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AHoTauifa: Cy4acHui CBIT nepexmBae 3Ha4Hi 3MiHW B OCBITHIN cdepi, BUKIMKaHI LUBUOKAM
PO3BUTKOM TEXHOMOrN i 3pOCTalynM pPiBHEM KOHKYPEHUii Ha MDKHapOOHOMY PUHKY OCBITW. Irposi
TEeXHOSOrii, AK-OT BipTyarbHa peanbHiCTb, CMMYNAUIl, KOMN'IOTEPHI iIrpy Ta iHLWI iHTepaKTUBHI irpoB.i
iHCTPYMEHTM, BUCTYNaOTh BaXNMBUM iHHOBALiNHUM 3aCO60M 3MiHU TpaguLinHUX NigXoniB 40 HaBYaHHS
y 3aknagax BuLLOI OCBITU. Tean NpuCBAYEHO JOCHILXKEHHIO BNIIMBY irpOBUX TEXHOSOTNi HA MOTUBALLiO Ta

pe3ynbTat HaB4YaHHA 3a AOMNOMOIOK TakKuMX MeToaiB HayKoBOIro nisHaHHA, sIK ONuc, cucTtemaTuraadis,
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Knacudikauis Ta KpUTUYHUW aHanis. Y gocnigKeHHi HaBedeHo AOCBIA BUKOPUCTaHHS irpOBUX TEXHOSONIN
y npaktuui ykpaiHcbkux 3BO.
Knro4yoBi cnoBa: irpoBi TeXHOMO i B OCBITi, iHGOpMAaLUiNHi TEXHOMOrIT B HAaBYaHHI, renmicikoBaHi

3acobu HaBYaHHs, renmidgikauis, umgpoBe HaBYaHHS.

Abstract: The modern world is experiencing significant changes in the educational sphere
caused by the rapid development of technologies and the growing level of competition in the international
education market. Game technologies, such as virtual reality, simulations, computer games and other
interactive gaming tools, are an important innovative means of changing traditional approaches to
learning in higher education. The thesis is devoted to the study of the impact of game technologies on
motivation and learning outcomes using such methods of scientific knowledge as description,
systematization, classification, and critical analysis. The study presents the experience of using game
technologies in the practice of Ukrainian higher education institutions.

Keywords: game technologies in education, information technologies in education, gamified

learning tools, gamification, digital learning.

BcTyn. Y cyyacHin ocBiTHIn cdepi Bce Oinblioi nonynsipHocTi HabyBae renmidikauis, sika
MOCTYMOBO 3MIHIOE NapagnMrmy HaB4YaHHS y 3aknagax BuLLol ocith (3BO). AKTyanbHICTL Ti 3acToCcyBaHHSA
B YKpaiHi mMoxe OyTn BaxnMBO, 3BaatouM Ha HEOOXIOHICTb MOKpaLLlEeHHS SKOCTi HaBYaHHA Ta
NigBULLIEHHS 3any4eHOCTi CTYAEHTIB. IrpoBi TEXHOMOrIT BUKOHYIOTb Taki 3aBOaHHSA, SIK CTBOPEHHS OinbLu
3ax0MfMBOro M eEeKTUBHOrO HaB4YanibHOro MpoLecy; MOMIMNWeHHS 3aCBOEHHA MaTepiany 4epes
iHTEPaKTUBHICTbL i Bidyanisauito; CTBOPEHHSA CUMYNSUil peanbHUX CUTyauii, WO Aae 3MOry cTygeHTam
HaBYaTMCA WNAXOM Ccrnpod i MOMUIOK; 3anyyYeHHa CTYOEeHTIB A0 chiBnpaui Ta KOMYyHikauil 3 MeTok
PO3BUTKY HABMYOK KOMaHOHOI poBOTH; PO3BUTOK aHaNITUMHOMO Ta KPUTUYHOIO MUCIIEHHS.

HocnigxyBaHa TemMa BUKINMKAE 3HaYHWUI iIHTepecC cepef HayKoBLiB, NefaroriB i NPakTUKiB OCBITU B
YkpaiHi Ta CBiTi 3aBAAKM CBOIM MOTEHUIMHUM MOXIMBOCTAM BMSVMHYTU Ha MOTUBALIID CTYOEHTIB i
NOKpaLLMTK IXHi HaBYanbHi pesynbTaTi.

Mema po6GoTu nonsrae B OOCNIMKEHHI BNNUBY rerMidikauii Ha MOTMBaUilO Ta pesynbTaTu
HaByaHHa y 3BO YkpaiHu, 3BakatouM Ha BUKIMKM Yacy. [1OCArHEeHHs BM3HAYEeHOI MEeTU 3YMOBIIOE
HeOobXiAHICTb BUKOHAHHSA TakuUxX 3aBaaHb:

1) BUBHAYEHHSA MOHATTS «irpoBi TEXHOMOrI» B HABYAHHI;

2) knacudpikauis Ta cuctemaTum3adis Cy4acHUX irpoBUX TEXHOIOTIN;

3) po3KpUTTS AOCBiIAY BNpOBagKEHHs remmicdpikauii B ykpaiHcbkux 3BO Ta BU3HaYeHHS ii BNIvBY
Ha MOTMBALiO CTYAEHTIB i pe3ynbTaTn HaB4YaHHS.

O6’exTom pob0TK BUCTYNae HaBYanbHWIA NPOLLEC, B SIKOMY 3aCTOCOBYHOTLCA iHHOBAUiMHI nigxoau
3 BUKOPUCTaHHAM irpOBUX TEXHOSOTIN.

MpeameT poboTn — TEOPETUKO-METOANYHI Ta NPUKNAagHi 3acagun BNpoBafXeHHS renmidikauii B

OCBITI.



PesynbTaTn gocnigxeHHs

IrpoBi TexHOMOoriT NPONOHYITL MOXIMBOCTI AN CTBOPEHHS TAKOro HaBYyasibHOro cepeoBuLLa,
SIKe CTUMYIIOE aKTUMBHY y4YacTb CTYOEHTIB i pO3BMBAE IXHi HAaBUYKW. [ONOBHI 3 HUX — IHTEPaKTUBHICTb,
BIATBOPEHHA peanbHUX CUTYyaLil i HABYaHHS Yepe3 BNacHWN A0CBIA, WO € 0cobnneo NnpnBabnmeum Ans
OCBITHIX 3aknagis. lMpobnema BNNuBY LUMMPOBUX TEXHOSOTIN HA MOTMBALLIIO Ta pe3ynbTaT HAaBYaHHSA y
3BO npuBepTae o cebe nunbHy yBary BYEHUX i rPOMaACLKOCTI Yepes Te, WO BUKOHAHHSA 3aBAaHb 3a
A0MNOMOroto renmicdikoBaHmMx 3acobiB MoXe CTUMyItoBaT 6axaHHA CTY4EHTIB HaBYaTUCA Ta pO3BMBaATU
HaBWYKK, AKi BiONOBigalOTb Cy4aCcHMM BMMOram pUHKY npadi. 3a oCTaHHi AecaTuniTTa cnocTepiraeTbecs
3HAYHUN PO3BUTOK AOCHIMXKEHb LEI TEMMU.

Tak, Xanseka-Bacunbesa ta >KgaHoBa-Heginbko (2023) 3a3Ha4vatoTb, L0 irpoBi TEXHOMOTIT — Le
iHHOBaALiNHUA NeJaroriyHU Niaxig, SKMA BUKOPUCTOBYE KOMM'IOTEPHI irpy, cuMynsauii, BipTyanbHY
peanbHiCTb Ta iHWI IHTEPaKTUBHI TEXHOMOrT 3 METOK MOKpaLEeHHS SKOCTI HaBYaHHA Ta CAPUSHHS
aKTMBHOMY 3asly4eHHI0 CTYAEHTIB 40 HaBYarbHOro nNpoLecy.

Haykosui Tpiwyk, ®irons Ta Bonuk (2019) y cBoi npaui po3rnsgatoTb irpoBi TEXHOSOTIT 9K MeTof,
B SIKOMY €fleMEHTM Fpu Ta irpoBi NigxXoau BUKOPUCTOBYKOTHCA ANA OOCAMHEHHS OCBITHIX Uinen i
MOKpaLLLEeHHA MPOLeCy HaBYaHHA Ta PO3BUTKY Y4YHiB. BOHM MOXyTb BKMoyaty B cebe BMKOPUCTAHHSA
KOMM'IOTEPHUX irop, CUMYyIsIUIN, BIipTyanbHOI peanbHOCTI Ta iHWMX iHTepakTMBHMX 3acobie ans
CTBOPEHHS HABYanNbHOro cepeaoBumLla.

XomeHko Ta MNMaHdginos (2023) posrngaatoTb irpoBi TEXHOMOTT CyTO 3 NeJaroriMHoT TOYKK 30pYy, a
caMe: Ha iXHI0 AyMKy, irpoBi TEXHONOrI — Ue negaroriyHMm nigxia, skum 6a3yeTbCa Ha BUKOPUCTAHHI
IHTEPaAKTUBHUX irpoOBUX CepedoBuLl, Ta [HCTPYMEHTIB, 30KpemMa KOMMN'IOTEPHUX irop, CUMynSLin,
BipTyarnbHOI peanbHOCTi, 3 METO NoKpaLleHHs ePeKTUBHOCTI HaBYaHHA Ta MOTMBaLil cTyaeHTiB. Llen
niaxia 6a3yeTbCa Ha NpUHLMNAX akTUBHOIO HaBYaHHSA, IHTEPAKTUBHOCTI 1 iHOMBIAyani3auii, cnpuawoym
3anydeHHo 3006yBadviB OCBITU Ta NIABULLEHHIO TXHLOT MOTUBALLT O HaB4YaHHSA (XomeHko & [MaHdinos,
2023).

3 MeTOo0 KpaLLoro po3yMiHHA Npobrnemn BapTo 3'ACyBaTW, SIKi Cy4acHi irpoBi TEXHOMONIT iCHYOTb
B OCBITHLOMY MPOLIECI.

Mo-neplie, ue KOMM'IOTEPHI irpu, siki BKMoYaloTe B cebe cneuianizoBaHi irpu, po3pobneHi ans
BUKOPUCTAHHS B OCBITHIX LiNsIX.

Mo-gpyre, BipTyanbHa peanbHicTb (VR), sika gae 3mMory CTygeHTam MOPUHYTU Y BipTyarnbHe
HaBYanbHe cepenoBuLLE.

Mo-TpeTe, pos3wmpeHa peanbHicTb (AR), siIka AOOMOBHIOE peanbHUM CBIT iHTEPAKTUBHUMM
o6’ekTamu, Wo Moxe 6yTn KOPUCHUM ANS NPaKTUYHUX HaBYarbHUX 3aBAaHb.

Mo-yeTBepTE, MOBINBHI 4O4ATKM HA CMapTAOHaxX i NNaHweTax, AKi MOXXHa BUKOPUCTOBYBATU AN
edeKTUBHOro HaB4YaHHS.

Mo-n’aTe, pi3Hi TMNK HaBYanbHUX irop (cumynsauii, remmicikadis, konabopaTuBHi irpu).

Mo-wocTe, oHNanH nnatdopmn Ana HasdaHHA (Sanglier Contreras et al., 2021).
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OTXe, 3anexHoO Big KOHKPETHMX noTpeb i uiner HaB4yanbHOI MporpamMm  MOXYTb
BMKOPWUCTOBYBATUCA Pi3HIi KOMOIHAUii UMX TEeXHOMorii Ans MOninweHHs HaBYaHHA Ta NigBULLEHHSA
MOTMBALT CTYAEHTIB.

HuHi yKpaiHCbKi 3aknagu BULOI OCBITU 3aLlikaBrieHi Y BUKOPUCTAHHI irpoBMX TexHonorin ang
MOKpaLLleHHs HaBYaHHA Ta MOTMBALIl CTYAEHTIB. YNpoBamKeHHS renmicdikauii cnpusae nokpalleHHIo
SKOCTi OCBITM Ta MiQroToBLUi CTYAEHTIB A0 BUKMMKIB Cy4acHOro CBiTy. Hwk4ye AouinbHO 3ynMHUTUCA Ha

PO3KPUTTI JOCBIAY BUKOPUCTAHHS irpOBMX TEXHOMOTi B OCBITHBOMY Npoueci B YKpaiHi (Tabnuua 1).

Tabnuus 1
BuKopmUCTaHHS irpoBUX TEXHOMOTIiM Y NpakTuUi ykpaiHCcbknx 3BO
Ne 3BO IrpoBi TeEXHOMOTIi, AKi BAKOPUCTOBYOTbCS
1 HauioHanbHun yHiBepcuteT | Bpas y4actb y MikHapoaHoMy npoekti ERASMUS+KA2.
«Opecbka noniTexHikay «CniBnpausda Mix yHiBepcuteTamu Ta nignpuemcraamm B irpoBii

iHOycTpii» B YkpaiHi — GameHuby». Y pamkax UbOro npoekty
KOXEH CTyOEeHT CTBOPIOBaB KOMM'IOTEPHY rpY, B AKi MogentoBas
Pi3Hi cuTyauii, TakuM YMHOM OMAHOBYIOYM METOLOSOri0
CUCTEMHOrO aHarnizy cuctem dis4HOro 3axmcry.

2 KuiBcbknin  HauioHanbHWin | [pn BMBYEHHI aHMMINCBLKOT MOBW CTYAEHTU BMKOPUCTOBYHOTH
NIHrBICTUYHMI YHiIBEPCUTET | BiAKpUTI NnaTgopmu, CTBOPIOKOYM Ha X OCHOBI iHTEPaAKTUBHI
irpn, KBecTM Ta BIiKTOPUHW. Hanpuknag, 3a [O0OMNOMOrowo
nnatdopmm Content Generator, o6pasLum oanH 3 15 WwabnoHis,
BUKNagay CTBOPHKOE Cepild iHTepaKTUBHMX Brpas Ta irop And
BUBYEHHS NIEKCUKM.

3 O3B0 «YHiBepcuteT | Bukopuctoye rpy MMORPG — «komm'loTepHy MepexeBy
MEHEIKMEHTY OCBITU» pOnbOBY OHNAWH-TPY, A€ BenuKa KinbKiCTb rpaBLiB B3aEMOAIIOTb
OZIMH 3 OQHVM Y BipTyasibHOMY CBITi. Y4aCHMKN B KOMaHAi Ta nig
KepiBHULTBOM BMKIagaya BUKOHYIOTb 3aBAaHHS, a BMKNagad
BiAMiYa€e OOCArHEHHS CTYAEHTIB B OHJIAaWH-CUCTEMI.

4 KHY im. Tapaca LWeByeHka | lNnatdopma AuCTaHUINHOT OCBITW, fika BUKOPUCTOBYETLCA B
KHY pae 3mory cTBoptoBaTu iHTepakTuBHIi enemeHTn (3D
mMogeni, nigkasku, HaB4YanbHi irpy TOWO), NPOBOAUTM OHIIANH
TeCTyBaHHS (BCTAHOBMNIOBATM Yac TeCTyBaHHA, 6an 3a KOXHY
npaBunbHY BigNOBIAb, 4OAABaTY MigKasKy.

[bxepeno: BnacHa po3pobka aBTopis

OcTtaHHiMn pokamn IT-komnaHii B YKpaiHi akTUBHO MpaulolTb Hag, YAOCKOHANEHHSM OCBITHIX
nnaTtopM | CTBOPEHHSIM HOBMX irpoBMX OCBITHIX nporpaMm And BUKOPUCTAHHS Y  BiAKpUTOMY
iHbopMaLiMHO-0CBITHBOMY cepenoBuLli. Hapasi HannonynspHiwmMmn B YkpaiHi € Classcraft, Minecraft:
Education Edition, Power Point Quick Starter, Paint 3D, LinguaLeo, Lego Education, WeDo 2.0, SimCity
TowWwo. Taki NPOAYKTU CTanu HaA3BMYaMHO BaXKIIMBWUM Cy4acHUM iHCTpyMeHTOM Ans neparoris y 3BO
YkpaiHu.

MawHkpadT: Education Edition — ue oCBITHS Bepcis ofHIi€el 3 HanycniWwHiWnxX B icTopil Bigeoirop,
3[laTHa 3arny4aTu y4HiB i CTYAEHTIB Y CBil BipTyansHun cBiT. [Nnatdopma «Minecraft: Education Edition»
BMKOPWUCTOBYETBLCA B IHCTUTYTI iHpOpMaLiNHNX TEXHOMOTrIN i 3acobiB HaB4YaHHA HauioHanbHOI akagemii
negaroriyHUX Hayk YKkpaiHu. Lle nowmpeHa yHiBepcanbHa OCBITHA nnatdopma, gka BUKOPUCTOBYETLCS

BUKNagavYamu pisHUX OUCUUNNIH 3 MeTol hopMyBaHHS M PO3BUTKY HaBUYOK 21-ro CTONITTS, 30Kpema
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LMdPOBOI rPaMOTHOCTI, BUHaXiASIMBOro Ta KpeaTUBHOIO MUCINEHHS, NPOSYKTUBHOCTI Ai Ta e(peKTUBHOI
KOMYHiKaLil y4aCHWKIB OCBITHLOrO NpoLiecy.

OTxe, MOXHa CTBepAXKyBaTW, O irpoBi TexHonoril Ta renMicikauis MatoTb 3Ha4YHUW BNAUB Ha
MOTMBALil0O Ta pesynbTaTu HaBYaHHSA. BUKOPUCTaHHA iIrpOBMX €neMeHTIB W iHTepaKTUBHUX Nigxonis
CTMMYIIOE iHTEPEC 40 HaBYaHHA Ta pobUTb OCBITHIM Npouec GinbL 3axonntotounm. 'padika, Likasi irpw,
BUKMNWKOBI 3aBOaHHS, CUCTEMW Haropod i PenTuHrn JonomararTb YTPUMyBaTW yBary CTYOEHTIB i
30inbLyOTb IXHIO MOTMBAUIiO ANS AOCArHEHHA HaBYanbHUX Uinen. HaBegeHi npuknagu ycnilwHUX Ta

nonynspHux 3BO Tomy nigTBEepaXeHHs.

BucHoBKuK

lMpoBeaeHe gocnigKeHHst 4ae 3mMory 3pobuT BUCHOBOK, LLIO AOCTYN A0 CyYacHUX iHpopMauinHnx
TEXHOMOrA CNpuUsie HapOMKEHHKD HOBOro TWUMY CycninbCTBa, s$Ke niaBuwye eqeKTUBHICTb i
KOHKYPEHTOCMPOMOXHICTb ByAb-AKOI KpaiHM Ha CBITOBOMY PMHKY Ta NoTpebye 3HAYHUX 3MiH Y CUCTEMI
oCBiTM. B OCTaHHi pOKM OfHIE 3 KMAYOBUX HanNpsMiB po3BUTKY IH(OpMaLIMHUX TEXHOMOrin €
BNPOBaXXEHHSA irpoBUX TEXHOMOrM B OCBITHIO cepy 4Yepes MOKpaLleHHS HasiBHUX nnatdopm i
CTBOPEHHSI HOBMX HaBYanbHUX irop ANA BUKOPUCTAHHSA y BigKpUTOMY iHGOpPMAaLiMHO-OCBITHLOMY

cepeaoBMLLi.
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