
oprasizamii HaBYaJbHOTO TIPOIECY, CHPHUAIOTH MiJBHIICHHIO MOTHBAI]
CTYJCHTIB 32 PaxyHOK Pi3HOMaHITHMX HaBYAJHHHUX 3aBIaHb. Y CTAHOBIICHO,
10 OJHIEIO 13 MOMYJSIPHUX OCBITHIX IIaTGOPM, SKi BUKOPUCTOBYIOTHCS Y
3BO e Moodle. BucBiTI€HO OCHOBHI XapaKTepHCTHKH Ii€i OCBITHBOI
wiatdopmu Ta ii iHCTpyMeHTH. IIpencTaBieHO aaroputM KOHCTPYIOBaHHS
Moodle kypcy mns maiOyTHIX mepeknazadiB. 3’sCOBaHO, IO Hapasi Bce
Oinpmoioi  momynsApHOCTI  HaOyBa€e BHBUCHHS  1HO3eMHOI MOBH i3
BIPOBADKEHHSAM €JIEMEHTIB TeiMidikariii. Bu3HaueHO OCHOBHI CKJIaJ0Bi
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reiiMicikamnii (4iTKO BU3HaYCHA METa; BUKOHAHHS BIIPaB a00 reiiMiikoBaHMX
3aB/IaHb; KOOIIEpalis MK yJaCHUKaMH; 3a0X04YCHHS 10 BUKOHAHHS 3aBIaHb
Ta HATOPOIW; BiM4yTTA ycmixy. [IpoananizoBaHo refimidikoBaHi miaThopmu,
SIKI MOYKHa BHKOPHCTOBYBATH IIiJ Yac BHBYeHHs iHO3eMHOi MoBH (Kahoot,
Duolingo, Genially).
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