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3APYBIXKHUM JTOCBIJI 3 PO3POBKH TEUMI®IKAIIIMHUX CTPATEI'TA
Y IIPOIECI HABYAHHSA ®AXIBIIB 3 IU®POBUX TEXHOJIOT'TA

Brnanucnas Kpyrnuk, Bitaniit YnxyH

Menimonoavcovkuil deparcagruti neda2o2iunull yHisepcumem imeni boeoana XmenbHuybkoeo

AHoTauisn:

Y cTaTTi cuctemartvM3oBaHO iCHyHYi Migxoau A0 TryMayveHHs
NOHATTA «renmidikauis»: NCUMXONOriYHMIA Nigxid, HaBYanbHWUN
niaxia, couianbHWiA Nigxig, TEXHOMOMNYHUIA NiAXia, eKOHOMIYHUIA
nigxig, KOrHiTMBHWMI Niaxia. Y KOXHOMY 3 nepenivyeHux niaxonis
nigKpecneHo  pi3Hi acnektm Ta  nepeBarm  MNOHATTHA
«renmmicikauis». Takox y cTaTTi BM3HA4YeHO 0cobnmBoCTi
3anpoBafkeHHs  revMidikauiiHux cTpaTterii  y  npoueci
HaBYaHHA (haxiBLiB 3 LNEPPOBUX TEXHOIONIN Y Pi3HUX KpaiHax:
CLUA, Benukin bputanii, Lseuii, Hopserii, ABcTpanii, KaHagi Ta
Anonii. Kpim Toro, y pocnigXeHHi HaronoweHo, Lo
remmidikaLis B OCBiTi 3a KOPAOHOM POOUTH HaBYarbHWI NPOLLEC
OinbLU iHTEpaKTMBHMM, 3any4atoun CTyAEHTIB Ta NiABULLYIOYN iX
MOTMBaLi0. AHani3yun 3a3HayeHy iHPOpMaLiio, BU3HAYEHO,
o ChinbHO0 XapaKTepUCTUKO BVKOPUCTAHHS
remmidikauiiHux cTpaTerin y HaBYaHHi daxisuiB 3 LNPPOBUX
TEXHomorin € obOB’sI3KOBE 3aCTOCYBAHHSI  Pi3HOMaHITHMX
umndpoBux TexHonorin, a came: Coursera ta edX, Codecademy,
Khan Academy, Google Digital Garage, Microsoft Learning
Pathways, Hackathons, B TakoX 3MaraHHs Ta BipTyanbHi
cumynsauii. BogHoyac  BWMKOpUCTaHHs revimidikauinHmx
cTpaTterin B npoueci HaByaHHs axiBuiB 3 UMppPOBMX
TexXHomnorin nepegbavae icHyBaHHS psigy npobnem: pisHi
HaBYanbeHi Uini, TexHonoriyHi 6ap’epn, BIACYTHICTb HanexHoi
nigroToBKW BMKNagaYiB, MCUXOMNOriYHNIA TUCK, HEBU3HAYEHICTb Y
MoTuBaLii, obmexeHa aganTauisi, CKnagHiCTb Y BMMIpPIOBaHHI
eeKTMBHOCTI, irpn He Ans BCiX, BUTpATK pecypciB, KynbTypHi
BiAMIHHOCTi. 3 MeTOK BM3HAYEeHHs e(hPeKTUBHUX METOAIB, 3a
[OMOMOrol SKMX AOLiNbHO OUiHIOBaTU BMAMB renmidikauii Ha
HaBYanbHUM Mpouec niaroToBkM paxiBuiB 3 UM POBMX
TexHomorin 6yno BM3HA4YeHO Taki MeTogm: KinbKiCHi meToaw,
SIKICHI METOAMW, CNOCTEPEXEHHS, NOPIBHANBHUIA aHani3, aHani3
[aHuX 3  HaB4vanbHWX nNnatopm, METOAM CaMOOLHKM.
3pobreHo BUCHOBOK, WO BKas3aHi MeToAM [A03BONSAKTH
oTpMMaTX KOMMSEKCHe YSIBMIEHHS NMpo BNNMB renmidpikadii Ha
HaBYanbHi pe3ynbTaTv, BPaxOBYOUM K KiMbKIiCHI, TakK i sKiCHI
acneKkTy HaB4anbHOro npotecy.

KntoyoBi cnosa:
3apybixHui  gocig; renmidikauis;
daxiBuj; LMdpoBI TeXHONOoTII.

cTparterid; HaBYaHHS;

Resume:

Kruhlyk Vladyslav, Chykhun Vitalii. Foreign experience in the
development of gamification strategies in the training of digital
technology specialists.

The article systematizes existing approaches to the interpretation of
the concept of "gamification": psychological approach, education
approach, social approach, technological approach, economic
approach, cognitive approach. Each of the listed approaches
emphasizes different aspects and advantages of the concept of
"gamification". The article also identifies the specifics of the
introduction of gamification strategies in the process of training
digital technology specialists in different countries: the USA, Great
Britain, Sweden, Norway, Australia, Canada and Japan. In addition,
research has shown that gamification in education abroad makes
the learning process more interactive, engaging students and
increasing their motivation. Analyzing this information, it was
determined that a common characteristic of the use of gamification
strategies in the training of digital technology specialists is the
mandatory use of various digital technologies, namely: Coursera
and edX, Codecademy, Khan Academy, Google Digital Garage,
Microsoft Learning Pathways, Hackathons and competitions and
virtual simulations. At the same time, the use of gamification
strategies in the process of training specialists in digital technologies
implies the existence of a number of problems: different educational
goals, technological barriers, lack of proper training of teachers,
psychological pressure, uncertainty in motivation, limited
adaptation, difficulty in measuring effectiveness, games (not for
everyone), expenditure of resources, cultural differences.

To determine the effective methods by which it is expedient to
evaluate the impact of gamification on the educational process of
training specialists in digital technologies, the following methods
were determined: quantitative methods, qualitative methods,
observation, comparative analysis, data analysis from educational
platforms, self-assessment methods. These methods allow to get a
comprehensive view of the impact of gamification on educational
outcomes, taking into account both quantitative and qualitative
aspects of the educational process.

Key words:
foreign experience; gamification; strategy; training; specialists;
digital technologies.

[locTanoBka mpoOneMu. AKTyalbHICTH aHAai3y
3apyOi’KHOTO JTOCBiY 3 PO3poOKH TeimidikamiiHmx
cTpareriii y nporeci HaBuaHHA (paxiBuiB 3 TUPPOBUX
TEXHOJIOTii O00yMOBJIEHa KiTbKOMa KIIIOYOBUMHU

¢aktopamu. Ilo-mepme, wUpPOBI  TEXHOMOTIT
MOCTIHHO EBOJIOIIOHYIOTh, 1 JUIS MiJrOTOBKH
KOHKYPEHTOCIIPOMOXKHUX  (axiBUiB  HEOOXiTHO
BIIPOBa/KYBAaTH  Cy4acHi  METOOU  HaBYaHHA.

Iefimigikaris gonomarae 3poOUTH NpoLeC HaBYAHHS
OUThII JWHAMIYHUM 1 akTyanbHuM. [lo-mpyre,
reiimiQikamiiiai €JIIEMEHTH HiIBULIYIOTH
3aIliKaBJICHICTh CTYJCHTIB, IO OCOOJMBO Ba)IIUBO
MIPU BUBYCHHI CKJIAJHUX TEXHOJOTIH, amKe CIpHse
IIBUJIKOMY 3aCBO€HHIO Marepialy Ta 3MEHILIYe
piBeHb BiZJBOJTIKAHHS. [To-Tpere, Oarato
reiiMiikaiianx cTparerii nepeadayaroTh
IHTEpaKTUBHI EIEMEHTH, SIKi JO3BOJISIIOTH CTYICHTaM
OTpUMYyBaTH NpakTUUHUHA nocBig. Lle momomarae
chopMyBaTH peanbHi HaBUYKH, HEOOXiMHI JJIs
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pobotn y cdepi uudpoux Ttexuonorii. Ilo-
4yeTBepTe, reiiMidikaniiini cTpaTerii yacto MicTATh
eNIEMEHTH 3MaraHHsi abo CHiBmpami, IO CIPHSE
PO3BHTKY KOMAaHAHMX HAaBHYOK 1 COLIaIbHOL
B3a€MOJi1, HEOOXIAHUX y cydacHOMY HpodeciiiHomy
cepenoBum. [lo-m’ste, rewmMidikallis T03BOJSE
CTyACHTaM HaBUYaTHCSA Yy BJIACHOMY TEMIi, IO €
Ba)XJIMBUM Y KOHTEKCTI AUCTaHIIHHOTO HaBUYaHHA.

TakuM 4uHOM, 3apyODKHHMH JOCBII 3 PO3POOKH
reiiMiikaliifHUX cTparerii B HaBYaHHI (axiBLiB 3
IU(POBUX TEXHOJIOTIH € HAA3BUYAHO aKTyalbHHUM,
OCKUJTbKH BiH BIJIOBiJa€ Cy4yaCHUM BUMOTaM PHHKY
mparni Ta moTpedaM CTyJICHTIB.

AHaii3 OCTaHHIX JOCHIIKeHb 1 IyOJiKaIii.
barato my0mikanii Takux HaykoBiB sk Brian, Burke
(2014), C. Dichev & D. Dicheva (2017), M. Luikris,
Regudon, D. Alberto, Yazon, Karen Manaig
& Sherwin Banaag Sapin (2022) ¢okycyroTscst Ha
HEOOXiIHOCTI CTBOPEHHSI CEPEAOBHIL 11 KOMaHTHOT
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pobotu uepe3 reWMidikamiio, OO0 CTUMYJIIOE
COILIIATbHY B3a€EMOJIIF0 Ta OOMiH 3HAHHSIMU.

Baxiusum aCIIEKTOM € HEOOXIIHICTH
BUKOPUCTAHHS Pi3HOMAHITHUX IUIaTPOPM, TaKUX K
Coursera, edX Ta iH., sIKi T03BOJSIFOTH CTBOPIOBATU
IHTEpaKTUBHI KypcH 3 eleMeHTaMu reimidikarii. Lle
BimoOpaxxeHo y mparsix R. Smiderle, S.J. Rigo,
L.B. Marques, et al. (2020), F. Faiella,
& M. Riccardi (2015).

Bapro BkazaTu Ha Te, IO JOCHIIKEHHS ACSKUX
HaykoBUiB M.-S. Kuo, & T.-Y.Chuang (2016),
J. Vassileva (2012) Bka3ytoTb Ha mpoOJIeMH, 3 TKUMHU
CTUKAIOThCS HABYANbHI 3aKiIaJd TIpU  PO3poOIi
reiiMiikaliifHUX cTpaTeriii y mporeci HaBYaHHS
¢axiBuiB 3 uudpoBux TexHonorid. e, Hanmpuknaz,
HEIOCTaTHS MiArOTOBKa BHKJIAIAdiB, TEXHOJOTI4HI
Oap’epu Ta KyJNbTYpHI BiAMIHHOCTi, IIO MOXYTh
BIUIMHYTH  HA  YCHIIIHICTb  BIPOBAKCHHS
reiiMiikaliiHuX cTpaTerii.

Kpiwm toro, Taki Haykosmi sik: G. Barata, S. Gama,
J. A. Jorge, & D.J. Gongalves (2014), D. Codish,
& G.Ravid (2014) miaKpecIOlTh BaXKIHUBICTH
amanrarii HaBYaJIbHUX MaTepiais bi (o)
IHAMBIAyanbHUX  MOTPed  CTyHEHTIB  yepe3
reliMi(hikoBaHi €IEMEHTH.

dopmynroBanHs 1iteld crarti. OcCHOBHa Mera
cTarTl mojiArac B aHam3l Ta cucreMaru3arii
MIXHAPOAHUX MPaKTUK BIIPOBAKCHHS
reiimigikariii B OCBITHIA TPOIEC MPH IiATOTOBIII
Mai0yTHiX (axiBLiB 3 TUPPOBUX TEXHOIOTIH.

BiamoBimHO 10 IOCTaBIE€HOI METH HEOOXITHO
BHUKOHATH TaKi 3aBJaHHS:

- CUCTEeMAaTHU3yBaTH ICHYIOYi MigXOAW IMIOAO
TIyMa4eHHS MMOHSTTS «reiiMidikartis»;
- BU3HAYUTH  OCOOJMWBOCTI  3alpOBaKCHHS

reiiMiikaliifHUX CcTpaTeriii y mporeci HaBYaHHS
¢axiBLiB 3 TUPPOBUX TEXHOJOTIH y PI3HUX KpaiHaX:
CIIA, Benuka bpuranis, Illeemis, Hopseris,
Agcrpauis, Kanana ta SAnoHis.

- OXapakTepu3yBaTd LUGPOBI TEXHOJOTII, SKi
BUKOPUCTOBYIOTBCSl 3aKOPAOHOM ISl PO3POOKH
reiiMiikalifHUX CcTpaTeriii y mporeci HaBYaHHS
¢axiBuiB 3 TUPPOBUX TEXHOIOTIH,;

- BU3HAYUTH ICHYIOUI MTPOOJIEeMH B 3apyOiKHOMY
OCBiMi 3  pO3poOKM  Ta  BIOPOBAKEHHS
reiiMiikalifHUX CcTpaTeriii y mporeci HaBYaHHS
¢axiBuiB 3 TUPPOBUX TEXHOIOTIH,;

- OXapakTepu3yBaTH METOIH, 3a JOMOMOTOI0
AKUX JOUITbHO TPOBOAWUTH OLIHKY  BIUIUBY
refiMi¢ikaiii Ha HaBYaJIbHI pe3yJIbTaTH.

Buknan ocHOBHOro Marepiany AOCHIUKEHHS. Y
Cy4acHOMY CBiTi, IEpeHaCHUCHOMY iH(POpMAILIi€r0 Ta
TEXHOJOTIAMH, TelMidikalis momoMarae 3anydatd
CTYACHTIB Ta MiATPUMYBaTH ixHIO yBary. Irposi
€JIEMEHTH POOJIATh HABYAHHS OUIBII 3aXOIUTIOI0YUM
1 IpUBaOIMBHM.

Baprto 3ayBaxuTH, 10 MOHATTS «redMigikaris»
MOJKHA TPAKTYBaTH 3 PI3HUX MiIXOiB, KOXKEH 3 SIKHX

MiAKpECIIOE Pi3HI acleKTH Ta IepeBard LbOro
nportecy. OcHOGHUMU NIOX00aMU, SAKI GUSHAYAIOMb
cymuicmyp eetimigixayii' y npoyeci HaguaHHs1 €

1. Ilcuxomoriunuit MaXig — reimidikaris
PO3TIAAAETHC K CIOCIO MiABUINCHHS MOTHUBAIIil
CTYJICHTIB 4Yepe3 BUKOPUCTAHHS CJIEMCHTIB TpPH,
TaKuX K 0aJy, HAaropoJIv Ta 3MaranHs. Takui miaxis
akKICHTYe yBary Ha IICUXOJOTIYHUX acIeKTax
HaBYaHHs, 30KpeMa Ha Te, SK IrpoBi eIIEMEHTH
MOXYTh CTUMYJIIOBATH 1HTEPEC 1 3aIIyUEHICTb.

2. HaBuanbHuit MAXIT — reimidikaris
BBKAETHCSA €()EKTUBHIUM METOJIOM JIJIS TOKPAIICHHST
HaBYAILHUX pPe3yJbTaTiB. BoOHa BUKOPUCTOBYE
IHTEPaKTUBHI Ta MPAKTUYHI SIIEMEHTH, IO JTO3BOJISE
CTYJICHTaM aKTUBHIIEC B3aEMOJISATH 3 HaBYAITHHUM
Matepianiom.  [lomiOHWiT  WiAXig — MiAKPECITIOE
BRXJIMBICTh aKTUBHOTO HABYaHHS Ta 3aly4YCHHS
CTYJICHTIB Y HaBYAIHHUIA TTPOIIEC.

3. ComianpHuit MIX1T — reimidikaris
PO3TISAAETHCS K CIOCIO CTBOPEHHS CIIJIBHOTH
CTYJICHTIB, JI¢ irpOBi €JIEMEHTU CIIPUSIFOTH CITiBITpaIli
Ta B3aemozii. BiH akieHTye yBary Ha COLIaIbHUX
acrleKTax HaBYaHHS, TaKUX SK KOMaHIHAa po0oTa,

MiTpUMKa OJTHOKYPCHHKIB 1 PO3BUTOK
KOMYHIKAaTHBHHX HaBUYOK.
4, TexXHOJOrTYHUH miaxig — reimidikaris

BUBYAETHCS 3 TOUKH 30py BUKOPUCTAHHS TEXHOJIOTIN
1 atdopMm Ais pearnizamii irpoBHX €JNEMEHTIB Y
HaByaIbHOMY Iporeci. Lleii miaxia migkpecntoe poib
IUpPOBUX IHCTPYMEHTIB Ta IrpoBuX miardopm y

CTBOpEHHI IHTEPAKTUBHOTO HaBYaJILHOTO
CepeIOBHUIIA.
5. EkoHOMIYHHI maxig — reimMidikaris

PO3TIIAAA€ThCA SIK METOJ, SAKUH MOXKE MiJBUILUTH
e(eKTHBHICTh HABYaHHS Ta 3MCHLIMTH BUTpaTu. 3
TOYKH 30pY YHPaBIiHHS, el miaxig GokycyeTscs Ha
onTuMizalii pecypciB Ta MOKpAIEHHI pe3yJbTaTiB
yepe3 reiimidikaniiiai ctparerii.

6. Kor"iTuBHuii miaXig — reimidikaris
BHUBYAETHCSI Yepe3 INPU3MY KOTHITHBHUX HaykK,
aKLUEHTYIOUM Ha TOMY, SIK irpOBi €JIEMEHTH MOXYTb
MOJIMNIINTH TPOLEC 3aCBOEHHS 3HaHb, CHPHUSIIOUN
PO3BHUTKY KPUTHYHOTO MHCJICHHS Ta MPOOJIEMHOTO
BUPIILICHHS.

TakuM YMHOM, KOXKEH 3 IUX IMiAXOIB I0IIOMarae
rauoIIe 3po3yMiTH, sIK TeiiMidikanis MoKe BILTUBATH
Ha HaBYaHHS Ta SIKi 11 OCHOBHI MepeBaru i BUKIHUKH.

Crin 3a3Ha4nTH, MO TeliMidikalliiiHi cTparerii B
HaBYaHHI aKTUBHO BIPOBAUKYIOTECS B Pi3HHUX
kpaiHax. Cunme3yiouu pi3Hi HAYKOGI Ni0xXoou 00
PO3pOOKU  ma  BNPOBAOICEHHs  2etMipixayiiinux
cmpameeiti  y npoyeci HAGYaHHs  axisyie 3
yughposux mexnoao2il cio gioMimumu 0coOIUBOCHE
Yb020 NUMAHHS, BUBHAIOYU 00CEI0 BKAZAHUX HUICUE
kpain (pucynox 1).

1. CIIIA. barato yHIBEpCHTETIB, TaKUX SIK
Massachusetts Institute of Technology (MIT) Ta in.,
BUKOPUCTOBYIOTH iIpOBiI €JIeMEHTH B Kypcax,
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MPONOHYIOYH CTYJCHTaM BHUKOHYBAaTH MPOEKTH Y
¢dopmari irop, SKi IHTErpylOTb HaBUYAIbHUI
Matepian. KpiMm Toro, Jeski KolemkKi Ta
YHIBEPCUTETH BIPOBAIKYIOTh Oalli Ta 3HAYKH IS
BiJ[I3HAYCHHSI JIOCATHCHb CTYJCHTIB, IO ITiJBUIILYE
MOTHUBALIIIO.

2.Bemuka  bputania.  [Inardopmm,  sK-0T
FutureLearn, BUKOPHCTOBYIOTb €IEMEHTH 3MaraHHs,
PEUTHHTH Ta NOCATHEHHS IJIS 3aJIydeHHS CTYICHTIB
b1 (o) OHJIAH-KYPCIB. Takoxx  yHiBepcUTETH
BIIPOBAIKYIOTh MPOEKTH, € CTYACHTH CTBOPIOIOTH
CBOi HaBUY&IbHI irpu ab0 BUKOHYIOTH 3aBAaHHS Y
dopmarti kBectiB (Hakulinen, & Auvinen, 2014).

3. [IBemis. VYV  Oaratbox  KoJeMKax  Ta
YHIBEpCUTETaX BHUKOPHCTOBYETHCS irpOBUH MimXin
JUIs. HaBYaHHS MaTeMaTUKU Ta HAayKH, IO POOHTH
HaBYaHHs OUIBII IHTEpakTUBHUM. BiamosiaHo,
3aTy4eHHS CTYACHTIB 1O KOMaHIHHX irop CIpHseE

PO3BHUTKY COLIANbHUX HAaBUYOK 1 KPUTHYHOTO
MUCIICHHS.
4. Hopserist. Hopgsesbki YHIBEpPCUTETU

BUKOPUCTOBYIOTh irpOBi IIIaTQOPMH, OO CTyICHTH
MOTJIM BUUTHCS, IPOXOSUM KBECTH Ta 3MaraHHs, 110
JI03BOJISIE IHTETpyBaTH HaBUAIBHUM MaTepian y

3ax0IuIMBUH (popmat. BukoprcTaHHS CUMYJIISLIN 115
HaBYaHHS KOMIT IOTEPHOI TEXHIKH, J€ CTYICHTH
MOXYTh JIOCHIJKYBAaTH Pi3HI €Tam il 3aCTOCYBaHHS
4epe3 IHTepaKTHBHI irpH.

5. ABctpamisi. YHIBEpPCHUTETH  BIPOBAIXKYIOTh
irpoBi  3aBHaHHA y  HaBYalbHI  [POTPaMH,
320XOUYIOYH CTYICHTIB [0 AaKTHBHOTO HaBYaHHS
Yyepe3 3MaraHHs Ta KOMaHIHiI npoektu. Kpim Toro,
NPaKTUKYEThCSI ~ BUKOPUCTaHHA  atpopMm 3
IHTEpaKTUBHUMH €JIeMEHTaMH, SKi MPONOHYIOTh
CTyzeHTaM Oany 3a BUKOHAHHSI 3aBJIaHb Ta y4acTb y
¢dopymax.

6. Kanaga. Buknamaui B yHiBepcuTerax
BUKOPUCTOBYIOTh POJILOBI irpH Ta CHMYJIALii, 1M100
3poOMTH  3aHATTA  OiNbII  3aXOIUIMBUMH  Ta
JUHAMIYHAMH, TIPY LEOMY MOKJIMBE BUKOPHUCTAHHS
MOOITBHUX JOJATKIB Ta IrpoBHX IUIATPOpPM JUIs
CTBOPEHHS IHTEPAaKTUBHUX HAaBUAILHUX MaTepiaiB.

7. Slnowis. BukopucraHHs irop B HaBYAJIBHHUX
mporpaMax Uil HiABUINEHHS  iHTepecy O
JUCUUIUTIH. TakoX CTYIZEHTH aKTUBHO MpPalioiTh
Haj TmpoekTamMu y ¢opmari irop, o crpuse
KOMaHAHIA PoOOTI Ta PO3BUTKY KOMYHIKaiHHX
nasuuok (Knutas, Ikonen, Nikula, & Porras, 2014).

N

=

4N

Besinka Bpuranis

( )
1. Tefimiikarris B OHIAHH-OCBITI.
2. IpoexTH 3 reiiMidikariiero.

\_ )

1. TeiimipixoBaHEe HABYAHHS.
2. BipTyanipHi cUMYyJISLII.
\ J

Kanana

7

1. IrpoBi MeTOHM B ayAUTOPII.
2. TexHOMNOTYHI IHCTPYMEHTH.

\

ClIA
7
1. Kinacu 3 BUKOpHCTaHHSM irop.
2. CucreMu HaropoJ
\
I Benis
1. InTerpanist irop y HaBYaJIbHUH TUIaH.
2. KomaupHi irpu.
Hopserin
( N

AgcTpaiis

e e
1. T'eiimidikamis B yHiBepCHUTETAaX.
2. InTepakTBHI OHJIAWH-KYPCH.

\. J

SInonis

7

1. [aTeTpanis TeXHOIOTIH.
2. I'pynoBi poeKTH.

\.

PaN|

Puc. 1. Ocobrusocmi énposadoicennsi eetumigpikayitinux cmpameaiil
V npoyeci HA8YaHHs Paxieyie 3 YudpPosUx MexHoA02il
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Otxe, HaBeAeHI NPUKIAON JEMOHCTPYIOTH, SK
reiimiikariis B OCBiTI 3aKOpJOHOM JOIMOMArae
3poOMTH  HaBYaHHS  OUIBII  IHTEPAaKTUBHHM,
3aTy4aloyd CTYJICHTIB Ta MiJBUILYIOYH IXHIO
MOTHUBAIIIIO.

AHani3yroud HaBeleHy Buile iH(OpMAaIIito,
MOJKHAa CTBEPUKYBAaTH, IO CHUIBHOIO PHCOIO Y
3aCTOCYBaHHI reiiMi(ikaliifHuX cTpaTerii y npoueci
HaB4YaHHS (axiBUiB 3 LUPPOBHX TEXHOJOTIH €

000B’SI3KOBE
TEXHOJIOT1H.

Bapmo 3aysascumu, wo ompumana inghopmayis
00360151 3poOUMU MAKULL BUCHOBOK: 3apYyOidcHUL
00¢8i0 3 po3pobKu eeimigpikayitinux cmpameeiil 0z
HasuaHHsA  haxieyie 3  Yupposux  mexHonoziil
0eMOHCMpY€E  pi3HOMAHIMHICMb — NIOX00i6  ma
iHHOBAYTUHUX piwenb (PUcyHok 2).

3aCTOCYBaHHS  PI3HHX  LUPPOBUX

Coursera Ta edX

Codecademy

Khan Academy

Google Digital Garage

Microsoft Learning Pathways

Hackathons Ta 3Mmaranus

BipryaabHi cumyasmii

Puc. 2. [ughposi mexnonoeii, axi 6uKOpucmo8ymvcs 3aKk0pOOHOM OJist pO3POOKU ceuMihikayitiHux
cmpame?zitl y npoyeci Ha84anHs Paxieyie 3 YUPpPosUx MexHoI02ii

Coursera ta edX. Bka3zaHi miatgopmu OHIaiH-
HaBYaHHS IHTETPYIOTh eleMEHTH reliMigikalii, Taki
K OeWpKI 3a [OCSATHEHHs, Oajayd 3a BUKOHAHHS
3aBJaHb Ta PeUTHHTH. lle cTUMYNIOE CTYAEHTIB 10
aKTMBHOI y4acTi B Kypcax 3 HU(POBUX TEXHOJOTIH,
Hajaloud M MOMXJIMBICTh BIiJICTEXKYBaTH CBIii
nporpec (Krause, Mogalle, Pohl, & Williams, 2015).

Codecademy. [Tnarpopma MIPOTIOHYE
1HTEepaKTUBHI KypcH 3 MporpaMyBaHH,
BUKOPUCTOBYIOUH TeiiMidikalio i MiJBUIICHHS
3anikaBieHocTi. CTyAeHTH  OTpUMYIOTH  Oanwu,
BUKOHYIOUM BIIPaBH, i MOXYTb MOPIBHIOBAaTH CBOI
pe3yIbTaTH 3 IHIIUMH.

Khan Academy. Tleii miaxin 103B0JIsE CTYACHTaM
MPOXOIUTH KypcH 3 LUQPOBUX TEXHOJOTIH Yy
3pYYHOMY TEMIIi, 3a0XOUYIOUM iX 10 AOCSTHEHHS
HOBHX pPIBHIB 3HaHb. TakKoX BHUKOPHCTOBYETHCS
cucTeMa OYOK Ta JOCATHEHb Ul MOTHBALii

CTYJICHTIB.

Google Digital Garage. IIporpama HaBYaHHS 3
UG POBUX HaBHYOK, sIKa BUKOPHCTOBYE
reiimiikarniiini  eJeMeHTH, Taki SK TeCTH 3

MUTTEBUMH pe3ylbTaTaMH Ta Bi3yanbHi rpadiku
porpecy [Uisl 3aJTy4eHHS CTYICHTIB.

Microsoft Learning Pathways. Taka iniriaTuBa
HAJIa€ pecypcH AJIs HaBYaHHS HU(GPOBUM HAaBUUKaM,
BHKOPHCTOBYIOUM €JIIEMEHTH TreiMidikarii, 100

CTYyZIEHTH MOTJIM BiJACIHiAKOBYBAaTH CBOI JOCSTHEHHS
Ta OTPUMYBAaTH PEKOMEHZAIii Ha OCHOBI IXHBOTO

mporpecy.
Hackathons Tta 3maragus. VY  0aratbox
VHIBEpCUTETaX  MOPOBOISITHLCA  XaKaTOHH,  SKi

320XOYYIOTh CTYJCHTIB PO3BHUBATH CBOI HABUYKH B
yMmoBax 3MmaraHHs. lLle mo3Boisie He e
MPaKTUKYBAaTH 3HAHHS, ajie i OTPUMYyBATH MPU3U Ta
BU3HAHHS.

Bipryansni cumynauii. Hanpuknaa, miatdopmy,
Taki K Cisco Networking Academy,
BUKOPUCTOBYIOTh CHUMYJIALIHHI cepeloBHIa, e
CTYACHTH MOXYTh TPAKTHUKYBATH HABUYKH Y
BUpIILICHHI pealbHUX 3aBHaHb. Lle mo3Bose
OTpPHUMATH JOCBi/ 0€3 PU3UKY MOMUIIOK Y pealbHOMY
CBITI.

BumiesasnaueHi  migxoaM — MOKa3ywTh,  SIK
reiiMigikaniss Moxxe OyTH €(peKTUBHO BHKOpHCTaHA
s HaBuaHHS  (QaxiBuiB  y cdepi umdppoBux
TEXHOJIOT1H, ITi IBUIIYI0OYN MOTHBAIII IO, 3AITyUYCHHS Ta
pe3yIbTaTUBHICTh HABYAHHSL.

Pazom 3 mum, suxopucmanus eevmigixayitinux
cmpameziti  3aKOpOOHOM Y Hpoyeci  HABYAHHSA
Gaxieyie 3 yugposux mexunonoci nepeddbauac
ichysanns psaody npoonem. Y mabauyil nagedeni
OCHOGHI 3 HUX.
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Tabnuys 1

Icnyroui mpo6Jiemn B 3apy0izkHOMY 10CBiail 3 po3podky reiimidgikaniiiHux crparerii
y npoueci Hap4aHHA ¢axiBuiB 3 HM(PPOBUX TEXHOJIOTIH

Ne | IIpoGnemu i3 BpoBamkeHHs | TnyMadeHHs iCHYIOUMX NpoOjeM i3 PO3pOOKH Ta BIPOBAIDKECHHS
n/n | reiimiQikamiiHUX cTparerii | refimidikamiiHux crparerii y mpomeci HaB4yaHHS (axiBUiB 3
M QPOBHUX TEXHOJIOTIH
1 Pi3H1 HaBYaIBHI 1111 lefimidikariss Moke HE 3aBXKIM BiJIOBIATH aKaJEMIYHUM IIUISM,
SKIIO i1 eIeMEeHTH He IHTerpOBaHi B 3arajbHUI HaBYAJIbHUH IIJIaH
2 TexHonoriuHi 6ap’epu He Bci cTyieHTH MarOTh OJTHAKOBU JIOCTYII IO TEXHOJIOTIH, 10 MOXE
MPHU3BECTH O HEPIBHOCTI B HABUaHHI
[Iporpamue 3abe3neueHHsT MOXKE BHMAaraTH PEryJSPHUX OHOBJICHB,
10 YCKJIAIHIOE 100 BUKOPUCTaHHS
3 BincytHicTh HanexHoi | He Bci Bukimamadi MarwTh JOCTaTHI 3HAHHA M e(EKTUBHOTO
MiArOTOBKH BHUKJI/1auiB BIIPOBKCHHS reiiMiikallifHUX CTpaTerii y cBoiX Kypcax
4 [cuxonoriunuii THCK Jlesiki CTyZIeHTH MOXKYTb BiJUyBaTH THCK 4Yepe3 3MaraHHsi, [0 MOXKe
HEraTUBHO BIUIMHYTH Ha IXHIO MOTHBALIIIO i CAMOIIOUYTTSI
5 HeBusnauenictp y | lefimigikariss Moke CHOYaTKy NPUBEPHYTH yBary, aie He 3aBXKIH
MOTHUBAI1 3a0e3euye TpUBaJTy MOTHBALIIIO, SIKIO0 MEXaHIKH HE PO3BUBAIOTHCSI
6 OOmerkeHa aganTaris CranpmapTHi reiMidikamiiiHi pilleHHS MOXYTh HE BpaxoBYBaTu
cnenuQiky pi3sHUX HaBYAIbHUX CEPENOBHIL 200 MOTpeO CTYIEHTIB
7 CknanHicTb y BUMipIoBaHHI | BusHaunTH, HacKibKY reiimidikaiis BIUIMHYJIa HA HABUYAHHS, MOXE
e(eKTUBHOCTI OyTH Ba)XKO 4epe3 BiJICYTHICTh YITKHX KPUTEPiiB
8 Irpu He qist BCix Jlesiki CTyZIeHTH MOXXYTh HE MaTH iHTepecy IO irop, Mo poOHTh ix
MEHII 3aliKaBJICHUMH B HaBUaHHI yepe3 reiMidikariito
9 Burpatu pecypcis Po3poOka Ta BmpoBamkeHHS TeiMidikamiiHUX CTpaTerii MOXyTb
BHMaraTH 3HAYHUX PECYpCiB, IO HE 3aBKIH BUIPABIAAHO
10 | KynbTypHi BigMiHHOCTI lefimidikamiiiHi eleMEHTH MOXYTh HE 3aBXAW BpPaxOBYBaTH
KyJbTYpHI OCOOJMHMBOCTI CTYHCHTIB, IO MOXE TMPHU3BECTH JIO

HEPO3YMIiHHSI YU BiITOPTHEHHS

TakuM 4MHOM, TepelniyeHi y Tabauni nmpodieMu
BKa3ylTh Ha Te, 0 BIPOBAKCHHS retiMidikariii B
OCBIiTI OTpPeOye PETENHHOTO IUIAaHYBaHHS Ta aHAJi3y,
mo0 BoHa Oyna e(EeKTUBHOI 1 KOPUCHOK IS

CTYJICHTIB.
3aciayroBye Ha yBary ToW (DakT, L0 BHU3HAYHTH
eexTHBHICTD 3aCTOCYBaHHS reiimMidikatiianx

KinpkicHi MeTOIH

SIkicHi MeToIA

cTpareriid y mporeci HaByaHHS (axiBLiB 3 LU(POBUX
TEXHOJIOTI MOXKHA 3a JIOIIOMOTOK0 HH3KU METOJIB
(Smiderle, Marques, C.J.A.P.D., Rigo, & Jaques, 2019).

Bapmo axyenmyeamu ysazy na mux memooax, wjo
00360510Mb YIMKO OYIHUMU 6NAUG ceUMiDiKayil Ha
HasuanvHi  pezyibmamu. ILle maxi memoou 5K
(pucynox 3):

CrnocrepexeHHs

Metoau, 1m0 103BOJSIIOTH OLIHUTH BIJIMB redMigikamii
HA HABYAJIBHI pe3yJIbTaTH

[opiBHsBHMIA aHATI3

AHai3 JaHUX 3 HaBYAIbHUX
miathopm

MeToau caMOOLIIHKU

Puc. 3. Memoou, wo 003601510me oyiHumu 6naU8 2etiMiixayii Ha Ha8UAIbLHI Pe3yTbMAMu
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1. Kinbkicui  meromm  (Smiderle,  Marques,
C.J.A.P.D., Rigo, & Jaques, 2019):

- TECTyBaHHS: MPOBEOCHHA CTaHIAPTH30BaHHX
TECTIB 110 1 MICJIsI BOPOBAKEHHS TeiimMidikarii s
OI[IHKY 3MiH Yy 3HaHHSIX Ta HABUYKaX CTYJCHTIB;

- aHKETYBAHHsI. BHKOPUCTAHHS ONMUTYBAJILHHUKIB
s 300py AaHUX PO 3aJ0BOJICHICTH CTYHCHTIB,
iXHIO MOTHBALIIO Ta Y4aCTh Y HABYAJILHOMY MPOLIEC;

-aganmi3 OamiB  Ta  OLIHOK.  MOpPIBHSIHHSA
aKaJeMIYHUX pe3yibTaTiB (0ayu, cepeqHii 6an) 1o i
TiCIIsl BOPOBaHKEHHsI reliMi(ikaiifHuX elIeMEHTIB.

2. SIxicH1 MeTOIH.

- IHTepB’10: IPOBEICHHSI iIHTEPB 10 31 CTyACHTaMH

Ta BHKIaJauyaMd s OTPUMaHHS  AeTalbHOI
iHpopmanii mpo iXxHIH JOCBIN 1 COPUHHATTA
reimigikarii;

- hoxyc-rpynu: opranizamiss 00roBOpeHb Yy
rpynax aias OTPUMAaHHS TJIMOMIMX 1HCAWTIB TpPO
eeKTUBHICTh reiMidikaliiHIX cTpaTerii ta iXHid
BIUIMB Ha HaBYaHHS.

3. CriocTepexeHHs:

- aHaJi3 TIOBEIIHKH: CIIOCTEPEKEHHS 32 Y4acTIO

CTYJICHTIB Yy HaBYaJILHOMY TIPOIECi, IXHBOIO
AKTUBHICTIO, B3aEMOJIEI0 3  MarepiaioM Ta
OHOK/IACHUKAMU mif yac BHKOPHCTaHHS

reiiMi(ikaliiiHUX eJIeMEHTIB;

- BUBUCHHSI MPOTpecy: MOHITOPHUHT HaBYAIBHHX
JNOCSTHEHb TMPOTSTOM Kypcy 3 BHUKOPHCTAHHSIM
reimigikarii.

4. TopiBHAIBHUN aHATI3!

- KOHTPOJIbHI Ta EKCHEPUMCEHTAIBHI TpyMu:
CTBOPEHHS KOHTPOJIBbHOI rpyn (0e3 refimidikarii) ta

eKcriepuMeHTabHOT (3 reiimidikariero) s
MOPIBHIHHSA PE3yJIbTaTiB HABUAHHS.

5. AHani3 1aHuX 3 HAaBYaJbHUX TUIATHOPM:

- aHaTITHKA HaBYAJIbHUX mw1aThopm:

BUKOPUCTaHHS JaHUX NPO aKTHBHICTh CTYACHTIB Ha
OHJIaH-TaT(opmax (kiBKiCTB MPONJEHUX
MOJYJIiB, y4acTh Yy 3MaraHHsX TOIIO) JUIS OLIHKU
BILIMBY reiiMiikanii Ha HaB4aIbHUH MpoIec.

6. MeToau CaMOOLIIHKH.

- cy0’€KTHBHA OLIHKA CTY/AEHTIB: 30ip JaHUX PO
T€, SK CTYICHTH OIIHIOIOTH CBOE HaBYaHHS,
MOTHBAIIIIO ¥ 3aJIOBOJICHICTH BiJl TeliMidikamiifHux
CTpaTeriii yepe3 ONUTYBaHHS Ta iHTEPB'IO.

TakuMm 4MHOM, TepesiueHi METOAM IO3BOJISIIOTH
OTpUMAaTH KOMIUIEKCHE YSBICHHA TIpO BIUIMB
refimigikarii Ha HaBYAIbH1 pe3yJIbTaTH,
BpPaxoOBYIOUM SIK KUIBKICHi, Tak 1 fAKiCHI acHeKTd
HaBYaJIBHOT'O IIPOLIECY.

BucHoBku.  3aramoMm, 3apyObLKHMHA  JOCBiA
MoKa3ye, 10 reiimidikalliiini crparerii B HaBYaHHI

¢axiBUiB 3 UUPPOBHX TEXHONOTIM HE JUIIe
MiABUIIYIOTh €(DEKTUBHICTH 3aCBOEHHS Marepiaiy,
ame W COpHUAIOTH PO3BUTKY BAKIMBUX HAaBUYOK,
HEOOXiIHUX y Cy4YaCHOMY CBITi.

Cucremarunsariis HasIBHUX HiAXOI1B o
TPaKTYBaHHS TIOHATTS «redMidikaIiis» I03BONHIA

BU3HAUUTH Takl IMAXOOH SAK. IICHUXOJIOTIYHHH,
HaBYaIbLHUH, COLllaJIbHAM, TEXHOJIOTTYHHH,
€KOHOMIYHUH 1 KOTHITUBHHA.

OcobnuBa yBara y  cTarTi  NpHUALIeHa

0COONMMBOCTSIM ~ BIPOBADKCHHS  TeiMidikamiiHIX
cTparerii y HaB4aHHI (axiBUiB 3 LUPPOBUX
TexHoJoriii B pi3Hux Kpainax: CHIA, Benwukii
Bpuranii, llsenii, Hopeerii, ABcrpaimii, Kanami Ta
Slmonii.  JocmimkeHHS TOKaszajlo  HEoOXiTHICTh
000B’SI3KOBOTO  3aCTOCYBAaHHSl PI3HHX LUPPOBUX
TeXHoJIOTi#, Takux sk: Coursera, edX, Codecademy,
Khan Academy, Google Digital Garage, Microsoft
Learning Pathways, a Takoxx XxakaTroHu, 3MaraHss i
BIpTyaJibHI ~ CHMYJISILII. Opnak  peaizauis
refiMi(ikaliiHUX cTpaTerii B HABYaHHI CTUKAETHCS
3 TICBHUMH BHKJIMKAMH. Pi3HI HaBUYAIBHI LI,
TEXHOJIOT1UHI MEepPeIKoIM, HeAOCTaTHS MiArOTOBKa
BHKJIJa4iB, ICUXOJIOTTYHUH TUCK, HEBU3HAYCHICTh Y
MoTHBanii, oOMe)XeHa ajamTallis, CKIaIHICTb
BHUMIpIOBaHHS €(EKTHBHOCTI, HEBIAMOBIAHICTD irop
pi3HUM TmoTpebaM, BUTpAaTH PecypciB i KyJBTYpHi
BIIMIHHOCTI.

3 MeTOI0 BU3HAYECHHS PiBHS BIUTUBY reiimidikarii
Ha HaBYaJBHUU IpOLEC MiATOTOBKH (HaxXiBLiB 3
IUQPPOBUX TEXHONOTi Oynu BHOKpEMIIEHI Taki
METOAM SIK. KUIBKICHI Ta SKICHI JOCIIIKEHHS,
CIIOCTEPEKCHHSI, TOPIBHJIBHHUIA aHalli3, aHali3
JaHWX 3 HaBYaJbHUX IUIATPOPM 1 MeToAu
camoorinku. JloBemeHo, MmO caMme MepelivyeHi
MeToau 3a0e3MeuyloTh KOMIUIEKCHE PO3yMiHHS
BIUIMBY reiiMi(ikamii Ha HaBYajdbHI pPE3yJbTaTH,
BpaxoOBYIOUM SIK KUIbKICHi, TaK 1 fKiCHI acHeKTu
HaBYaJIBHOTO IIPOLIECY.

[epcnekTHBOIO MOAATBIINX HAYKOBUX PO3BIJIOK €
HEOOXIMHICTh OETAIBHINIONO0 AOCIIMKEHHS, SKE
IPYHTYETBCS HA KUIBKICHHX Ta SIKICHUX METOJax
OLIHKMA BIUIMBY reiMiikaiiHuX cTpaTerii Ha
HaBYaNbHI pE3yJNbTaTH CTYAEHTIB, 30KpeMa Ha
PO3BHUTOK MPaKTHYHUX HABUYOK Yy cdepi nudpoBUX
TexHonorih. KpiM Toro, mnepcHeKTHBHUMH €
JOCHIDKEHHSI B Traily3l po3poOKH aJalTHBHUX
HaBYaJIbHUX TaTdopM, ski O iHTerpyBanmu
reiMmiikamiiiHi  eleMeHTH 3 MOXKJIMBICTIO
MepcoHai3alii HaBYAIBHOTO MPOLIECY B 3aJICKHOCTI
BiJ TOTpeO 1 piBHS CTYJEHTIB.
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