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TEVMMJIN3AH OPIEHTOBAHUM MIIXIJ 10 PO3POBKHA HABUAJIBHUX
JIMCILUILJIITH 3AKJAIIB BUIIIOI OCBITH

AHoTtanis. Y crarti oOIpyHTOBYETbCS NOLUIBHICT TeWMAW3aiiH OpPIEHTOBAHOTO MiIXOAYy IO
pO3pOoOKHM AMCUMILIIH y 3akinagax Bumioi oceitd (3BO), mo Hajgami craHe OCHOBOK st
BIIPOBA/XKCHHS BIpTYaIbHUX HABYAIbHO-IrpoBUX cepenoBuil. [1oka3aHO Pi3HUIO MiXK MOHATTSIMH
«reimidikamisn», «reiiMauszaiin», «Game-based learning». OmnmcaHo CTpyKTypHI Mozeni
ITPOAMCUMILIIHN  (TEXHOJOTIYHa, IMOKPOKOBA, KJIAacTepHa, TpENeACHTHa Ta 3MIiCTOBHO-
kaprorpadivyHa), HaJaHO IX XapaKTEPUCTHKH, CIOCOOW iMIUIeMeHTamii. Bu3HadeHo eTtamu Ta
0COOJIMBOCTI BTPOBA/DKEHHS €IEMEHTIB TredMam3aiiHy B HaBualnbHMX nuciuiuniaax 3BO.
IIpoananizoBaHo TepeBaru Ta HEAONIKH «rehMidikariinol kmacHoi kimMHaTw». IIpemcraBieHO
CXeMY pO3IOALTY €JeMEHTIB HaBUYaJIbHOTO KOHTEHTY 3a Mmojeno rpu MDA (Mexanika —
Junamika — EcreTtnka). 3a3HaueHo, M0 B pe3yNIbTaTi BIPOBAHKCHHS Te€HMIN3aH-Opi€HTOBAHOTO
HiAXOMy Ma€ 3MIHUTHUCS TMOTJSI HA IUIAHYBaHHS, peaji3alliid Ta KOHTPOJb MPOLECY HaBYAHHS,
(dopMyBaHHS CTaHy «3aHypEHHs» Ta e(EeKTy «IOBHOI MPHCYTHOCTI» K 3 OOKy BHKIajgada-
MeTonucTa-reiMau3aiinepa, Tak 1 3100yBada oOCBITM sK TeiiMepa, skuil HaOyBae JOCBIny.
3anponoHOBaHO METOAMKY PO3POOKHU IrpOAUCIUILIIHY, IO Bi3yallbHO y3araJbHEHO B OJIOK-CXEMi.
AKIIEHTOBAaHO, IO PO3pOOKa HABYAIHHOI JUCLHUILTIHYU 32 TPUHIMIIAMY Ta METOJAAMHU TeHMIH3aiHY
nepeOyBae Ha TEpPETHHI PI3HUX Tady3ed 3HaHb Ta MparHe CTBOPHTH CHHEPTII0 METOIUKH
HaBYaHHS, IrpoBOI KiOEPKYIBTYPH, MPOEKTHOI MisIBLHOCTI Ta MapkeTHHTY. OCHOBOIO TakKOTO
MiaX0ay € Tporiec GpopMaizalii Ta CTpyKTypHU3allii TUCIUILUTIHKA B PEJSIiiftHi 0a3u TaHUX Ta KapTH
3HaHb 3 TMOAAJBIIOI0 IX TBOPHYOI TpaHCHOPMAIIIEID B irpOBHI CBIT. 3aCTOCYBaHHS MPUHITUIIIB
reimMan3ainy BiJIKpHBae HOBI MOJKIIUBOCTI JUTSE peamizariii IHTETpaTUBHOCTI,
MDKIMCIMIUTIHAPHOCTI, TepcoHamizamii Ta TymaHi3amii HaBuaHHsA. TakWid MmMIxXig He JwMIie
MiJIBUIIYE MOTHBAILliIO, 3AJIy4CHHs] Ta IHTEPEC 10 HABYAHHS, MOCWIIOE TO3UTUBHI e(eKTH Bix
BUBYCHHS IUCLUIUIIHU, a W KapJWHAIBHO 3MIHIOE 1ICOJIOTII0 HAaBYaHHS, WOTO CTPYKTYpy Ta
MOBEJIIHKY SIK CHCTEMHU-THIOTOPA.

Knawuyosi cioBa: MeToaMKa HAaBYAHHS BMINOI INIKOJIM, T'e€MMAW3alH HaBYalIbHOI JUCLUILIIHUI,
reiimipikamis OcBiTH; TpeiimMiikoBaHa KiIacHa KIMHATa; HaBYaHHS, 3aCHOBaHE Ha Irpax;
TEXHOJIOTIYHA KapTa HABYAILHOI JUCIUILTIHH.

1. BCTYII

IMoctanoBka mnpoOJjeMu. CbOrojHi TEXHIYHI MOXJIMBOCTI TeHepauii iHdopmarii,
JETKUA Ta TOBCIOAHUM JOCTYN 10 Hel, MPU3BOJAWTH 10 MEPEOIIHKH CYTHOCTI 3HAHHS SIK
HAJIMHAMIYHOI CHCTEMHU Ta TOJOBHOI ILIHHOCTI B KOHTEKCTI iH(QOpMAIIIfHOI €KOHOMIKH, a
TaKOX JI0 TIEPEOCMHUCICHHS 3MICTYy HaBUaHHA Ta METOAWK BHUKIamaHHSA. CTaH PO3BUTKY
iHpopmaTu3anii ocBiTH Ta po30ya0BH iH(OPMAIIIHOTO CIOCOOY JKUTTS A€ MOMKIMBICTH
HOCTIHHO Ta CHCTEMHO BIIPOBA/PKYBATH HOBI METOIWKHM HAaBYAaHHS B cepeloBHII IHTepHeT.
e cnpuumHse MUPOKE OOTOBOPEHHS pI3HUX AacleKTiB OHJAHH HaBYaHHS, IOIIYKiB
Halle(DEKTUBHIIMINX Ta THYYKUX METOIB HaBYAHHSI, 30KpeMa i JUCKYCIi MO0 BIPOBAIKCHHS
B OCBITHiH Mpo1IeC KOMIT IOTEPHHUX irop Ta MPOEKTHO OPIEHTOBAHOTO MiIXOAY JUIS ONTUMI3aLii
MPOIIeCY JOCATHEHHs METH. Y IIii CTaTTi MPOMOHYETHCS HOBUH MiAXiA O METOIUYHOTO
3a0e3neueHHs] Ta BUKJIAQJaHHS HABUAIBHUX JUCLMIUTIH, IO 3aCHOBAaHMM Ha MPUHIIMIIAX
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reiMIn3aiftHy — po3poOKu KOMIT FOTEPHUX 1TOp.

l'onoBHa mpobiema B TpaHchopmarlii ocBiTH B yMoBax iH(opmaruzarii Ta revmidikarii
MOB’53aHa 3 MOJOJIAHHSM HU3KHM YCTAJICHUX MOIVISIIB IIOA0 PO3YMIHHS POJIi BJAacHE IPHU Ta
KOMIT'IOTEpHOI BiZleOrpy B HaBYaHHI, a TaKOX 3HA4YeHHs KibepcepenoBHINA SK OCBITHHOTO
POCTOPY.

[epmwmii mocTynat moA0 IrpOBOr0 HaBYAaHHS OB’ S3aHUH 13 HAYKOBOIO CHAIIMHOIO
S. A. Komencekoro, ©@. ®pebens, XK. ITiaxe, JI. C. Burorcekoro, O. B. 3amopoxis,
. b. Enpkonina, I1. 5. lanenepina, O. M. Jleontbena, JI. 1. boxkoBuy, C. JI. PyGinmTeitnara
iHmux. CaMe B mpaisgx UUX BUAATHUX y4eHUX chopmyBaBcs IMOTJISA Ha Ipy K Ha aTpudyT
TUTUHCTBA: T'pa K AP0 MEeAaroriku JUTS4oro canka y @. @pebens [1], Ak «apoBigHUEN THIT
TisITbHOCTI» AiTedt y Teopii O. M. JleonTseBa [2], a00 sIK OJIMH 3 €TaIiB PO3BUTKY PO3YMOBHUX
miii B oHrToreHesl mcuxonorii smommHM B koHuenmisx JI. C. Burorcekoro [3],
I1. 5. Tanpniepina [4]. 3arasomM y4eHHMMH KOHCTATYEThCS TEHJCHIIISI 3aMiHU TPH 1HITUMH
BUJIAMH [TiSTTBHOCTI HABYAJIBHOTO TUMY. 3aCaAHUYUM JIJIsl HAIIOTO JOCTIKEHHS € PO3BUHYTE
BUCHHMH BHU3HAYCHHsI TPU SIK CIOCOOY 3a/J0BOJICHHS OakaHb Ta (OpPMH MiSUTBHOCTI, IO
CIpPSMOBAHMN Ha BIITBOPEHHSA 1 3aCBOEHHS CYCHilbHO20 00C6idy B YCIX WOro MposBax:
3HAHHSIX, HAaBHYKaX, YMIHHSAX, EMOIIHO-OI[IHOYHOI [ISJIBHOCTI, «pOJib» SK MEXaHI3M
3aCBO€HHS COLIIALHOTO TOCBiAY [5].

OnHOYAaCHO ICHYIOTh KOHIEMIl{, 0 MEPEKOHJIMBO TOBOAATH OIIBII HIUPOKE KOJIO
¢yHkUil rpu y cBiTi gopocnux. Lle Teopis irpoBux enemeHTiB y KynapTypi «Homo Ludens»
. Xeiisinru; Tpancakmiiina teopist irop E. Bepra «Games People Play», a Takox y4eHHs Ipo
yHIBepCaJIbHy HapoJIHy CMiXoBy KyiabTypy M. M. baxtina Ta Jl. C.JlixauoBa; Teopis
ICTOpUYHHUX KOpeHiB GoybKIopy Ta Mopdortorii yapiBHoi ka3ku B.4. [Ipomnma; Tearpo3naBua
TEOPisl «IPHU Ta pUTYyally B KylbTypi» A. I'. BakaHypcbKoro; irpu /sl HaBYaHHSI MEHE/IXKEPIiB y
koHTekcTi Oi3Hec-keiiciB . I1. llleapoBuibkoro. YueHi ITOBOASATH, IO Tpa € HEBiJ €MHOIO
YacTUHOIO 200, HaBiTh, KAHBOIO JKHUTTS JAOPOCIIOL JIOAWHY Bijl IEPBICHUX YacCiB 0 CHOTOMHI.

Jpyra nepenoHa nojsrae B CKJIaJHOCTI BIPOBAHKCHHS TEXHOJIOT1H Kibepcepe1oBuIIa B
CUCTEMI aKaJeMIYHOTO HaBUaHHS, [0 BUSBISETHCS y BUTPATAX Yacy BUKIIagada Ha pO3pOOKY
€JIEKTPOHHUX KYpCiB (HaNpHKia/, HATOBHEHHS HaBYAJIbHUM KOHTEHTOM cuctemu Moodle); y
Opaky HEOOXiTHUX HAaBUYOK, aJKE HE KOKEH BHKJIAJIa4 BOJIOJIE MUCTCIITBOM BUCTYITY TIEpE]
KaMeporo Ta BeAcHHS BeOiHapiB abo0 po3poOKM HaBYAIBHUX BiJeoirop. BiacyTHs TexHiKoO-
opravizauiiiHa miIaTGopMa JUIs PO3BUTKY I[bOTO BAaXJIMBOTO HANpPSIMKY HABYaHHS B
TPaAMIIIHHUX OCBITHIX cucTeMax (1kosa, koyemx, 3BO). Hepiako nyHae i HaykoBa KpUTHKA
KOMIT'FOTEPHO OIMOCEPEAKOBAHOTO HABYAHHSI, 3aCTEPEIKEHHS MPOTH 3aXOIJICHHS BipTyaTbHOIO
KOMYHIKaIli€ro Ta HaB4aHHsM [6], [7].

[Ipore, sx BigoMo, mporiec iHdopMaTH3alii € He3BOPOTHIM Ta €KCIIOHEHITIAIbHUM, aJKe
paguKaIbHO TMEpEeTBOPIOE He IpocTo ¢GopMu iH(OpMaLiifHOI B3aeMOJii, ane W Hagae HOBY
17ICOJIOTII0 KUTTS Ta Ti3HAHHA CBITy. Tak, AWCTaHIIWHI (OPMH 3aCBOEHHS 3HaHb, IO
OIOCEePEIKOBaH1 1HTEpHET-TeXHOoNorisiMu  (e-learning, BeOiHapW, KBECTIHAPH, BiIACOJEKIIIl,
HaBYAJIbHI BIJICOITPH TOIIO) MOXXYTh OYTH IIUPOKO 3aCTOCOBaHI B TPAAMIIINHIN OCBITHIN
CHCTEeMI B MeXax KOHIENLii mepeBepHyToro HaBuaHHs - «Flipped Learning» [8] —
MeAaroriyHoi Mojemi, y sKIA THIOBAa JIGKIsS Ta €JIEMEHTH CaMOCTIMHOI pobotu abo
JOMAIIHBOTO 3aBJaHHS KypCy TOMIHSUIHCS MICISIMH; Ta TJIHOOKOro HaBuaHHS «Deeper
Learning» sk HaOOpy B3a€MOTOB'SI3aHUX KOMITETEHIIN [9]: HaBYaHHS KPUTUYHO MHCIUTH Ta
BupinryBatu npodnemu (Critical thinking & Problem solving); aBToHOMHOTO HaBuaHHs (Self-
directed learning); waB4yanHs Ha nomunkax (Learning from Failure); cniibHOT poOOTH
(Collaboration); edextuBHoro cninkyBaHHs (Effective communication); ¢dopMyBaHHS
akaneMiqHoro MUCJeHHs (Academic mindset); oBononiHHs KOHTEHTOM (Content mastery), KOJIA
CTYZIEHTH 3aCTOCOBYIOTh HOBI 3HaHHS B peaJIbHUX CUTYAIisIX (MPaKTUKA Ha BUPOOHUIITBI, Kewic-
CUTyallii, IrpU-CUMYJISIIiI, POJBOBI IPHU, >KUTTEBI CHUTYyaIlii). Yci Il KOMIIETEHIIT CTaau
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OCHOBOIO JUIsl ()OpMYBaHHSI HOBITHIX HampsMiB HaBYAJIBLHUX METOHOJOTIH. Tak, HampuKIIa,
KOHCTUTYIOBAITUCS «AxmueHe HasuanHs» (Action learning) ta «Hasuanns, 3acnoeane Ha Oii»
(Active Learning), mo MaroTh cBoi camocTiiiHi ctparerii [10]. B okpemux my6mikamisix [9] Hamu
OOIPYHTOBAaHO KOPEJAIII0 Ha3BaHUX OCBITHIX TEXHOJNOTIH 3 HABYAIBHUMH TPUHIUITIAMHA
KOMIT FOTEPHUX BiJleoirop, ski cdopMmymoBaB mpodecop Api30HCHKOTO YHIBEPCHUTETY,
NPOBITHUIA crieriaiicT y cdepi HaBuaHHA 3a ornomororo irop Jhx. IT. JIxi [11].

Tpertiit crepeoTHn NOB’sI3aHUN 3 YIEPEIHKSHHIM 100 KOMIT FOTEPHHX 1rop y3araji Ta
JOUIIBHICTIO X BUKOPHCTaHHS B HaBYaJbHOMY mporieci. Bineoirpu marore Oaratuii 10CBifg
COLIIAJILHOTO CIIPUUHSATTS: SIK CYTO TUTSAYa po3Bara, K 3arpos3a 3BUKAaHHS Ta >KOPCTOKOCTI, a
CBOTOJIHI - SIK colianbHa HOpMa. Bigeoirpum € iHCTpyMeHTaMHM IOTPUMAaHHS 370POBOTO
croco0y XKUTTsA, KibepcrmopTy, Oi3Hecy Ta HaB4YaHHSA. T0XX KOMIT IOTEPHO OIMOCEPEIKOBaHE
ITpOBE HAaBUaHHS SK CHHTETHUYHE HaBYalbHE cepemoBuie [12] Oyno BU3HAHO BAKIMBOIO
aTBTEPHATHBOIO a00 TOTIOBHEHHSM JI0 TPAIUIIIHHOTO HABYAHHS B HaBYAJIbHIN ayauTopii [13].

Jix. I1. JIxi Boepiie oOrpyHTYBaB posib KOMI' FOTEPHUX irop sk TeioTopiB [11]. Lle nano
MOIITOBX JIO PO3YMIHHSI BaKJIMBOCTI 3aCTOCYBaHHs IM(POBUX Bijeoirop abo iX OKpeMux
NPUHIUIIB Yy MpOIeci HaBYaHHS Ta CTAJIO OCHOBOIO Ui ()OpPMYBaHHS HOBOTO HAINPSIMKY
PO3BUTKY OCBITHIX TeXHOJIOT1H — « Game based learning» (GBL), - HaB4aHHS, 3aCHOBaHOTO Ha
MPHUHIIAIIAX KOMIT FOTEPHUX IrOp; CBOEPIAHOTO TUITY TPH, 110 BU3HAYAE PE3yIbTAaTH HABUAHHSI.

Came akIeHT Ha KOMIT IOTepHUX Bijeoirpax BijpizHse KoHreniito GBL Bix ycTaleHux
TPaIULIHHUX MEJArOT1YHUX Ta MCUXOJIOTIYHUX TEOPii irpoBOTO HaBYAHHA. SIKIIO METOIUKU
TPAAMIIIHHOT OCBITH HABYAIOTh CIIOCTEPITaTH 3a THUM, K IPAIIO€ TEBHA CIEIMIAIBHICTh, TO
GBL nHaBuae OytH (axiBUSIMU B PEXHUMI peabHOro yacy. SIKmo B TpaAMLiKdHINA cucTeMi
pe3yabTaTH HaBUaHHS JWCTaHIIMOBaHI B 4Yaci, TOOTO peami3ylOThCs Ta ampoOyIOThCS B
HEBU3HAUYEHOMY MailOyTHbOMY, TO pe3ynbTaTH HaBuaHHS B GBL peami3yloTbes BKE «TYT 1
3apa3». GBL no3Bojisie 00'eqHATH TPOIEC TOCHIKEHHS IpeaAMeTa HaBUYaHHS 3 ITPOBHM
MPOIIECOM 3aCTOCYBaHHS OTPUMAaHMUX 3HAHB JI0 PEATBHOTO CBITY. BaXIIMBO MiAKPECIUTH, 110
GBL po3ymieTbCcsl sIK IUTICHA CBITOIVISIIHA Ta METOJOJIOTIYHA CHCTEMa «Iii — JIOCBII —
3HAaHHS» 1 HE MOXe OyTH 3BEICHOIO /0 BIIPOBA/KCHHS OKPEMHX IFPOBHX E€JIEMEHTIB Yy
HaBUYaHHSA, SK-OT: peOycH, KPOCBOPIH, 3arajikh, PyXOMi IrpH TOINO, SK II€ MPEICTaBICHO,
Hanpukiaz, y [7]. Tyt BaxmuBo minkpecnuTu BiaMinHicTh GBL Ta reiimidikarii, sxa mo cyri
€ MAapKeTHHTOBUM MPHUIOMOM CTHUMYJIIOBaHHS AaKTHUBHOCTI CIIOXKHMBAadiB 3a paxyHOK
YIIPOBA/DKEHHS IrPOBUX €JIEMEHTIB Ta MeXaHik (OOHYCIB, peHTHHTIIB, 3MaraHb, JIOTepei «win-
win», Bi3yai3allii yCIixiB) B HE IrpoBUI KOHTEKCT (Oi3HEC, TOPTiBIIsI, OaHKIBChKA JISUTHHICTD,
yIIpaBJIiHHS TIepCOHANOM ToIo) [14].

Bongnouac cknamace ycrameHa acomiamisi MK cuctemoro GBL  ta mpouecom
YIPOBAKEHHSI B HABUAHHS KOMIT IOTEPHHUX 1rop. Mu MepeKkoHaHi, 10 HE BapTO PO3YMITH
GBL sk iMmepaTuB 10 MEPETBOPEHHS HAaBUaHHS B CYHUIbHY Tpy. Mae Oytu 30epexeHuit
OaylaHc Tpu Ta He-TpU. SKIIO BUKIAaIa4 HE BUKOPHUCTOBYE BiJIEOITpU B HaBYaHHI, TO MaE€,
NpUHAIMHI, BUKOPHUCTOBYBAaTH MPHHLMUIM, SKi B HHUX 3aKJaJeHl, aJyke Tak (HOpMyIOTbCs
HEOOXiTHI JyIsi MaOyTHIX (axiBIiB Ta MPOCTO YCHIIMTHUX JIFOJIeH KOMIIETEHTHOCTI, TaK 3BaH1
«BaXKI, M'SIKI HABUYKH Ta 3aTy4EHICTh». TOX MOIUTPHAM BUAAETHCS BpaXyBaHHS MPUHITHIIIB,
chopmynvoBanux JIxk. I1. Jki, a Takok MpakTUK TeHMIW3aliHYy B METOAMII PO3POOKH
HABYAIbHUX JUCIUTIUTIH.

3BakalOuM Ha MPOTUPIYYS MK HEOOXIIHICTIO TpaHcopmailii OCBITHIX METOIUK B
YMOBaX PO3BUTKY iH(OpMAIiifHOT EKOHOMIKH Ta peaisiMH KOPCTKOTO OIOKETY YKpaiHChKUX
3aKJIa/1iB OCBITH, BIPOBA/KEHHS BiJICOIrOp Y HABYAHHS BUIAETHCS MPOOIeMaTUIYHUM. TOX Ha
nepuiomy erami iHGopmaTHu3amii Ta reWMidikanii HaBYAIBHUX JAWCHUILIIH, Mae OyTu
3aMpONOHOBAaHUN KOMIPOMICHMM TMiXiJg 0€3 KOMITIOTEpHOTO HaBYaHHS, 3aCHOBAHOTO Ha
reMau3aiiii, 1mo, y MaiOyTHbOMY, cTaHe IUIaTGOpMOI0 sl JIETKOTO MEPeXoay [0
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BIPTYaJIBHOTO OCBITHBOTO MPOCTOPY, aJKE€ B OCHOBY IeMJIM3aiiHy TMOKJIaJIeH] yHIBEpCaJbHI
MOJIEJI Ta AITOPUTMHU TIPOTPaAMyBaHHS.

AHami3 ocTtaHHIX JociaKeHb Ta myOJdikaumiii. Tema JOCHITKEHHS 3yMOBIIOE
MDKIUCIMIUTIHAPHY CKIIAIHICTh icTopiorpadiunoi 0a3m, amke MO€AHYye OaraTi HayKOBi
CHaIIMHU B MeXax IMeaaroriku BUmoi mkoigu [15], ocobmuBo B Tmporeci po3poOKu
HaBYaJIbHO-METOAUYHOTr0 3a0e3reueHdss gucuuiutd [16]; konuenmii GBL [11], [17]; nuTanb
reimiikamii HaByaHHs [14], Teopii Ta mpakTuku reimauzaiiHy [18]. YueHumu mopyiieHo
npobiieMy cuHeprii Mixk menarorikoro ta GBL [19], iHTerparii Teopii OCBITH Ta acleKTiB
JU3aiiHy 1rop Ta PO3pOOKU IrpoBOi MOJENm, MO 0a3yeThcs Ha TEOpil €KCIIEPUMEHTATBLHOTO
HaBYaHHs], Teopii Tewii Ta irpoBomy am3aitHi [20]. [locmimkyBaBcs TakoX JOCBIJ
YIPOBAKEHHS ITU(POBUX ITOP Y MPAKTUKY cepeHboi [21] Ta Bumioi ocBitr [22]. 3axiqHuMu
BUCHHMH AaHATI3yIOTbCS BUMOTH 10 PO3POOKM HaBYAIBHUX Iirop B OHJAMH OCBITI Ta
MIPOTIOHYETHCS 3aTrAIbHUI METOJ] IrPOBOTO JIM3aiiHy 3 ypaxXyBaHHSIM OCOOJMBOCTEH amamTarlii
Ta OLIHKHU [23]; MPONOHYETHCS MOJIENb OCBITHIX irop, SIKa OMHUCYETHCS K BHYTPIIIHIN 3B'SI30K
MOTHBAIIii, MOTOKY, €(PEKTUBHOTO HABYAJILHOTO CEPEIOBUIIA Ta HABYAIBLHOI IpHu [24].

Cporonni Tema reiimigikarii B OCBITI € OJIHIEIO 3 HAHOOTOBOPIOBAHIIINX Y 3aKOPIOHHUX
HAyKOBHX TeNaroriyHux Jpkepesnax. Lle sickpaBo 1eMOHCTPYIOTh CTaTUCTUYHI J1aHI HAYKOBUX
JOCTIKEeHb, 10 MOJAI0Th HaykoBi momrykoBi cuctemu Google Scholar Ta Academia.edu.
HarowmicTe y BITYM3HSHIN HaYIl 11 TEMa PO3KPUTA CIIOpaauyHO. (Tadm.1).

Tabauys 1.

Ipubau3Ha KiJbKicTh cTaTeil npo irpogikaniio Ta redMaIM3aiiH B OCBITI 32 JaHUMHU
Google Scholar Ta Academia.edu cranom Ha kBiTeHb 2019 poky

KirouoBi Temu / Iefimnu3aiin B ocBiTi Iefimicikarist B ocBiTi
HOIIYKOBI IECKPUITOPH Game design in Education Gamification in Education
Jlokauis gociikeHb 3apyOixkHi BITUM3HSIHI 3apy0ixkHi BITYM3HSHI
Google Scholar 2 950 000 19 39 600 420
Academia.edu 123,190 24 78 833 150

Jlo chOrojaHi He MOPYIICHO MUTAHHS MO0 BHKOPUCTAHHS TPHHIIMITIB, MOJEICH Ta
€JIEMEHTIB TeMAM3aiiHy B Impoleci po3poOKM HAaBYAJIBHHUX TUCHMIUIIH Y 3aKiajax BHIIOi
oceitn (3BO), cmenudiku HaBUaILHO-METOIWYHOTO 3a0€3MeUYeHHs] Ta BUKIATAHHA B
KOHTEKCTI reiimidikarii 6e3xoMm ' toTepHoro HaByaHHa. HaykoBe oOrpyHTYBaHHS AOIIIBHOCTI
3aIMO3MYCHHS €JIEMEHTIB TeMAn3aliHy B Tpoliec po3poOku HaB4danbHUX auctuiuiin 3BO 3
METOIO TOJAJIBIIOT IXHBOI aBTOMATH3AIli] Ta BXOXKEHHS y BIPTYaJIIbHUI OCBITHIH MPOCTIp.

Meta crarTi — OOIrpyHTYBaTH IOIIIBHICTh TEMMAM3aliH OPIEHTOBAHOTO IMIAXOAY 10
pO3pOOKM HaBYATBHUX MUCIHIUIIH 3aKJIaJiB BHINOI OCBITH, [0 B MOJAIBIIOMY CTaHE
OCHOBOIO ]ISl BIIPOBADKEHHS BIPTyaJIbHUX HAaBYAJIBHO-ITPOBHX cepemoBuml. lle 3ymoBmiio
pearmizaiilo TakKMX 3aBJaHb JOCITIJDKEHHS: ONUCATH CTPYKTYPHY MOZETH IrpOJAMCLMILTIHH,
BU3HAUUTH €Talld Ta OCOOJMBOCTI BIPOBA/DKCHHS CIIEMEHTIB TEUMIU3aliHy B METOJHUKY
HABYAHHS Y BUIIIHA [ITKOJTI.

2. PE3YJIBTATH JOCJIIIHDKEHHSA

Metoauka BUKJIaJaHHS PO3YMIEThCS SIK CIIOCIO oprasizauii MpakTUYHOI Ta TEOPETUUHOT
TISITBHOCTI 3 METOI0 BHBYCHHS 3MICTY Ta 3aKOHOMIPHOCTEH HABUYaJIbHOTO NpEeIMeTa Ta
dbopMyBaHHS y CTYACHTIB BIJNOBITHUX KOMIETECHTHOCTEH SIK «IMHAMIYHOI KOMOiHaIlii 3HaHb,
BMiHb 1 TMPaKTHYHUX HABUYOK, CIIOCOOIB MHUCJIEHHS, NpodECciiiHMX, CBITOTJIAIHUX 1
IPOMAJSTHCHKUX SKOCTEH, MOpaJbHO-€THYHUX IIHHOCTEH, fKa BH3HA4Ya€ 3/aTHICTb 0OCOOH
YCHIITHO 3MIMCHIOBATH MPO(dECiifHy Ta MOAANbIly HaBYAIbHY MISUTHHICTH 1 € PE3ysIbTaTOM
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HaBUYaHHS Ha TIEBHOMY PiBHI BUIIOI OcBiTH» [25]. CKIIaJOBUMU METOAMKNA HaBYaHHS € (HOPMHU
opranizauii HaBuaHHS (HaBYAIbHI 3aHATTS, NMPAKTUYHA MIATOTOBKA, CaMOCTiiHa poboTa,
KOHTPOJIbHI 3aXOjM), BUIM HaBUYaHHA (JIEKIlii, CEMIHApPChKi, MPAKTH4YHI, IHIWBIIYyaJbHI,
7a0opaToOpHi 3aHATTS, KOHCYJbTallli, HaBYaJbHA Ta BUPOOHMYA NPAKTHUKA), METOAM Ta
OpuiioMH HaBYaHHS W BHKJIAJaHHS, HaBYaJbHO-METOJIWYHE 3a0e3reueHHs (HaB4ajabHA
nporpaMa JUCIHIUTIHA, KOHCHEKTH JIeKLiHd, METOAMYHI BKa3iBKU JI0 JIAOOpPAaTOPHUX pOOIT,
MPaKTUYHUX Ta CEMIHAPCHKUX 3aHSATh, IMIOAO IMIATOTOBKH CTYACHTIB 1O ICIIUTY; BUKOHAHHS
pedepaTuBHUX, KYpCOBHX, TUIUIOMHUX POOIT Ta MPOEKTIB; €K3aMeHAIliliHi Oineru, OineTw
MOIYJIBHUX KOHTPOJBHUX POOIT, HABYAJIbHI MIJPYYHUKH Ta MOCIOHUKH ToI0). Bee e pazom
CTaHOBUTH 0araTopiBHEBY CKJIQAHOMIAPSAHY CHCTEMY, €IEMEHTH SIKOi MatoTh OyTH MOB’s3aH1
SIK 3MICTOBHO, TaK 1 OpraHi3aliifHo. YTIM 10 CbOTOJHI BiJICYTHIM KOMIUICKCHUM Bi3yalbHUUN
JOKYMEHT 200 MpOrpaMHHI 1HCTPYMEHT, 1110 J03BOJIS€ HE JIUIIE Bi3yasi3yBaTu METOJ0JIOTIIO,
a W MHUTTEBO OXOINHTH BECh II€H 3HAYHUN METOJIUYHHI KOHIJIOMEpPAT, BUSIBUTH B HHOMY
HEJI0JIIKH, OTITUMI3yBaTH Ta OLIHUTH €()EeKTH SK 3 TOUKU 30pY BUKJIagaua-po3poOHUKa, TaK 1 3
NOTJISIY CTYJAEHTa sIK KopucTyBaya. [locTaBieHe 3aBJaHHS BUPIIIYETbCS BIPOBAKEHHAM Y
MPAKTUKY BUKJIQJAaHHS TAaKUX MPHHIUIIB TedMIU3aiiHy, SK-OT: OpIE€HTAIlisl HA KOpUCTyBaya-
CTYJICHTa, Bi3yaui3allis Ta JIeTaizaiis METH, TPOEKTYBAHHS ITPOBOTO CBITY SK HABYAIHHOTO
MPOCTOPY, KEPYBAHHS CTYICHTOM 4Yepe3 CHCTeMY MOTHBAIliK (a HE 32 JOIMIOMOTOIO TPAaBUII, -
OpraHi3alliiHuX Ta HABYAIBHUX BHUMOT JI0 CKJIAJaHHS IUCIMIUTIHM), BiI0Ip HABYAIBHOTO
KOHTEHTY, MOCTIHHUI 3BOPOTHMH 3B’SI30K, 30KpeMa BpaxyBaHHS «IETEIb HEraTUBHOIO Ta
MO3UTUBHOTO 3B’ s13Ky» [10], ampTepHATUBHICTh MapUIPYTiB HAaBUAHHSI, IHKAIICYJIAIIS TOCBIIY,
MarnyBaHHsI 3HaHb, €JIEMCHTH PO3Bar Ta OaTaHCYBaHHS CUCTEMHU.

Jnst ontumizaiiii e(deKTiB HaBYAIBHUX BIUIMBIB JUCHHUIUIIHK Ta TEPETBOPEHHS ii
METOJMYHOTO MAaCHBY Ha CKIIAJHY aBTOMATHU30BaHy CHCTEMY OHJIAliH HAaBYaHHS Mae OyTH
peaizoBaHHI sl KPOKIB:

1. TlepeocmuclieHHss METH Ta 3aBJaHb AUCIHIUIIHU y paKypci MapKEeTUHTY HAaBYaHHS

Ta MPUHITUIIIB TeHMIU3aIHY.
2. Po3poOka CTpyKTypHOI MOJENi HAaBYAIBbHOI JUCIMIUIIHHU, IO BiIMOBIJa€ BUMOTaM
TPAAUIIIHHOTO, TPOEKTHOTO 1 €JICKTPOHHOTO HAaBYAHHSI.
3. YmpoBamKeHHS B HassBHY CTPYKTYPHY MOJIENb HABYAILHOT TUCIUILUTIHA €JIEMEHTIB
reiMIn3aitHy, 30KpeMa 3a JIOoMOTrol0 KaHBa-Op1EHTOBAHOTO MiIxony [26].
3a3Buuail mpu po3poOIli HaBYAIBHOT AMCUMUIUIIHU (HamucaHHS poOodoi Ta HaBYAIbHOL
IporpaMu, KOHCHEKTIB JIeKIii, METOAMYHUX BKa3IBOK O MPAKTUYHUX 3aHSITh TOLIO)
BUKJIA/Ia4 OPIEHTYETHCSI HAa BUMOTH CTaHAApPTY BHIIOi OCBITH (32 HasBHOCTi), OCBITHBO-
npodeciiHol mporpamMu, a TaKoXXK Ha HAKOMUYEHHH MacUB TEOPETHKO-NMPAKTUYHHUX 3HAHb 3
JTUCIUTIIIHU Ta MOCBif ii BuKkiIagands B iHmux 3BO. ['eiiman3aiin-MeToAMKa HacaMIiepe Mae
OyTH HalliJleHa Ha KIHLEBUX KOPHUCTYBauiB, - CTyJIEHTA SIK MaOyTHHOTO (paxiBIlsl, a TAKOX
poOoTOAABINIB, SIKI CTBOPIOIOTH MOMUT HA PUHKY mpalli (I[bOMY CHpPHSE, 30KpeMa, po3podka
npodeciiiHo-kBanidikanidHux crangaptiB). Came ix iHTepecn Ta HOTpeOM MaioTh OyTH
BpaxoBaHi IpW BUOOP1 KOHTEHTY MUCIMILIIHK Ta aKIICHTYBaHH1 HaBYAIbHOI MPOOJIEMATHKH.

Tox cy4acHa MOJeNb HaBYAIBHOI TUCIUILUIIHA Ma€ CKJIAIaTUCS 3 JBOX CKJIAJIOBUX:
byHIaMEHTAIBHOI (BHYTPIIIHBOI, «OCKIPayHIHOT»), IO BIJIMOBIIa€ OCBITHIM CTaHIApPTaM Ta
HOpMaTHBaM, a TaKOX peajizye OayeHHS BUKIAJa4a-po3poOHMKA IJUCLUUIUIIHM; Ta
KOPHUCTYBAIbKOI (30BHINIHBOI, OMM3BKOI 1O TOHSTTS «IHTEpQeEic»), MO BTUIIOE OadeHHS
CTYJCHTA-KOpHCTyBaya NP0 CTPYKTYpy, XiI Ta ocobmuBocTi aucuumuiinu. s
KOPHCTYBAI[bKO1 CKJIAZIOBOI reiiMan3aiiHepy Ta MPOEKTHI MEHEIKEPH MPONOHYIOTh TOUYNHATH
3 eranty «Emmarisi», mo ¢opmaiizyerscs B po0orTi 3 kanoro «Empathy Map» [27], [26].

SIckpaBUM  TIpUKIANOM  «OEKrpayHAy» JUCHHUIUTIHM €  TEXHOJIOTIYHAa  Kapra
€JIGKTPOHHOTO METOJUYHOr0 KOMIUIeKCy cuctemu Moodle, mo po3poGieHa BigaiioM
JTUCTaHIIMHOTO HaBUYaHHA OeChKOT0 HAIIOHAJTLHOTO TMOJIITEXHIYHOTO YHIBepcuTeTy (puc.l).
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Taka Mo/ieTh HABYAIILHOTO KYPCY BiAI3EPKAIIOE BUKIIAIAIIbKUH pakypc OaueHHS TUCIIHILTIHA
Ta XapaKTePU3YEThCS aKIEHTOM Ha 3MicT. KOXHHII KOMIIOHEHT MOXKe OyTH TpeacTaBICHUN
SK pensiiiiHa 0a3a JaHux: 0a3a riocapiro, 0a3a TEOPETUUYHOTO HAaBYAIBHOTO MaTepiany, 0a3a
NPaKTUYHUX pOOIT, TECTOBUX 3aBlaHb;, ab0 0a3010 oOpraHi3aliifHO-HOPMATUBHUX [iH, IO
OXOIUTIOE CIUCOK KPUTEPIiB OI[IHIOBAHHS, CIUCOK BHJIB 3aHATh, TalM-MEHEIKMEHT
(TTaHyBaHHS 3aHSATD).

AnoTauia ao

— BiznTka kypcy | AUCLUNATHKA

el Nekuiiixi 3aHATTA

NabBopartopwi/ MpakTnuwi
- zanATTa/ Ceminapu ana
neHHoi/zaouHoi dopmu

Poboua HaBuaneHa
nporpama gucuinniHu] I_

IHwM BMAW 2aHATE
Mporpama
MCLUMATHK T - MnanyeaHHA camocTiiHoT
AMCL — Tnocapiii - v
poboru cryneHTa
o
E - | | OronowenHa - KpiTepil ouiHioBaHHA
TecpeTHuHMii HasuanbHo-metoguuHi
HasuanbHuit matepiand =] Martepianu 3 gucumnainK Ta
IHTepHeT-axepena
MpakTruuHi
- 3micT neruil =t (ceminapcbri,
nabopartopHi) poboti

3aeaaHHA ana
camocTiiHoT poboTu

- —|Mo,ﬂ,\mb|—mﬁ HOHTROb
MoayneHUH

b onTpons/nigcymrosa
aTecrauia

[Mincymroea atectauisl

Puc. 1. Texnonoeiuna xapma nasuanvnozo xypcy B/JJH OHIIY

HaromicTh cTyneHTH YSBISIOTH CTPYKTYpPY AHWCHUIUTIHA — TPOIECYATbHO — SIK
MOCJIIOBHICTh KPOKIB JJIi BHUKOHAaHHS 3aBlaHb. SIK €KCIIEPUMEHT MU 3alpoIlOHYBAIN
CTyJIGCHTaM pI3HUX Tpyn TyMaHiTapHoro d¢akynbTeTy OechKOro HallioOHAJIBLHOTO
HOJITEXHIYHOTO YHIBEPCUTETY 300pa3uTH CBO€ YSABICHHS IIOAO CTPYKTYPHU IUCIHILTIHH.
3araioM MOJYKHa BHSBHTH KiTbKa BH[IB CXEM: IMOKPOKOBA, KJIACTEpHA, IpEICICHTHA Ta
3MiCTOBHO-KapTorpagivyHa.

[TokpokoBa Mozenb MUCHUIUTIHA (PHUC.2) pelbeHO BHUSBISE€ HEIOJNIKH BUKIIAAHHS.
30KpeMa HempaBUWIIbHO BCTAHOBJICHUN Yac JJIsi BAKOHAHHS peepaTUBHUX Ta KYPCOBHX POOIT:
B YSBJIICHHI CTYACHTIB — HamNepeIoAH] 3aliKy 4YM ICIUTY, XO04a MOBUHHI BUKOHYBATHCS Bij
NOYaTKy BHMBUYEHHS JMCLUIUIIHM, MOCTYIIOBO pEalli30BYBATUCH IMPOTATOM YChOTO KypCy Ta
MOB’SI3YBATHCh 3 1HIIUMHU €JIEMEHTaMH AUCIUIUTIHU. A TaKOXX BIJCYTHICTh 3MICTOBHUX Ta
MOTHUBAIITHUX 3B’SI3KIB MK TAKMMHU CTPYKTYPHUMH €JIEMEHTAaMH, SK JOMAIlHi 3aBAaHHA. Y
CTYJICHTCBKOMY VSIBIICHHI BOHH € HEe()EKTHBHOIO (OpPMOIO OTpUMaHHS 3HaHb, aJKE
"BifoKpemiieHi", "3aiBi", yacTo «0e3rimy3/i Ta MapHYyIOTh 3a0araTo 4acy».
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Puc.2. Ilokpoxosa moodenv oucyuniinu 6 yseieHHi cmyoenma

3a3HayeHi BHIE NPOOJIEMH JOIUIBHO BHUPIIIYBaTH 3a JOMOMOTOI BIPOBAKECHHS
€JIEMEHTIB reiMIn3aiiHy, a/yke MOKPOKOBY MOJIEh JUCITUTIIIIHA MOXHA MOPIBHATH 3 IrPOBUM
KAHPOM «XOJITKa» a00 «MaHApiBKa» (puc.4), 10 € OJHUM 3 HaHCTapIlIuX KJIACiB HACTITHHUX
1rop 1 OTHOYACHO TOMYJISIPHUM >KaHPOM KOMIT IOTEPHUX iTOp «CcTpaTerisi», e-Adventure.

o3

l'f%
b\o o

Puc.4. Mooenv nacminvrnoi epu «Manopisxka»

©
on, @

3a3BHuail, METOIO TPH € MPOBECTU CBOIO (IIIKYy 3a MEBHUM MapuIpyToM. Y Tpi 4acTo
HasBHI JOJATKOBI TpaBWia, IO JAlOTh BHUTOAM a0O0 TOKAapaHHS TpaBIsM, uus (imka
norpanuia Ha mneBHe mojie. OTe, MexaHiKa <«IO0JAaTKOBUX TPABUII» MOXE BHUCTYIATH
MOTHBAIIITHOIO OCHOBOIO IS BHKOHAHHS JOMAIIHIX 3aBlaHb. TakK, 3a pe3ylbTaTaMu
ONUTYBAaHHS, KPUTEPIEM KOPUCHOCTI JOMAIHIX 3aBAaHb CTYACHTH HAa3MBAaIOTh: MOTHBALIO
«HaBIMO?», «IHTPUTY 3 HEBIJIOMOIO BaXXKO JIOCTYMHOI 1H(OpMaIli€l0», KpPEaTHBHICTh Ta
«aKTHBHICTh» TIOCTAHOBKM 3aBJlaHb, HANPHUKJIAJA, CKJIACTH BJIACHI TECTOBI 3aBIaHHS 3a
MPOMICHUM MaTepiajioM, BITHAWTH JTOKa3HM, CTBOPUTHU MPE3CHTAIIO 3 MIEBHOK METOIO TOIIIO.
BapiatuBHicTh 1€l irpoBOi MOJeINi BUABISETHCA B pO3pOOL1 HABYAIBHOTO KBECTY, Y SAKOMY
KOXKHUM KPOK 1HIIIIIO€ TIEBHI 3aBJaHHs, 110 0aTaHCYIOThCS 32 PIBHEM CKJIQIHOCTI.

BogHouac KOXHMIT KpOK CTyAE€HTa Bl OAHOTO €IEMEHTY JO0 IHIIOTO MOKHA
MPEACTaBUTH B Jlilarpami CTaHIB YHIBEpCaJIbHOI MOBW TporpamyBaHHs [28] (puc.3), ska
npu3Ha4YeHa JJIs MOJCNIOBaHHS TMOBeAiHKU. lle cTaHe OCHOBOIO BCTaHOBIEHHS TiCHHUX
3B’SI3KIB MK €JIEMEHTAMU JUCIUILIIHU Y BH/I1 TIOBEIIHKOBOTO AJITOPUTMY.
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Puc.3. Ilpuxnao diacpamu cmanie « CKiadauHs MoOyIbHOI KOHMPOAbHOL pobomu»

Knacrepna Mozaenps mucuuruiiak (puc.5) B ySIBJICHHI CTYACHTIB TOEAHYE OJHOPITHI
€JIEeMEHTH B OKpEeMi KIJIACTEpH, M0 YTBOPIOIOTH CHCTeMY. Ta OJHOYACHO MICTUTH €JIIEMEHTHU
niarpaMu CTaHiB. Tak, 4YaCTMHAMH KJIACy «MOJYJIb» € <«JIEKIis» Ta «IPAKTHYHE 3aHATTS».
OcranHe nependavae MOCTiAOBHE BUKOHAHHS TaKWX BUIIB 3aBIaHb: «CaMOCTIHHY po0OOTY»,
«JIOMAITHE 3aBlIaHHs», «pedepaTuBHi», «KypCOBI poOOTH» Ta «KYpPCOBI MPOEKTH». HeBakko
MOMITHTA OJIM3BKICTh HaBeleHOI cxeMu A0 aBox BuaiB UML-miarpam: craHiB Ta
KOHIENTYaIbHUX KJaciB. 1[ikaBo, 1110 CTYJCHTH 3arajoM He MOMIYal0Th TAKHUH KOMIIOHEHT, SIK
«KOHTPOJb». Lle MOKHA TOSCHUTHU CBITOTJISIOM Cy4aCHOTO MOJIOJIOTO MOKOIIHHS, IJIs SKOTO
Ipa € MPUPOJTHUM CEPEIOBHINEM JUIS CITUIKYBAHHS, TO3BULISI Ta HABYAHHS, KOJIU Ipa K Taka
ycyBae TectyBaHHs [11], mo mpupogHO «BOYZOBaHO» B Irpu. SIKIIO TECTH NEpPEBipsIOTH
3HAHHS HAa KOHKPETHHH JCHb, TO ITPH 3aCHOBAHI Ha JOCBiAl W aBTOMAaTHU3yIOTh KOMITETEHIII1
Ha Bce )KUTTA [11], 110 0co01MBO TapMOHi3ye 3 IPUHIUIIAMU AyaJIbHOI OCBITH.

Jlemi
: 1,2, ..
Mozayne 2ol
12 l Busnaumome 10
s <> | - I 2,..n
T Busranac IIpakTEaHl (o~ CP e AR
1.2...n [>— PP. KP. KII

Puc.5. Konyenmyanona mooens oucyuniinu 6 pakypci ysa6ieHb cmyoeHmis

[IpenenentHa Moxaenb (puc.6) Hamae YSBICHHS NPO IUCHMIUIIHY SK CIEHapid Ta
PO3KaipyBaHHS 3HAUYMMHX IO BUBYEHHS Kypcy K posmoBiai (storytelling game, role-
playing games, storyboard), xapakTepy cmiBIpali YYacHHKIB HaBUYaJIbHOTO IIPOIIECY.
BaxxnuBO poO3pi3HATH MOHATTS «PO3IMOBIIb» Ta «IPa», aJpPKe BOHU CKJIAAIOTh JBI BaXKIUBI
HEpO3PHUBHI KOMIIOHEHTH y TeM/IN3aiiH1 — HApaTOJIOTIIO Ta JIOI0JIOTIIO.
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Puc.6. Ilpeyeoenmna moodensb oucyuniinu

3micToBHO-KapTorpadgidyHa MoOJelb IUCHMILIIHA TPE3CHTYE CTPaTEriio 3aHypeHHS Y
3MiCT HaBYaJIbHOTO MpeIMeTa Ta MIKIIPEIMETHUX, IHTEpAUCIUILTIHApHUX 3B’ s13KiB. Ha Oyb-
SKOMY iIrpOBOMY TOJIi PO3TAIIOBYIOTHCSI HE €JIEMEHTH METOJAMYHOTO KOMIUIEKCY ITUCIUILTIHH,
a TeMH, 110 MalTh OyTH JOCTIIKEHI Ta BUBYCHI CTyJAeHTOM. Ha pucyHky 7 3a ocHOBY Oyio
B35TO MAaIly CBITY, YTIM Yy SIKOCTI ITpOBOTO TIOJiI MOXYTh BHUCTyMaTH Oyab-sKi (OpMH:
XPECTHKHU-HYJIUKH, IIaxH, Oyap-sKi KapTKoBi irpu Tomo. OcoOnuBicTIO 1Li€i Mojaeni €
Bi3yaJlbHa MapIIpyTH3allisl CTYACHTA 3a XOJIOM BHUBYCHHS 3MICTYy JUCHUILIIHUA. TyT MOXYTh
OyTH JomaHI aJbTEPHATHMBHI HANpPSIMKH BUBYEHHS JUCLUUIUIIHM, TOYKU «30€peKEHHS»
CTYJICHTa, SKIIO BiH HE CKJIaB TecT a00 ONHWTYBaHHS; CJIEMEHTH pPO3BIIKH (BUBYCHHS
HEBiZIOMOr0), MpHUXOBaHI oOmacTi (KIMHAaTH, XOJHM, MEXaHI3MH, piBHI), SCKpaBi Kepyroui
00’ exTH (OOHYCH, HarOpoOAH, IMYHITET, PECYPCH, TIEPEIIKO/IN), HaBYaJIbHI 3aBJaHHS K ITPOBI
Micii. Bax1HBOIO TakoXK € MOMXIJIHMBICTH Bi3yami3allii MiCIli KOXXHOTO CTYACHTa Ha Mari ix
nusixy 1o ¢Gininry 3 Qikcariero iHAMBITyaTbHOTO Ta TPYIOBOTO MPOTPECy.

Micim / Mera

(=N s

& SaExaEEx

Puc.7. [Ipuknao po3pooku oucyuniinu 3a 3mMicmosHO-Kapmozpapiunoo mooennio

s momens € epeKkTUBHOI OCOOJMBO B THUX MAWCIMIUIIHAX, IO MAalTh Oarato
MDKTeMaTHYHUX 3B’s3KiB. Hampuxman, y amcuumuiidi  «/loKyMEHTO3HAaBCTBO», IO
BUKJIQ/IAE€THCS CTYICHTaM-TyMaHiTapisaM 3a crenianbHicTio 029 «IHdopmariitaa, 6i0moTeyHa
Ta apXiBHa CIIpaBa», HU3Ka TeM TiCHO NoB’s13aHi. Tak, Tema «MarepianbHi HOCIT JOKYMEHTHOI
iHpopmMmariii» Mae HacKpi3HI 3B’SI3KM 3 OaraTbMa TeMaMHu SK IEpIIOro, Tak 1 APYroro
CEeMECTPOBOTO MOAYMTIB: «ICTOTHI XapaKTEpPUCTHKH JOKyMeHTa», «OcoOmmBocTi Ta
BJIACTUBOCTI JIOKYMEHTHOI iH(opmartii», «JloKkyMeHTyBaHHS: CyTh, BUJIU, 3aC00M», «OCHOBHI
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TEXHOJIOT1T 1 3aco0M KOIIOBaHHS Ta PO3MHOXKEHHS JIOKYMEHTiB», «OpuriHamm Ta
danbcudikoBaHi JOKyMeHTH», «Kiacudikariis JOKyMeHTiB», «[[oKyMeHT sk apTedaxT». [lpu
BHMBUYEHHI Ha3BaHMX TE€M BUKJIaJad KOKHOTO pa3y Ma€ aKTyali3yBaTH MEeBHI aClIEKTH MUHYJIOT
temu. Ha Mami TUCHMIUIIHY 1€ BTUTIOETHCS SIK TMEBHUM ITPOBUM CIOXKET y BUIJISAI MapHIpyTy
BHUBYEHHS JUCLUUIUIIHYU CTYIEHTOM.

[IpumiTHO, O B AWCHUILIIHAX, SKI MalOTh 3HAYHI MDKTEMATH4YHI 3B S3KH, BapTO
BUKOPHUCTOBYBATH MPUHOM TredMIN3aiiHy «HETaTHBHOI METJI1 3BOPOTHOTO 3B'SI3Ky». TpeHep 3
reimauzaitny K. O. Honnenn (Michigan State University) Bka3zye, M0 HOpUKIaJIOM
«TMO3UTUBHOI TI€TJi 3BOPOTHOTO 3B’SI3KY» € TpodeciiHui crmopT (TOHKH, IIaxXd TOIIO),
TOJIOBHUM KPHUTEPIEM YCHIIIHOCTI B SIKOMY € IIBUJAKICTb, CHJa Ta KOHKypeHlis. HaTomicTb
«HETaTUBHA TIETIS 3BOPOTHOTO 3B’SI3Ky» OpIEHTOBaHAa Ha MOTIHOJICHE HEKBAIUIMBE
JOCTIPKEHHS TIpeMeTa. 3a UM IIPUIOMOM TpaBellb OTPUMYE OLIbIIIe, SKIIO 3HAXOAUTHCS B
nporpamHiii curyarii. Sk npuknan, Mapio Kapmune, Super Smash Brothers Ttomo. 3a
HEraTUBHHUM 3BOPOTHUM 3B'SI3KOM, UMM Jalli BiJ (iHINIYy TpaBellb 3HAXOIUTHCS, YUM YacTillle
MOBEPTAETHCS B MHUHYJIE, TUM Olbie mpeameriB oTpumae [10]. Tak peanmizyeTbest TpUHITAT
nepcoHaizalii HaB4aHHs. 3M100yBa4 OCBITH SIK TPaBellb MEPEKOHYETHCS Y CBOEMY MPOTPeECi
4yepe3 B HaropoJu 1 3BOPOTHHUH 3B'130K. Bukianad sk reiiMan3aiiHep Ma€ 3aMUCITUTHUCH, SIK
4acTo BiH HAropoJKye CBOIX CTYJEHTIB (IpaBLiB), aJpke HAropogu TpaBI € CBOTO POIY
rapaHTi MU, 110 BOHU MOTPAIUISIOTH B TOYKY, J€ BOHHM MPOJOBXKYIOTh TpaTu B rpy. Tak
3HAaXOJUTh HOBY MOTHBAIIIIO JJIsl BUKOHAHHS JIOMAIHIX 3aBJlaHb, peepaTUBHOI a00 KypcoBOi
po6oTH TOIIO.

Kopuchicts 3micToBHO-KapTorpadiuHoi Mojeni mMoyiAra€ TakoX y MOMKIHBOCTI
Bi3yatizallii mporecy KepyBaHHs CTYJIEHTOM, 30KpeMa B TIOCTAHOBII MeTH (MiCiii) Ta 3aBIaHb,
SIKI CTYJIEHT 3aBXAW OayuTh, pO3yMi€ Ta MOXKE HOCSTTH. TyT HEOOXiJHO 3rajiaTh TEXHIKYy
noctaHoBKH MeTH SMART y mpoekTHOMY MEHETKMEHTI, 110 BHCYBAa€ TaKli BUMOTH, SK-OT:
KOHKPETHICTh METH, ii BUMIPHICTb, JOCSKHICTh Y IEBHOMY Yaci Ta aKTyaJbHICTh (3HAYUMICTh,
KOPHUCHICTB), a TaKOX HAasBHICTh IMOCTIMHOTO 3BOPOTHOTO 3B’SI3Ky SK OIIIHKHA Jii 1100
nporpecy TpaBlisd (CTYACHTa), MOXIUBICTh Ta HEOOXiMHICTh MEPIOAMYHOTO KOPHUTYBAHHS
meTH. Tak, 3a3BH4Yail y mporpamMi AUCHUILUIIHY, JEKLIAX, MPAKTUYHUX 3aHATTAX, METOJUYHUX
BKa3iBKax TOLIO BUKJIagad (GOpMYJIOE METy Ta 3aBIaHHs g cebe (3a0e3neuntu MaOyTHIX
¢daxiBiiB 0a30BUMU 3HAHHSMHU 3 JUCIMIUIIHA, aBTOMATHU3yBaTH HAaBUYKH CTYACHTIB TOIIIO).
lelimau3aiiH-niaxia 3yMoBitoe (OpMyITIOBaHHS HaBYAIbHOT METH HE Ul BHKJIajaya, a JUls
cryneHta. Hanpuximan, vy  gucowmuiiai  «CraHmapru3aiiis  iHGopMamiiHoi  cdepu»
irpoHaBYaNbHa Micif Ui CTYACHTIB Moxe OyTu chopMyiabOBaHA TaK: OTPUMATH 3BaHHS
(apredakT) «3HaBenb HAIIOHAIBHOI CTaHmapTH3alii y cdepi JOKYMEHTHOI IiSJILHOCTI Ta
iHpopMaIiifHuX TeXHOJOTIi». KoHKpeTHa MeTa aalli KOHKPETH3YEThCS 3a METOJIOM JepeBa
3aBiaHb. Hampukiaa, BUBYUTH KOHKPETHHM CTaHIAPT, 3aCTOCYBAaTH HOTO Ui BUPIIICHHS
3aBIaHb aBTOMAaTHU3aLlil IEBHOI YaCTKH MIsUIBHOCTI TOIIO.

YrpoBamKkeHHs] B HasBHY CTPYKTYpHY MOJENb HABYAIBHOI TUCIUILIIHA EJIEMEHTIB
reiMan3aiiHy ysBIsS€TbCS K TMpolec 30JMKEHHS rajily3ed NeAarorikv, 30KpeMa METOIUK
HaBYaHHS Ta reiimamszaiiny. CKJIaIHICTh TaKOro 30JFMKEHHS MOXEMO TOKa3aTH B Pi3HUII
CBITOTVISITHHX TI1JIXO/TIB IIOI0 3MICTY Ta XapaKTEPUCTHUK KOMITOHCHTIB HaBYaHHS (pucC.8).
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IIporpaMy HAEHANMEHHY JHCITHIIIH, Bizeoi L o
METOIHYHI PEKOMEH 1Al Ta EKa3IEKH, SIICOITPH, HACTUILH! ITPH, POJIBOEL ITPH,
A : - serious game, irpH CHMYIATODH, apEATHI irpH
CTAHTAPTH OCEITH, MiIpVIHHEH, HAETATEHI game, 1rp - PH. ap o

MOCIOHHKH TOMIO. TOIIO.

Telivighinayin HasyaHHA

GAME
DESIGN
METHOD OF
TEACHING

METOIHEKA
HABYAHHA

GAME DESIGN

Pozpobrn momn omepHUX L2op

>

»  Cmano . .

ran qmt:mosana, ¥ Biiena meapuicmp.
¥  Hayxoso obzpyHmosand. > Cyé’exmusnicms,
#  Taxcie 00 06 ekmusHOCHL . o .

. . # Ilepedac indusioyavriil abo

¥ Ilepedae dosid noxoaine. i doceid
»  Onpye ghopmanizosanumu MPOERMHUL COCEI0.

FoucmeMHicHb,
PmexHoao2il,
Faniue,

# Onepye ne nuue
gopuanizesanumu, a i
HEAGHIUMIU IHAHHAMIL

Hunamiuna cghepa.

FHAHHAMU.
Cmamuuna cipepa.

Puc.8. Cxema nociunux 6ionocur cghep memoouxu HA8YAHHS Ma 2eUMOU3AUHY

CriBBiTHOIIICHHS €IEMEHTIB HABYaHHSI Ta TPU B METOJIUIII, 3aCHOBaHii Ha reiimamn3aiixi,

MOXXYTb OyTH PI3HUMU:

1) HaB4aHHS mepeaye Ipi — rpa K TECTyBaHHS (IS MPOXOJKEHHS I'pU Ta ii piBHIB Mae

OyTH 3aCBOEHMI TIEBHUI HaBYAJIBLHUN MaTepian);
2) rpa nepenye HaBUAHHIO — I'pa IK MOTUBATOpP A0 3aCBOEHHS 3HAHb;
3) Tpa mig yac HaBYAHHS:

rpa sIK po3Bara B HaBYaHHI — 3MEHIIY€E IMCUXOJIOTIYHY HAIpPYTY IiJ 4ac 3aCBOEHHS
HOBHX 3HaHb;

rpa sIK JOCHIKEHHS - JIOMYCKae pojb Y4Hs (CTyAeHTa) sSK redmau3aiiHepa. YUeHb
CaMOCTIHHO CTBOPIOE ITPH 3a MEBHOI HABYAJIBLHOIO TEMOIO: JOCTIKYE ii K cHUCTEMY,
JI3HAETHCS 3MICT, PO3BHBA€E HABUYKU BUPIiLIeHHS pobiem [19];

4) Tpa SK TBIOTOp Ta CTPYKTypa HaB4YaHHs («tacit game-learning») — aUCHUILIIHA
IIPOEKTYETHCA 3a NIPUHLUIIAMU Ta NIPUHOMaMU eMMAN3aliHy, ajle HE IIEpETBOPIOETHCS B
CYIUTBbHY poO3Bary. SIKImo rpa sSK €JIeMEHT HaBYAHHS XapaKTEPU3YEThCS BITUYTHICTIO,
CBIIOMICTIO CHPUHMHATTS (CTYACHT pO3yMi€, IO BiH Tpa€ B HaBYAJIbHY TIpy), TO
reiMau3aiiH-MeToJMKa € BHYTPILIHBOIO BJIACTHBICTIO HAaBYAHHS, Y AKOMY KOMIIOHEHTH
rpu  (Mexanika-/lunamika-Ecteruka [30]) pO3UMHSIOTBCS B CHUCTEMI HaBYaJIbHOI
JTUCIUTIIIHU Ta HE € 0Jpa3y BIAYYTHUMU TSI CTYIEHTIB.

Irpodikariiss HaBYaIbHUX KYypCiB JIOCTIKyBajlaCh aBTOpaMU «TeiMidikamiiftHoro

Kiacy» [29], axi moegHanu BigoMi Moaeni Teopii reiiman3aiitny MDA [30], motuBariii ARCS
[31], 3anydyennst yuHiB [32], Teopito Teuii [33] mis BBEACHHS KEPIBHUIITBA JAM3ANHOM 1
peasnizanii NpUHLMUIIB reimidikaiii Ta irpoBoi MexaHiKu B «reiimidikoBaHOMY Kiaci» (puc.9).

245



DOI: 10.33407/itlt.v81i1.3265 ISSN: 2076-8184. Indopmauiiini TexHosorii i 3acobu HaBuanus1, 2021, Tom 81, Nel.

Irpoea mMexamixa

Yac Jlexari et
nMatepian

InguEigyaneHa
TabnHus nigepcea

Challenge

—_m e — ==

—

Jlexuis 1 =:> Challenge 1

—

Jlexnin2 [ Challenge 2

Paxyuok fanie
AOCEITY

oEL

PaxyHOK Game
pizEz

—

Jexnign [ Challengen

————eg———--
HasTanes
JOCATHEHHA
JT
TpynoEa T20mHIE
mgepie

| JlocarHeHHA T2 HATOPOJH |

Puc.9. Mooenw «eetimighixayitinoi knacnoi kimnamu» [29]

VYTiM ydeHi npeacTaBuiIn reiMigikaiio JHIe JEKIiHHOTO CEKTOPY Y CIiBBiAHOIIECHH] 3
OJIHMM 3 0aratbOoX KOMITIOHEHTIB ecTeThku Mozaen MDA - «challenge», a Takox BKazaau
JMIIE HAa OKpeMi eJeMeHTH rerMigikamii Ik Ha MOTHBYIOYI MEXaHI3MHU HaBYaHHS: TAOIUIII
JijepiB, BiI3HAKH, paxyHKH OOHYCIB PiBHIB Ta a0CBimy. BomgHouac irpoBa MmexaHika, fK 1
JTUHAMIKa, acOLIIOEThCS aBTOpPaMU HE 3 CHCTEMOIO TpPaBWII, a 3 €IeMEHTAaMH MOTHBAIii Ta
3aJIy9CHHS YYHIB: KOMaH/Ja, BUKIMK, TaOJWIS JiAepiB, BII3HAKW, OOHYCH, CTaTyCH,
JOCSATHEHHS, CAMOBUPAXKEHHS, KOHKYPEHIIis - TOOTO 3 KoMIoHeHTaMu «EcTteTrnka» rpu.

Ha Ham morisa, po3moail CTPYKTYPHHX CIIEMEHTIB HaBUAIBHOTO KOHTCHTY 3a
monemto MDA [30] mae Burisig 6a3 JaHUX ITPOBUX €CTETUK, MEXaHIK Ta IUHAMIK, 110 HA/Ia€
MEBHOI BapiaTUBHOCTI JIJIs1 pO3poOKH Kypcy (puc. 10).

Crpyrrypa BA3A Irpoea
HABTATEHOTO _BASA iTPOEHX MeXaHik IHEEAMIED
EOHTEHTY ggg:::
| Playruls | Goalrls | Contentruls TAC | BATH
Narrative Write Create Imdopuaniz dgmua | GoEpa
Sensation T0EHS / He O0EHS
Fantasy
Discovery Random Match Meraratne
Challenge Select Destroy Herspuizoeasicrs e | EEE
Expression | Manage Avoid E;“-’ H) S
Fellowship Shoot (-:1:;11) = e i
Submission Move Crnseparamicrs legm ;Wﬁlgl
(Tas/ai) = godora

Puc. 10. Po3nooin cmpykxmypnux eremenmie oucyuniinu 3a MDA-mooennto

OkpemMo BapTo po3msiAaTH reiMidikaimiro opraHizamiiHux (MpormecyaibHux) (GopMm
BUKJIAaHHs aucuuiutiam (puc.11).

P OopMHE KOHTPOIED :'} Kapra mporpecy
n e — Paxyﬂonlcﬁaﬂin
OOCBIY
. PaxvHOK DAmE plBHA,
Moyt IHIHEITVANTEHA TA0NTHOA TiTEPCTEL
o . Hagganes gocarseHss goal-ruls,
ICYMEOEHH o
[PYIOEA TAONHNA TiTepie

Puc. 11. I'etimighikayis popm kormpono oucyuniinu
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VY pesynbrari BOPOBAKEHHS TEeHMIW3aliH OPIEHTOBAHOTO MiAXOAY A0 PO3POOKH Ta
BUKJIAJIaHHS HABYAJIbHUX TUCIUILUIIH Ma€ 3MIHUTHCS TOTJISA] Ha TUIAHYBaHHS, peani3alfiio Ta
KOHTPOJIb TPOLIECY HABUAHHS, L0 BUMArae opmyeaHHs CMAHy 3AHYPEHHS ma egexmy
nosHoi npucymuocmi siK 3 OOKy BUKIIaJada-METOIUCTA, KU BUKOHYE POJIb reiMam3aiiHepa
(KOHCTpPYIOE ITPOBY pealbHICTh HAaBYAIBHOI JMCIHUIUIIHM), TaK 1 3 OOKYy Y4HS/CTyACHTa SK
reiimMepa, sikuit HaOyBae nocBiny (skills and knowledge) y naBuansHOMY cepenoBuili rpu (abo
B IrpOBOMY CBITI HaBYaHHS). Y IIbOMY BHIAJKy BaKJIWBO 30epertu OajlaHC HAaBYaHHS Ta
po3Baru, TOJI THPOIEC 3aCBOEHHS JIUCLMIUIIHM HE TEPETBOPUTHCS y Tpy, aine Hadyxae ii
BOKJIMBUX pHC (Tabm. 2).

Tabauys 2.

T'eiiMau3aiiH IK OCHOBA METOAMKH HABYAHHS

Memoouku naeuanus
(6uxknaoau)

Teiimousaiin Haeuanvuuii npoyec (yuensv, cmyoenm)

JlnzaliH ipaBuiI TpU Kputepii HaBuaHHS Ta OIiHKH OOMeKeHHs Ta BUHAropoja

JInu3aliH irpoBOTO CBITY HapuanbHHi1 KOHTEHT AkaneMigHa Ta HaBYaJIbHA KOMYHIKaIlist

Jlu3aliH irpoBUX piBHIB JlnHamika HaBYaAHHS IIporpec y HaBuaHHi

Juzaiin irpoBoro 6amancy | Kputuune MuciIeHHS Bananc HaBYaHHS Ta BiAMOYMHKY, 3yCHIb Ta

BHHArOpOJIH.

Possara / FUN I'emoniuna (GyHKINIS HABYAHHS: PaIiCTh MMi3HAHHS, 33I0BOJICHHS, pO3Bara,

BUKIIUK.

Ha ocHoBi 6aratokpurepiansHoi kinacudikamii irop [10] Mu npencraBuim reiimanzaiiH
HaBYAJIBHOI TUCIUIUTIHY K CKIAIHY CUCTEMY, III0 CKJIQIAETHCS 3 psAy miacucteM (tabm.3).

Tabauys 3.
I'eitMan3aiin HABYAJLHOI AUCHHUILIIHA K CHCTEMA
HazBa mincucrem .
. . . CKJi1a10B1 METOOUKHA
reiMIn3aitH- 3MicT cucteMu Motusu rpu Kanpu rpu
R HaBYAHHS
ITincucrema, 1o CIIBBITHOIIICHH | pO3rajyBaHHS 3aragok, | Ksecr, Jlexmii
3aI0BOJILHSIC s HABYAJILHOTO | CIUIKYBaHHs 3  IHIOIUMH | BIKTOpHHA,
notpedy B Ta irpoBoro | icToTamu, TepOMChKI | mpuroza,
iHdopmarii KOHTEHTIB MEPEeBTUIEHHS,  MMOAOPOXKi, | poNbOBa Tpa,
BJIACHE HaBYaHHS JIOTi4HI irpH.
[Mizcucrema, 1o NpaKTHYHI 30upaHHs apTedaKxTis, Platformer, [pakTuyHi,
3aJI0BOJIBHSIE 3aBIaHHS YXUJICHHS BiJ HeOe3IeK, stealth, J1a00paTOPHI 3aHATTS
notpeOy B aii HaBYaHHSI Ta | pyHHyBaHHs 4OTro-HEOYIb, fighting,
Micii rpu 3MaraHHsi, TOHKH. racing
Cuctema, 110 HaByYaJIbHUI TypOoTa, crBopenHs | Crpareris: MOTHBAL] ARCS
3a7I0BOJILHSIE BILJIB i | 00’€eKTiB, HETIPSAMUIl | EKOHOMIYHA, [31], 3anyuenns [32],
noTpedy B KOHTPOJII | MOTHBYBaHHS KOHTPOJIb, Y3TO/KeHHS | BIHCHKOBA, Marnu mporpecy,
(yripaBiiHHsI B3a€EMOIII YYaCHHUKIB, | HACTIJIBHI TaONHI  JIiIepCTBa,
CTYJICHTOM) TUTAHYBaHHS Jiit irpH. Kepyrodi apTeQakTa

Metoanka po3poOKH TeWMIU3aiiH OPIEHTOBAHOI MUCHUILIIHA MICTUTh KUJTbKa €TaImiB

(puc.12).
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- 5— Mamizam aBHI ) -
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Karea ; Desi
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Puc.12. Cmpykmypa memoouxu po3pooKu 2etimou3aiin OpieHmo8anoi OUCYUniiHu

Ha emani 1 npoBomutbes (opmanizaiist TUCHUILIIHA 31 CTBOPEHHSAM Ii CTPYKTYpHOI
MOJIEJTi 3 YpaxyBaHHAM OOMEXEHb, ITOB’ A3aHUX 3 0COOJMBOCTSAMH HOPMAaTUBHUX JOKYMEHTIB
OINIl, OKX, HaBualbHOTO IJIaHY, a TAaKOXX MOTpPed Ta IHTEpEeCiB CTYACHTIB K MalOyTHIX
¢daxiBIiB Ta 3amuTiB poOOTOMABIB. Yce 1e GopMmye 0a3y KOMNETEHINH AUCIUIUIIHH, M0
CTaHEe OpIEHTHUPOM Ui PO3pOOKHM TpaBuil irpoaucuuIUiind. Ha emani 2 mpoBoauThCs
dbopmartizallis opraHizaiiHuX BUMOT AUCIUIUTIHH, 0 OyayTh MOKJIAJCHI B OCHOBY game-
OpaBWJI - BUMOT Ta YMOB YCIIINTHOTO CKIAJaHHS TUCHUILTIHUA. Pe3ylnbTaTé YTBOPIOIOTH
CHUCTEMY MOTHBAIII] Ta BI3yali3ylOThCS B Marll Iporpecy cTyaeHTiB. Ha emani 3 BUKOHYyeThCS
reiiMiikamist CTpyKTypHOI MoJeNi JUCHMIUTIHM Ta TEepeTBOpPEHHs ii B irpoBuil cBit. Ha
emani 4 mpoBoaUTHCS (popmaizaiis 3MICTOBHHX BUMOT JHUCIHILTIHH, (POPMYETHCS MeEpertik
BUMOTI Ta KpUTepii OIIHKM 3HaHb, YMiHb Ta HABUYOK 3 aucuMIUIiHM. Jkepemom Takoi
dbopmaizarii € 6a3za KOMMIeTeHIliH, copMoBaHa Ha TEPIIOMY €Talll, a pe3yJbTaToM — 0asza
play-paBmsl — KOHKpPETHHMX [ifi CTYICHTIB 3 HAaBYAJIbHUM MaTepialioM Ui JIOCSATHEHHS
OCHOBHOi METH — OBOJIOJIHHSA HEOOXITHUMH KOMITETCHIIISIMU Ta CKJIAJaHHS 3aJ1iKy YH ICIIUTY
3 AMCUUIUIIHU. [HCTpymMeHTOM BuU3HaueHHs play-mpaBun € «KaHBa irpoBOi MeXaHIKH Ta
TuHaMIKW» [26]. Play-nipaBuiia TUCIMIUTIHA TOMOBHIOIOTH MaIlry mporpecy Ta KanBy irpoBoro
CBITY IUCIMIUIIHH, a 3rOJAOM JUIS JEMOHCTpalii TUHAMIKH ITPOJUCHUIUTIHUA Ta i PO3BUTKY,
HanmoBHIOIOTH 3MmicT KanBu piBHiB rpu. Ha emani 5 npoBoauthes dopmanizailis KOHTCHTY
JUCLUHUIUTIHY, IO Peaji3yeThCsl y CTBOPEHHI 0a3 TEOPETHMYHHMX MaTepialiB Ta MPAKTUYHUX
3aBaaHb. Eman 6 — reiimidikaliiss KOHTCHTY JUCIUIUIIHU Tiependadae CTBOPEHHsI 0a3u irpoOBUX
creHapiiB 3a gomomoroio KauBu HapaTuBy. Pe3ynbpraroM IIOCTOrO erTamy € CTBOPEHHS
nokymeHTta «Bible Story» (36ipka onosidanv ma neceno epu) [10]. Ha mpomy x etami
BiOyBaeThcss Meradopu3zamiss play-mpaBuil  BIANOBIZHO O CIOXKETy Ta  CLEHapiio
ITpOIUCIUILIIHU. Eman 7 nomyckae CTBOPEHHS MPOTOTHIY, IO YAaCTKOBO peajli30BaHUI
3aco0aMi KaHBM reiiman3aiiHy. YTiM, MOXYTb OyTH 3acCTOCOBaHI EJEKTPOHHI irpoBi
KOHCTPYKTOPU TPOTOTUITYBAaHHS, IO JUKTYIOTh MPOrpaMHi Ta Bi3yaidbHI oOMexeHHs. Ha
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ertarni 8 MPOBOJIUTHCA TECTYBaHHS ITPOAMCIMILIIHM, ii ampoOartis, OajaHCyBaHHS IPaBUI Ta
CIICHapilo, HaBYaJbHOI METH Ta BIUIMBIB. BaIMBHM € aHaji3 3BOPOTHOrO 3B’SI3KY BiX
CTYJICHTIB, KOPWUTYBaHHS QJITOPUTMY PO3POOKHM Ta PO3BUTKY TEHUMAHM3aiiH OpIEHTOBAHOI
JIUCLIUILIIHHA.

Bapro momiTuTH, 1110 IpeicTaBieHa METOANKA MICTHTh OaraTo etamiB opmaizartii, ki
pearizyroThCsl B pesisiliifHuX 0a3zax maaHux, popmax kaprorpadyBaHHS 3HAHb 1 BAKOPUCTAHHS
KaHBU reMIN3aiHYy.

3. BUCHOBKMU TA IIEPCIHHEKTUBHU INOJAJBIINUX JOCJILIKEHDb

Po3poOka HaBYaJbHOI AUCHUIUIIHM 32 TMPUHIMIIAMH Ta METOJaMHU TeHMAN3alHY
nepeOyBae Ha TEpeTHHI PI3HUX Tally3ei 3HaHb Ta MPArHe CTBOPUTH CHHEPTiI0 METOAUKU
HaBUYaHHS, ITPOBOi KIOEPKYJIBTYPH, MPOEKTHOI MIsITBHOCTI Ta MapKeTHHTY OCHOBOIO TaKOTO
niaxony € mpouec Qopmaiizaiii Ta CTPYKTypH3alii IUCHMIUIIHK SK CHUCTEeMU-THIOTOpA B
pensiiiai 6a3u JaHUX Ta KapTH 3HAaHb 3 MOJAIBIIOI IXHBOI TBOPYOIO TPAaHC(HOPMAIIIEO B
irpoBUii CBIT. YNpPOBAa/UKCHHS MPHHLMIIB TelMIu3aiiHy (Opi€HTallis Ha KOPUCTyBadya,
Bi3yasmizallisg Ta JaeTaji3ailis METH, MOCTIMHUMA Ta CHCTEMHHUN 3BOPOTHHUH 3B S30K, 30KpeMa
BpaxXyBaHHS «I1€Teh HETATUBHOTO Ta IMO3UTHUBHOTO 3B S3KYy», AIbTEPHATHBHICTH MApIIPYTiB
HaBUYaHHS, I1HKANCYJAIIS JOCBiAYy, KapTyBaHHS 3HaHb, KEepyBaHHs 3aco0aMu MOTHBAIIIi,
OanmaHCyBaHHS Ta €JIEMEHTH poO3Bar) BIJKPHBA€ HOBI MOXJIHMBOCTI Ui peaiizamii
IHTETPaTUBHOCTI, MDKIUCITUTIIIHAPHOCTI, MDKTaJTy3€BOCTI (30Kpema, STREAM),
nepcoHamizalii Ta rymaHizamii HaBuaHHs. Takwif MigXil HE JUIIE MiABUILYE MOTHUBAILIO,
3aJTy9eHHS Ta 1HTEPEC J0 HaBYaHHS, MIOCUITIOE TIO3UTUBHI €()EeKTH BiJ BUBUCHHS AUCITUILIIHH,
a ¥ KapIuMHAIBHO 3MIHIOE 1JCOJIOTiI0 HaBUaHHs, i CTPYKTypy Ta MOBEIIHKY HaBUaHHS SK
CHUCTEMHU. YTIPOBAPKCHHSI CJIEMEHTIB TeMIN3aliHy 3aco0aMu KaHBa-OpPIEHTOBAHOTO IMIXOMY
JOoTIOMarae CTBOPUTH YMOBH JUIS 3aHYpEHHS VY CBIT HaBUAIBHOTO TMpEAMETa, HOTo
IHTEHCUBHOTO TIi3HAHHS Ta MTPOEKTyBaHHA. g BUKIAmaviB TeHMAN3aliH CTaHE J1€BOIO
OCHOBOIO JJIsi KOPUTYBaHHS MUCHUIUTIHM, TOIIYKY Ta YCYHEHHS HEIOJIKIB (HANPHUKIAI,
Hee(DeKTUBHOCTI pedepaTUBHUX Ta JAOMAIIHIX POOIT, BIACYTHOCTI MIKTEMAaTHYHUX Ta
MDKIIPEIMETHUX 3B S3KiB, 3aCTapiloCTi HABYAIBHOTO KOHTEHTY TOwIO). beskomn’ roTepHHi
refMan3aiiH TUCHUILUTIHA € MEepIIUM KPOKOM /10 (OpMyBaHHS €JIEKTPOHHOTO HaBYAIbHOIO
irpocepenosumia 3BO.

VY pakypci 3a3Ha4€HOI TeMH MEPCHEKTUBHUMHU BUAAIOTHCS JTOCIIHKEHHSI CTPYKTYPHOT
MOJIeIl BIPOBA/KEHHSI €JIEMEHTIB TeWMIu3ailHy Ha BCIX PIBHSAX HABYAIBHOTO TIPOIIECY,
HAayKOBE OOIPYHTYBaHHs Ta CTBOPEHHS KOHCOJIAYIOUMX BIPTYyaJIbHHX ITPOCEPEIOBHIIN, iX
1HTerpalLis Ha BCIX PIBHAX OCBITH, @ TAKOXK OCBITHIX MapagurM HaBYaHHS BIPOJOBXK YCHOTO
JKUTTSA Ta BUIEPEHKAIBHOTO HaBYaHHS. JIOIIIBHO MOCTIAMTH MOKJIMBOCTI Teimidikarrii
TyMaHITapHUX Ta TEXHIYHUX TUCIUIUIIH, MUCHIUIUIIH Pi3HOTO (haxoBoro mpodiiaro, HamaTu
NETAlbHUNA OMHC PeNSLIMHUX CTPYKTYp 0a3 JaHUX, IO YTBOPIOIOTECS B MpoOIEci
3aCTOCYBaHHS KOMIIOHEHTIB TreiMau3aiiHy. BaXIMBUMH TaKoX € MUTaHHS aJalTUBHOTO
reMau3ailHy B CHCTeMI HaBYaHHS Ta MOXMJIMBOCTEH YIPOBA/PKEHHS B IMPOHABYAHHS
€JIEMEHTIB JJOTIOBHEHOT peajibHOCTI Ta KIHEKT-TEXHOJIOT1H.

IMmieMeHTaIi€l0 TeWMMIM3aiiH OPIEHTOBAHOTO HABYAaHHSA € PO3pOoOKa METOAMYHUX
BKa31BOK JJIs BHMKJIQ/JauiB 3arajbHOOCBITHIX INKII Ta 3aKJaiB BHUIIOiI OCBITH, NMPOBEICHHS
TPEHIHTIB Ta KypCiB, CTBOPEHHS HaBYaJbHUX MOAYNIB 3 TelMigikaiii OCBITH B Mexax
HaBUaJIBHUX JIUCHMIUTIH [34], CTBOpEHHS MPOTOTHUIIIB ITPOBUX MpOTpaM 3 HaBUYAIBHUX
mucuurutia [10]. Po3poOka KOHCTpyKTOpa irpoAucUuILIiH uis Android-nonatkiB, 30KkpemMa
JOCITIJDKEHHS MOXJIMBOCTEH BHUKOpHCTaHHS miporpamu MIT App Inventor, 1m0 IO3BOJISE
pearizoByBaTu 6araTonoTOKOBI AJITOPUTMU KEPYBaHHS MIEPCOHAKAMHU Ta MOAISIMH.
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MNOAAKA

[{s myOumikarist Oymna cTBopeHa 3a miaTpumku €Bporneiicbkoi Komicii Erasmus + KA2-
npoekT «Game-Hub: criBpoOITHUITBO YHIBEPCUTETCHKUX MiANPUEMCTB B iIrpoBiii iHAYCTpIi B
VYxpaini» (Ne 561728-EPP-1-2015-1-ES-EPPKA2-CBHE-JP).
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JJUCHUIIINH BBICIINX YYEBHBIX 3ABEJIEHUM
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kadenpa MHPOPMAITIOHHON JIESTENLHOCTH U MEIna-KOMMYHHUKAIUH
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AHHOTauus. B cratbe 00OCHOBBIBAaeTCS I€IeCO00Pa3HOCTh TeHMAM3alH OPUEHTHPOBAHHOTO
MoaXona K TPOSKTHPOBAHHWIO MUCHHIUIMH B YUPEXKACHUSAX BBICHIETO 0Opa3oBaHWS, UYTO B
JaNbHEeHIeM CTaHeT OCHOBOW ISt BHEAPCHHS BUPTYalbHBIX Y4eOHO-HTPOBBIX cpeln. IlokazaHo
pasnuune MEXAy IOHATHUSAMH «reiiMudukanms», «redMams3aifH», «Game-based learning».
OnmcaHsl  CTPYKTYpHBIE  MOJENH  WTPOAMCHUIUIMHBI  (TEXHOJOTHYECKas,  IIOIIaroBasd,
KOHIICTITYalbHAsl, TPCEUCACHTHAS W COJACpKaTeIbHO-KapTorpaduyeckas), HPEAOCTABICHBI HUX
XapaKTEPUCTHKH, CIIOCOOBI mpuMeHeHus. OTIpeneneHbl 3Tambl U OCOOCHHOCTH BHEIPCHHUS
9JIEMEHTOB TeiiMau3aiiHa B pa3paboTky y4eOHbIX aucuumimd YBO. Ilpoananu3upoBaHbl
MPEUMYIIECTBA U HEJJOCTATKH «ICHMU(DUIIMPOBAHHON KJIACCHON KOMHATHI». [IpefcraBicHa cxema
pacmpesielieHusT 3JIEMEHTOB y4eOHOro KOHTeHTa 1o mozenu urpsl MDA. OTMmeueHO, 4TO B
pe3yipTaTe MPUMEHEHUS TeHMIU3aiH-OPUCHTUPOBAHHOTO MOJXO0MA JTOJHDKCH M3MEHUTHCS B3TJIS]
Ha IUTAHUPOBAHWE, PEANM3alldi0 W KOHTPOJIb Mporecca OO0ydeHHs, KOTOPHIH, B CBOIO OdYEpE.b,
dbopmupyeT cocTossHHE TOTpyXeHus W S(PPEKT TOITHOrO TMPHUCYTCTBUS KaK CO CTOPOHBI
MPENoIaBaTeI-METOICTA, BRIOJIHSIIOMIETO POJIb TeHMIM3aifHepa, TaK M CO CTOPOHBI COMCKATEIIS
obOpa3oBaHus, Kak reriMepa, KOTOpBIA MpuoOperaeT ombIT. IlpemioxkeHa MeToauka pa3paboTKu
reiMIn3aitH-OpUEeHTHPOBAHHOM TUCITUTUIMHEI, BU3yallbHO 00001IeHHas B OJ10K-cxeMe. PazpaboTka
y4eOHOI MUCIUIUINHEI 0 MPHUHIUIIAM W METOAaMH TedMIu3aifHa HaXOIWUTCS Ha IepecedeHUn
pa3IMYHBIX O0JIaCTel 3HAHWUN U CTPEMHUTCS CO3AaTh CHHEPIHI0O METOIUKUA OOYUCHHS, MTPOBOU
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KUOCPKYJIBTYPBI, MPOCKTHON NEATCIBHOCTH U MapKeTHHra. OCHOBOW TaKOTrO MOAXOJA SIBISCTCS
nporiecc GopManu3aluu U CTPYKTYPHU3ALUU JUCUUILUINHBI B PEISIMOHHBIC 0a3bl JaHHBIX U KapThI
3HAHWHA C TOCNENYyIoIed WX TBOPYECKOW TpaHchopManueld B HWIrpoBod Mup. BHempenwue
NPYHIAIOB TeMAN3aliHa OTKPHIBACT HOBBIE BO3MOXKHOCTH JJISI pealn3alliil MHTETPATHBHOCTH,
MEXIUCIHATUIMHAPHOCTH, TIEPCOHANM3AIMH U TyMaHM3aMKu oOydeHus. Takoi moaxon He TOJIBKO
TIOBBIIIACT MOTHBAIMIO, BOBJICYCHHE W WHTEpeC K OOyUYeHHIO, YCHIMBAET MOJIOKHUTEIHHEIC
3¢ ¢dexTsl OT M3y4YeHHS IUCIMIUIMHBL, HO M KapAUHAJIHHO MEHSET HICOJOTHI0O OOY4eHHs, ee
CTPYKTYpPY M IOBEJEHHE KaK CHUCTEMBI-TbIOTOpA. be3KOMMbIOTepHBIN TeiMIN3aiiH AUCIUILIMHBI
SIBIISICTCSL MEPBBIM IIArOM K ()OPMHUPOBAHHUIO DIICKTPOHHON Y4eOHO-TPEHHPOBOYHON HIPOCPEIBI
YUPEKACHUH BBICIIECTO 00pa30BaHMUS.

KiroueBble cioBa: MCTOAHKA 06y‘I€HI/IH BhICHIAs IIKOJIA; FeﬁMﬂH3aﬁH yqe6H0171 JUCHUIIINHBI;
FeﬁMH(l)I/IKaIIPIﬂ 06pa3013aHI/1${; I‘peﬁMH(l)HHHpOBaHHaﬂ KJIaCCHas1 KOMHATa, 06yquI/Ie, OCHOBaHHOC
Ha Urpax; TCXHOJOrnieckas Kkapra yqe6H0171 JAUCHUILIINHBI.
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Abstract. The article substantiates the expediency of the game-design-oriented approach to the
design of disciplines in higher education institutions, which will become the basis for the
introduction of virtual learning environment. The difference between the concepts of
"gamification", "game design", "Game-based learning" is shown. Structural models of game-
discipline (technological, step-by-step, cluster, case-law and content-cartographic) are described,
their characteristics, methods of implementation are given. The stages and peculiarities of
introduction of elements of game design in the development of educational disciplines of
institutions of higher education are determined. The advantages and disadvantages of a "gamified
classroom" are analyzed. The scheme of distribution of elements of educational content according
to the model of MDA game is presented. It is noted that the result of the game-design-oriented
approach should change the attitude regarding planning, implementation and control of the
learning process, which, in turn, forms the state of immersion and the effect of full presence on the
part of the teacher-methodologist who plays the role of the game designer and constructs the game
reality of the training discipline, and on the part of the learner as an experienced gamer. The
method of developing the game-discipline, which is visually generalized in the block diagram, is
proposed. The development of a discipline based on the principles and methods of game design is
at the crossroads of different branches of knowledge and seeks to create synergy between teaching
methods, game cyber culture, project activity and marketing. The basis of such an approach is the
process of formalizing and structuring discipline in relational databases and knowledge maps,
followed by their creative transformation into the game world. Introducing the principles of
gaming opens up new opportunities for the implementation of integrity, interdisciplinarity,
personalization and humanization of learning. Computer-free game design of the discipline is the
first step towards the formation of an electronic educational and training gaming environment of
the university.

Keywords: methodology of higher education; game design of educational discipline; Gamification
of education; Gamified classroom; Game-Based Learning; technological card of the educational
discipline.
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