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TEUMI®DIKAIIA SIK IHHOBAIIIMHUM ITIIXI
B OCBITHBOMY ITPOIIECI

Anomayia. Y cmammi pozensanymo nouamms 2eii-
Mmighixayii, 30kpema 6 oceimuvomy npoyeci. 3’s1co8aHo,

© Koncrankesuu JI., Pagkesnu M., Jlexinpkuii T., 2022

WO HA CYYACHOMY emani OOHIEI 3 OIl€BUX MemoOuK
opeanizayii 0ceiMHbL020 Npoyecy € ieposa OUSLIbHICTb.
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YV pesynomami oocnioscenns 3’sacosano, ujo nio eeumighi-
Kayieo 8 0ceimi po3ymitoms YNpoGaONCeHHsl i2op, i2po-
8UX MEXHIK ma i2po8ux NPAKMUK 3 0C8IMHBLOIO0 MEMOIO.

Oxpecneno 0CHOBHI CKAAO0BI i2p06oi OisnbHOCHI,
PO32NAHYMO CMPYKMYPHI elemenmu  2etimigixayii, cxa-
DpPaKmepuso8amno iepoGi Mexawizmu Ha pPI3HUX emanax
0ceimmnbol disttbhocmi. Busisneno, wo 6yov-ska epa nepeo-
bauae maxi enemenmu: poii, Ysi6Hi cumyayii, ieposi 0ii ma
npaeuna epu. 3’sc08aHo, Wo 3axonieHHs yeazu Y4acHUKIg,
CMBOPEHHSl NeGHUX YMO8 0Jil OOCACHEHHs NOCMABIEeHUX
yinetl, MOOeNO8AHHSA 12p08oi OIANTbHOCMI — OCHOBHUL MO-
Menm eeumighixayii.

Y emammi zpa susnauaecmoca ax yunikanroHuii memoo
HABUAHHS, OCKLIbKU 60HA OP2AHI308VE Oimell, 6NIUBAE HA

IXHill 3aeanbHUll pO36UMOK, 6UX08ye ocobucmicmo. Kpim
Mo2o, BOHA CNPUSE POPMYBAHNIO 8MIHb A HABUUOK OpI-
enmyeamucsi y 0yOvb-axiu oicummesiti cumyayii. Came
ieposi mexHonoeii € mieo QopmMor HA8UAHHS, WO CHPUSE
NPAKMUYHOMY BUKOPUCINAHHIO 3HAHb, OMPUMAHUX HA YPO-
yi i 6 nozaypounuti yac. Buxopucmannsa eetimigixayii na
VPOKAX € aKmyanrbHuM 6U0OM OISLIbHOCH, OCKIIbKU 3ACO-
6u, nputiomu ma memoou, Wo GUKOPUCMOBYIOMbCS NI 4aC
nposeden s ieop, CRpusioms eexmueHOCmi 3aC60€HHS
3HAHb, BHOCAMb 8 OCEIMHIO OUSLILHICIb eleMeHm YIKa8oC-
mi, nioguwyOMs pigeHb YCHiWHOCMI Oimell, CNPUAOmb
BUPOONEHHIO BMIHHS CRIBNPAYIOBAMU 8 KOMAHOI.

Kniouosi crosa: ceimighixayis, iposi mexnonoeii, i2po-
61 MEMoOuU, MOMUBAYIsl, OCGIMHIU npoyec, OUOAKMUYHA 2PA.
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GAMIFICATION AS AN INNOVATIVE APPROACH
IN THE EDUCATIONAL PROCESS

Abstract. The article examines the concept of gami-
fication, particularly in the educational process. It has
been studied out that currently one of the effective methods
of organizing the educational process is game activity. Mod-
ern psychological and pedagogical analysis of the educa-
tional process and numerous scientific domestic and foreign
studies showed that gamification is a process of using game
thinking and the dynamics of games to involve children in
solving tasks, turning the educational process into a game.
As a result of the research, gamification in education is
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understood as the introduction of games, game techniques
and game practices with an educational purpose.

In the process of research, the main components of
game activity were identified, the structural elements of
gamification were considered. Game mechanisms at vari-
ous stages of educational activity were characterized. It
was found that any game includes the following elements:
roles, imaginary situations; game actions and game rules.

The game is a unique method of learning, as it or-
ganizes children, affects their overall development, and
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nurtures personality. It contributes to the development
of skills and abilities to navigate in any life situation. In
this way, the material that students learn during game ac-
tivities passes through the practical aspect of acquiring
knowledge. It is game technologies that are the form of
learning that contribute to the practical use of knowledge
acquired in class and extracurricular time.

The usage of gamification in lessons is relevant be-
cause the means, techniques and methods used during
games contribute to the effectiveness of knowledge ac-
quisition, bring an element of interest to educational ac-
tivities, thereby increasing the level of success of children,
and contribute to the development of the ability to coop-
erate in a team. Getting participants’ attention, creating
certain conditions for achieving set goals, modeling game
activity is the main point of gamification.

The mechanism of the game is to earn as many points
as possible and advance to the next level. Precisely this
aspect that is the foundation of students’ game activity.

When adding game elements, it is necessary to careful-
ly monitor their educational effectiveness, whether they help
the audience to improve understanding and further using
of the information received. The main purpose of using
gamification is to change the behavior of a person or the
audience as a whole, that is, gamification is not needed for
entertainment, but to improve the effectiveness of education.

Keywords: gamification, gamingtechnologies, gaming
methods, motivation, lighting process, didactic game.

IocTtanoBka mnpobiseMu. Y CydacHHX YMOBax
TpaHchopMaIlifHUX 3MiH OCOOJIMBOI AKTyaJbHOCTI Ha-
OyBae TiJrOTOBKa BUMTEINSI HOBOTO ITOKOJNIHHS, THIOTOpA,
MEHTOpPA, HACTaBHUKA, SIKNIl MOTUBY€E y4YHIB JI0 CAMOCTIiH-
HOI Mi3HaBaJIbHOI aKTUBHOCTI, KPEATUBHOCTI i MPOEKTHOT
TiSUTBHOCTI. 32 OHOBIGHUM JlepKaBHUM CTaHIAPTOM TIO-
9aTKOBOI OCBITH 3/100yBayd OCBITH ITOBHHEH BOJIOJITH Bij-
TMOBIJJTHUMH KJIFOUOBHMH KOMIIETEHTHOCTSIMU (/{eprxaBHuii
CTaHJapT MOYaTKoBoi ocBiTH, 2018).

CporofHi Hame CycCIJIbCTBO 3a3HAa€ HeaOMsIKUX
3MiH. e 00yMOBICHO HOBHMH BiIKPUTTSIMHU HAYKH i
TEXHIKH, OHOBJICHHIM 0aratbox cdep JOJCHKOTO KUT-
T8. TakuM YUHOM, CYCHIIBCTBO MOCTIHHO 3IiIMCHIOE
repexiji Ha HOBH piBeHb CBOTO iICHYBaHHS, TOMY BO/I-
Houac 3’SIBISETHCS HEOOXIJHICTh 3MIHIOBATH OCHOBHI
coliajbHI MPOIECH, 10 MPOTIKAITh Y HbOMY. AJamn-
TYIOTHCS Ta TPAHCHOPMYIOTHCS BCi CyCHiNbHI chepu, a
TOMY TaKi 3MiHU TEepeayCciM CTOCYIOThCS OCBITH. 3Ba-
JKarouM Ha I1e, OCBITHINM MPOIeC Ma€e MOCTIHHO MPUCTO-
COBYBATHCS [0 HOBMX YMOB (DyHKLIOHYBaHHS, 3MiHH
MMOBUHHI CTOCYBaTUCs BUOOPY METO/IB i TEXHOJIOTIH B
ocBiTHBOMY mpoueci. Ha cyuacHomy erami came Tex-
HOJIOTIT HaBYAHHS JIAIOTh MOMKJIMBICTH MIABHUIEHHS
SIKOCTI OCBITH 1 3aCTOCYBaHHS iHHOBAILIITHUX METOMIB
B HaBYaHHI. 3a TaKUX YMOB Bif0OyBa€eThcs 1 TpaHChOp-
MalIlisi OCBITHBOI'O MPOIIECY: BIAXOAATh Y MUHYJIE Tpa-
JULIHH] METOJH, IO TPYHTYIOTHCS 3arajioM Ha TpaH-
chsAmii 3HaHb, a HAa 3MIHY iM 3’SBISIOTHCS HOBI, IO
nependavyaroTh BUKOPUCTAHHS 1HPOPMAIIHHO-KOMYHi-
KaI[ifHUX Ta IrPOBUX TEXHOJOTIH.

AHaJi3 HayKOBMX AocaiTxeHsb i myomikaniii. Cygac-
Ha CHCTEMa OCBITH 3 KOKHHM JIHEM yC€ OUIbIC MOB’s3y€
YYaCHHKIB OCBITHBOTO IPOIIECY 3 BIpTYaJIbHUM MPOCTOPOM

Ta Horo enemeHramu. BianosisHO 3pocTtae ponb irop Ta
IrPOBHX TEXHOJIOTIH, aJKE ITOCTYIIOBO BOHH CTAIOTh OJJHUM
13 KITFOYOBHX €JIEMCHTIB OCBITHBOTO ITPOCTOPY.

B ymoBax chorojieHHs HeaOMsKy pOJIb Y MOJEpHi-
3amii ocCBiTH Bimirpae ii moOymoBa Ha 3acagax AWTHHO-
LEHTPU3MY, OCOOMCTICHOI Opi€HTamii, KOMIETEHTHICHOT
CIPSIMOBAHOCTI, Ha MiIX0Jax, IO 3a0e3MeUyIOTh YPi3HO-
MaHITHEHHs CIOCO0IB OpraHizaiii OCBITHBROTO MPOIIECY,
cepen SKUX 0COOIIMBE MiCIIe HAJIEKHUTh iIrPOBUM a0 reiim-
TEXHOJIOT15IM.

3araybHUM THTAaHHAM TeiiMidikamii Ta XapakTepuc-
THKaM OKpeMHX i1 HampsiMiB (BEOKBECTH, KOMIT IOTEpHi
irpy y 3aKiafax JOLIKUIBHOI 1 MIKIIBHOT OCBITH, I'eiM-
TEXHOJIOTIT y 3aK/afax BUIOI OCBITH TOIIO) IPUILISETh-
Csl BOXJIMBA yBara y JOCII/DKEHHSX TaKUX Cy4acHHX J0-
ciniguukiB, sk E. Axuenos, E. 'ananuna, K. Hukuruna,
M. €Bceena, O. Inpuenxo, JI. Koctiouenko, €. Kprokosa,
0. Amepinze, O. Kpunak, O. Makapesuu, [. Hosuk, C. Ile-
pesicnaBcbka, O. TkaueHko.

PizHOMaHITHI TPOONEMHI acHeKTH BIPOBAKCHHS
reiiMigikamii B cepn KATTETSTIBHOCTI JIIOMHH, 30KpeMa
ocsitHto, aHamizyBam O. JI. Tkauenko, A. A. MureBa Ta
. T. Tlomos, JI. M. Cepreesa. [TutanHs 1mom0 BUKOpPHC-
TaHHSI KOMIT FOTEPHUX ITOp B OCBITHIX IUIAX JOCIIIKEHO
A. M. bepmancekum Ta E. E. fnko (Tkauenko, 2015, c¢. 303-309).

Merta cTaTTi — BU3HAYNTH NOHATIIHUIT anapar, yTod-
HUTHU 3MICT OCHOBHHX ITOHSTb, III0 CTOCYIOTHCS BUKOPHC-
TaHHS reiiMidikamii B OCBITHROMY MPOIIECi.

BukJjan ocHOBHOro Martepianay gociaizxenHs. [lo-
MITHOIO TCHJICHIII€I0 PO3BUTKY OCBITHIX CHCTEM Y JAPY-
romy aecsaTuiitri XXI CTOmTTS € 3pocTaHHs poji rei-
MihikaIlii sk IHTErpOBaHOTO MiIXOy B HaBYaHHI. 3a Ii€l
YMOBH Cy4YacCHHUMH BITUM3HSHHMH Ta 3apyODKHUMH J10-
CITiTHUKaMH reiMidikarlis 31e01IbIIoro TIIyMaduThCs SIK
BUKOPHCTAHHS TeHMTEXHOIIOTIH Ta METOIIB KOMIT FOTEPHOT
TPHU U 320XOUCHHSI YYAaCHHUKIB BUKOHYBATH ii 3aBJaHHS.
Takwuii miAXix B OCBITI T03BOJISE PO3MVISLIATA TPY 1 5K 3a-
ci0 HaBuaHHS, 1 5K HOpMy BUXOBHOT poOOTH Ta OpraHizariii
CaMOCTIHHOI HABYAIIbHO-ITI3HABAIBHOT ISUTBHOCTI YUHIB, 1
sIK 3aci0 iHTerpamii iHhpopMaTHIHUX 3HAHB Ta BMIiHb.

Ha cy4yacHomy erari 3aralbHOBU3HAaHUM MOXKHA BBa-
AT TBEPKCHHS, IO TeHMTEXHOJIOTIi 3a0e3medyioTh
JIOCSITHEHHSI €JIHOCTI €MOIIMHOr0 Ta paliOHAJIBHOTO B
HaB4aHHI. OCHOBHHMMH CKJIaJJIOBUMH YaCTHHAMH IIpOBOI
JISUIBHOCTI €:

— [Iisl — MOYaTOK POOUTH, TIEPIITi KPOKHU JI0 TIOITYKY Ta
KOHKPETHOI TisSUTBHOCTI;

— 3aBIaHHS — MIKOJISIPI BiTYyBArOTh 33 JOBOJICHHS BiJl
MOJIOJTAHHS COIlaIbHUX BUKJIHKIB. CaMme 11e BpOmKeHe 0a-
JKaHHSI BUKOPHUCTOBYIOTh PO3POOHHUKH irop, KMIAl0un BH-
KJIMK I'PaBISIM Ha KOXKHOMY KpOIIi;

— pHU3UK — CIIOHYKaHHS Y4YHIB JI0 TEBHHUX JiH,
TIOB’SI3aHUX 13 PU3HUKOM, 1 IMOIITYKY MPaBIIIEHUX PIllICHD;

— HEBU3HAYEHICTh — CTBOPEHHSI MOMEHTY HEPEMOXK-
1Sl SIK 4YapiBHOTO MOMEHTY;

— eMOIIHHUH 3MicT — popMyBaHHS eMo11ii 3BOPYIICH-
Hs1, OCHTE)XXHOCTI, IACcTs YM pO34YapyBaHH:,3aJOBOJICHHS
yCHiXy SIK MiATBEepIDKEeHHs BiacHOi miHHOCTI (Bonmapen-
ko, 2017 c. 84-86).

[Iporec 3amydeHHS TPH SK OJHOTO 3 HAMOLIBII Ii-
€BHUX CIOCOOIB MiJBUILEHHSI PE3YJbTaTUBHOCTI B PI3HUX
chepax IiSIBHOCTI HE € HOBOIO TCH/ICHIIIEI0 HABYAHHS.
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lefimidikariiss — 1e IpoLec BUKOPUCTAHHS IrPOBOIO MHC-
JICHHS 1 IMHAMIKH irop JUIsl 3aJIy4eHHs IIKOJISIPIB Ta CTy-
JICHTIB J10 BUPILLICHHS 3aBIaHb, IEPETBOPEHHS OCBITHHOTO
nporecy Ha rpy. [lix refimidikamieto B 0OCBiTI MU po3ymie-
MO BIIPOBAKEHHS irop, irPOBUX TEXHIK Ta ITPOBHX Ipak-
THK 3 OCBITHBOIO METOIO.

I'pa — neBHa cucreMa, y4aCHHKH SKOT BUPILIYIOTH Jiesi-
Ky NpOOJIEeMHY CHTYaIlil0, JOTPUMYIOUHCH 3aJ]aHHX PaBUIL.
[pw refimidikanii yuacHUKH Opi€HTOBaHI HE Ha Ipy Oe3noce-
PEeIHBO, a Ha LJIb CBOET peanibHOT isutbHOCTI. [eliMTexHoI0-
Tis miBuUITye eheKTHBHICTD HABYAHHS, TOTIOMArae BUPIMITY-
BaTH MEBHI JKUTTEBI MPOOIIEMH, SIKI BUHUKIIN Y TIPOIIECi TPHL.

3aranom TepMiH reiimidikaiiist OyB yBeIeHHUIl poO3-
pobuukom koM torepHux irop Hixom Ilesutinrom y 2002
poui. Teiimidikamiss crovyaTrky BHKOPHCTOBYBajlacs SK
croci0 s mpocyBaHHs 0i3Hecy abo MEBHOTO MPOMYKTY.
OmHUM 13 IepIIUX YCIHIITHUX IPOCYBaHb MPOIYKTIB BBa-
JKAETBCS JTOCBiA amepukaHcbkoro Openmy CrackerJack
(Byraitayk, 2015, c. 39-43).

3a MarepiasioM ykpaiHchkoi Bikinenii, reimigikaris
(iepohikayis, eevmizayisa 6i0 anen. gamification) — e BUKO-
PHCTaHHSI ITPOBHX MPAKTHK Ta MEXaHI3MIB y HEIrPOBOMY KOH-
TEKCTI IS 3aTyYeHHS KOPHCTYBAUIB 10 BUPIMIEHHS IPOOIIEM.

Enementn reiimidikamii MokHa 3aCTOCYBaTH Ha Pi3-
HUX €Tarax OCBITHbOT JISUIbHOCTI SIK:

— LIJTICHUH YPOK;

— CTPYKTYpHHH €JIEMEHT YPOKY;

— baraTopa3oBe BUKOPUCTAHHSI.

[Tix vac HaBYAIEHUX irOp BiIOyBaeTHCS Oararopa3oBe
MTOBTOPEHHA MaTepiaiy y pi3HuX (hopMmax i 3a JOTIOMOTOIO0
PI3HUX METOIMYHUX NpHiioMiB. HaBuanbHI 3aHATTS BapTO
MO€/IHYBATH 3 IrPOBUMH, IPUYOMY POOUTH 1€ Ha Pi3HUX
eTamnax MpoBeJCHHS YPOKY: aKkTyalli3allii, BUBYCHHS HOBO-
ro Marepiaiy, 3aKpilJICHHs BUBYCHOTO MaTepialy, IOBTO-
PCHHS 9H y3araJbHEHHS TEM.

Amnamizyioun refimidikariiro Ta i e1eMeHTH Ha ypo-
Kax, MO)KHAQ BIAMITHTH, L0 HaiyacTille Taki METOIH
BIIPOBA/KYIOTh 3a JIOTIOMOTOK BEOPECypCiB UM CEpBICIB.
MookHa BUAIIATH ACKUIbKA MOMYISIPHAX MalTaHYHKIB 1151
peaizarii refimigikaliii B OCBITHROMY IIpOIIECi, 30KpeMa:

— Alice (https://www.alice.org/), Scratch (https://
scratch.mit.edu/), Crymis Komy (https://studio.code.org/)
— OHJIAIH-CEepeIOBUILE JUII BUBUCHHS OCHOB aJrOPUTMi-
3arii Ta MporpaMyBaHHs y irpoBux Qopmax;

— CodeSchool (http://codeschool.uzhnu.edu.uva/) —
cepBiC HaBYaHHS IPOrPaMyBaHHIO 3 €IEMEHTaMH IeiiMi-
¢ikarii;

— Mathletics (http://uk.mathletics.com/) — ocBiTHi#
CalT IS IKOJISIPIB, CIPSIMOBAHUHN Ha 3aJly4€HHS JiTeH /10
MareMaTHKH{ Yepe3 irpy Ta 3MaraHHs;

— Kahoot! (https://kahoot.com/) — Ge3KkolmTOBHHI
OHJIAI{H-CePBIC I CTBOPSHHS IHTEPAKTUBHUX HaBYallb-
HUX iTOp;

— LingualLeo (https:/lingualeo.com/) — mikaBumif i
e(eKTUBHHI CIIOCIO BUBYCHHS 1HO3EMHHUX MOB;

— MinecraftEdu (https://www.minecraft.net/) — ue
OHJIAIH-CUMYJISATOP, B SIKOMY I'paBLli MOXKYTh CTBOPIOBATH 3
OJIOKIB ITPOBI CBITH, a TAKOXK B3aEMOIISTHU 3 IHIIUMH TPaB-
ISIMH, aKTUBHO 3aCTOCOBY€ETHCS Y HABYaJIbHOMY TIpOLECi;

— WorldofClasscraft (WoC) (https://www.classcraft.
com/) — GE3KOLITOBHA irpoBa MmiaTGopma, 0 HAIEKUThH
1o chepr npoexTyBaHHs HaByaHHs. Lle OCBITHS poiboBa
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OHJIAMH-TPa, SIKOI0 Kepye BunTelsb (Maiicrep). Bin po3mae
Oauu 3a pi3Hi TOCSTHCHHS (BUKOHAHHS 3aBIaHb, BiIOBIII
Ha 3arnuTanHs). [lependauaerbes cucrema irpoBuX 3a0Xo-
YeHb i IIOKapaHb;

— HMuxwii Tarepuer Jlic (http:/www.wildwebwoods.
org/) — rpa-mofopoX Ui HAWMEHIINX KOPUCTYBAdiB iH-
TEpHETY, 10 Mepeadayac BUKOHAHHS PI3HOMAHITHHX 3a-
BJIaHb Ta KBECTIB, Y IPOIECi SIKUX BiJOYBa€ThCSI 3aCBO-
€HHSl TIpaBWI OE3NEYHOrO KOPHCTYBAHHS MEPEKEI0 Ta
3aCTOCYBaHHS JMX 3HaHb Ha MPAKTHIII.

YrpoBaKeHHS B OCBITHIN IIpOIIeC OCHOB TeiiMidika-
ii cripusie:

— MOTHBAIIIi YYHIB 10 OCBITHBOI'O ITPOIIECY;

— PO3BUTKY PO3YMOBHX HaBUYOK, ITIPOCTOPOBOI ySIBU
Ta peaKlii;

— 320X0YEHHIO JI0 POOOTHU B IHTEPaKTUBHOMY CEpeo-
BHIIII;

— (OpMYBaHHIO MPAKTUYHUX YMiHb Ta HAaBHYOK PO-
00TH y Tpymnax i3 3aKpilUIEHHSIM HaBYAJILHOTO Marepiaiy;

— oprasizarii caMoCTiIHHOi pOOOTH MIKOJISPIB.

Takok BapTo BU3HAYUTH HEIOJIIKM BIIPOBAJDKCHHS
reiimiikarii B OCBiTHIH mporiec, 30Kpema:

— HEepO3yMiHHS ITiJIeH i 3aBIaHb OCBITHBOTO MPOIIECY;

— HEBMIHHS BITPOBAJ[)KyBaTH irPOB1 MEXaHIKH;

— HasBHICTH Ae(ILUTY B KOMYHIKAIIT i Yac OCBIT-
HBOT'O MPOLIECY;

— HCOOXIJHICTh YAOCKOHAJICHHS ITiITOTOBKU BYUTEIIIB
3 BUKOPUCTaHHA iHPOpMALITHIX TEXHOJIOT1H Ta 3aC00iB;

— HasBHICTH YaCOBHX BHUTPAT, TIOB’I3aHUX i3 pO3p00-
KOO Ta BIPOBAKEHHSIM 1ITPOBOi AISUTBHOCTI.

3Ba)kalouu Ha 3a3HavyeHe BUIIE, relMigikaiio Mox-
Ha BBaXKAaTH YCIIIIIHUM CIIOCOOOM OpraHi3allii 0CBiTHBO-
TO IpoLECy, 0 Mae MEBHUH MeAaroriyHuii MmoTeHmia., a
OTIKe, JO3BOJISIE MIABUIIUTH PiBE€Hb AKTHBHOCTI YUHIB IIPU
BHUBYCHHI HABYAJIHHOTO Marepiany, e(eKTHBHICTH 3aCBO-
€HHSI HOBHX 3HaHb Ta HAOyTTS yMiHb i HABUYOK, IO Oy-
JIyTh 0a30BUMH TIPH BUBUECHHI OLIBII CKJIQJHUX TEM.

BucnoBku. OTXe, BUKOPUCTaHHS irop B OCBITHBOMY
mporeci poOouTh HOro OUTBII PI3HOMAHITHUM, IIKABUM 1
KOPHCHUM JUISl CY4acHOrO MOKOJMiHHS y4HiB. OfHaK BapTo
3ayBaKUTH, IO TeiMiikaIliss Ha CydacHOMY eTari Hemo-
CTaTHBO IOUIMPEHA B OCBITHHOMY ITPOIIECi, IIO MOB’S3aHO
3 HE/IOCTaTHIM OCHAILICHHSIM 3aKJIaJliB 3arajibHOi CepeHbOT
OCBITH. 30KpeMa, He KOKEH YUYHTENb Ha YpOIli Mae 3MOry
HaJIaTH YYHEBI IOCTYII JI0 KOMIT FOTepa 3 BUXOJIOM JI0 Mepe-
ki «[HTepHET», 1100 BUKOPHUCTATH IIPUHIIHAITN TeiMigikarii
y HaBJaJIHOMY Tiporieci. Takox icHye mpoOiiema Jrokaiza-
il 6impImocTi mwIaTdopm i mporpam, o Jat0Th 3MOTY BH-
KOPUCTOBYBATH irpH B HaBYaJIbHOMY TIPOLIECI.

Jonaroun irpoBi €JIEMEHTH, BAXKJIHMBO PETEILHO Bif-
CTEXYBaTH IXHIO OCBITHIO €()eKTUBHICTb, 30KpeMa I0/10
MOKpAILEHHS. PO3YMIiHHS Ta IOJAJBIIOr0 3aCTOCYBaHHS
orpumanoi iHpopmarii. [0IOBHOIO METOIO 3aCTOCYBaHHS
reiimidikarlii € 3MiHa TIOBEIIHKU JIIOAWHA a00 ayauTopii
3arajiom, a oTKe, reiimidikariis noTpiOHa He JUIst po3Bar, a
3 METOIO MiJIBUIICHHS €(DEKTUBHOCTI OCBITHHOTO MPOILICCY.

MepcnexkTuBn mnoganbmuX Aochaitkenb. [Ipen-
METOM IMOJAJbLINX JOCHIIKEHb MOXE CTaTH BHBUCHHS
OCHOBHHX IIPHYMH CKJIAIHOLIIB IIOJO0 BIPOBAJUKCHHS
reiimidikallii B OCBITHIN Ipollec 3aKiaaiB BUIIOI OCBITH
VYKpaiHu Ta BU3HAYEHHs CII0CO0IB yBeieHHs reiimidikariii
Y HaBYAJILHUH MPOIIEC IIKOJIH.
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