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®OPMYBAHHS EKOJOTTYHOI KOMIIETEHTHOCTI
MAWBYTHIX YYUTEJIB TPYJIOBOTO HABYAHHS TA TEXHOJIOTTH
3ACOBAMU TENMI®IKALIT

PepopmyBaHHs HaIllOHAJIBHOI CHUCTEMU OCBITH Hapaszl € MPIOPUTETHUM
MUTaHHAM ypsny Ykpainu. TpaHcdopmariiiHi Mpouecu B CyCHiIbCTBI, OB’ SI3aHl 3
TaKUMHU BUKJIMKAaMH SK MaHJAEMId Ta BiiHA, CTBOPWJIA HEOOXIJHICTh y TOKOPIHHUX
3MiHaX OCBITHBOTO mporecy. lle chpusiio BUHMKHEHHIO YMCICHHUX I1HHOBAIN y
cdepi OCBITH.

[lepexin Ha jgucTtaHiiiHy (OpMy OCBITY BHMara€ BIPOBAKEHHSA 1
3aCTOCYBaHHS 1HHOBAIIMHUX TMEJAroriYHUX TEXHOJOrIH B OCBITHBOMY MIPOLECI
3aKiamlB BUIOI OcCBITH. OOHIEIO 3 1HHOBAIIWHUX IIE€IArOriYHUX TEXHOJIOTIH €
reiimi(ikaitis, GyHKIISIMUA SKOI, HA JTyMKY HaykKoBIIiB [1] €: ¢opmyBaHHS 3adaHUX
KOMITETCHTHOCTEH TIPOTATOM IrpOBOTO TPOIIECY; MOHITOPHUHT HASBHUX, OTPUMaHUX
KOMIIETEHTHOCTEH, a TaKOXX THX, IO PO3BUBAIOTHCS; PO3B'SI3aHHSI KOMOIHOBAaHUX
3aBlaHb, CIPSIMOBAHUX Ha ()OPMYBAHHS Ta OILIHKY KOMIIETEHTHOCTEH. TakuM YHHOM
U1 €EeKTUBHOCTI (DOPMYBAHHSI €KOJOTIYHOI KOMIETEHTHOCTI MaOyTHIX YUYUTEB
TPYJIOBOTO HaBUAHHS Ta TEXHOJIOTIH Ta MiJICUIICHHS iX MOTHBAIIlIi OyJIO BIPOBAKEHO
TEXHOJIOT110 TeiMidikariii.

[lepmoyeproBo mnuTaHHSA reimidikamii  TOCHIKYBaIM came 3apyOixkHI
naykoBii (K. Chiluiza, J. Hamari, K. Kapp, J. Koivisto, M. Ortiz, H. Sarsa,
M. Valcke, Ta inmi). AHami3 OCTaHHIX JOCHIKEHb 1 MyOJiKaiid BITUM3HIHUX
aBTOPIB TOBOPUTh TPO TMOMYJSAPHICTh TredMidikamii Sk 00’€kTa Ti3HABAIBHOI
TISTBHOCTI HAYKOBIIB. JIOCTIIKEHHS] O3HAYEHOTO TMUTAHHS 3MIMCHHIIM YKPaTHCBHKI
HaykoBi: I. Kpacuomok, JI. MuxaiinoBa, . Cemenummuna, C .CTyneHBKOB,

C. Tonouko, B. XoxyHoBa Ta iH1mi.



[eiimidikariist — 1€ «BUKOPUCTAHHS ITPOBOI MEXaHIKU, €CTETUKH Ta IFPOBOTO
MUCJICHHSI JUTSl 3aydeHHS JIIOJel, MOTHBYBATH IO /i, CIPUATA HABYAHHIO Ta
BUpimryBaTu mpodaemuy [2]. Iefimidikaiiiss — 11¢ BAKOPUCTAHHS irPOBOIO MUCJICHHS,
MiXO/AIB 1 €JIEMEHTIB y KOHTEKCTi, BIIMIHHOMY BiJ irop. Bukopucranus irpoBoi
MEXaHIKH TIIOKpallye€ MOTHBAI[II0 Ta HaBYaHHSA B OQIMIMHUX 1 HePpopMaIbHUX
ymoBax [3]. Mu Tako MOBHHHI pOo3yMiTH, 110 reiimidikaiiii B ocsiti (gamification in
education), irpoBoro HaBuaHHs (game-based learning) Ta HaBuambHOI TIpH
(educational game) — He TOTOXHI MOHATTS [2].

SKIIO TOBOPUTH MPO BUKOPUCTAHHS TEXHOJIOTIl reimigikaiii B OCBITHBOMY
MpOILIEC] 3aKiaaiB BHILOI OCBITH, TO L€ B MEPILy Yepry AJis TOro, MO0 MiIBUILIATU
MOTHBallII0 3700yBayiB 10 HaB4YaHHS. lle Takok € akTyalbHUM Y 3B’SI3KYy 3
JTUCTAHI[IHHAM HaBUYaHHSM, SIKE€ BXKE TEX TpHUBAE OMU3BKO TPhOX poKiB. CTymeHTH
BTpAyaroTh 3allIKaBJIEHICTh JO HAaBUYAaHHS, XOU MOXYTh MOBHICTIO PO3YMITH, IO iM
ciig 3100yTH OCBITY.

Metonuka (opMyBaHHSI €KOJOTIYHOI KOMIIETEHTHOCTI MalOyTHIX YYWTEiB
TPYJIOBOTO HABYAHHS Ta TEXHOJIOTIHM mependayana po3poOJieHHS HaMU BHOIPKOBOTO
KOMIOHEHTY «OCHOBU (OpMYBaHHS €KOJOTIYHOI KOMIIETEHTHOCTI MaiOyTHIX
VYHUTEIIB TPYJAOBOIO HABYAHHS Ta TEXHOJOTIH». [ OLIbIIOT 3aIlikaBI€HOCTI Ta
IIBUIIICHHS MOTHBAIII CTYJAEHTIB OyJ0 BHpIIMICHO CIPOOyBaTH IMOMICTHTH JIaHUMA
kypc B cepenosunie Classcraft. ITpuumam oOpanns wmiei miardopmu: 1) miiicHO
IrpoBUii TU3aiiH Ta rpadika; 2) MOKIUBICTh MPAIIOBATH BUKJI/1auy 3 KOMIT IOTepa Ta
cMapTpoHa, MPOCTO 3aBaHTAXKMUBIIU JoAaToK. Ilnardopma Bxke mnependadae Taxi
eleMeHTH reimidikamii sk Bi3yasibHI €(eKTH, HaropoAu, 3BOPOTHHUM 3B’S30K,
perTuHTH, 0amu, Haropoau. Ham ke & 3amummaeThest J0JaTH LI, 1CTOpii, 3aBIaHHS 3
PO3B’SI3aHHSM peajbHUX MPOOJIEM, TOJOBOJOMKH, TOOTO PO3POOUTH 3aXOTUIMBUIN
3MICT He 3a0yBar04Ml MPO OCHOBHY IIiJIb — OTpuUMaHHsA. HacmpaBmi kX enemMeHTH
revimiikarii MoxxuBo Oyio BBectH 1 B LMS-cucremu, taki sk Moodle, Classroom
TOIO, ajie AWCTaHIIHE HaBYaHHs, SKE€ TpHUBAaE J0ci, 3pobOuia I TIaTGopMu
3BUYHUMH, MOKJIMBO HAaBITh CKa3aTH TPAAMIIIMHUMHU JJII OCBITHHOTO TPOIIECY

3aKJa/1iB BUIIOT OCBITH Y KpaiHH.



Omxe, Hapa3l iae BIOPOBAKCHHS JaHOT METOAMKH 3acobamu reimidikaiii,

PO pe3yJbTATH SIKOi MOYKHA Oy/ie TOBOPUTH Ii3HIIIIC.
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