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OCBITHIHU IIOTEHIIAJ BIZIEOITOP:
CBITOI'VIAAHO-METOJOJOI'TYHI 3ACA/IN

YV cmammi 3’acosyiomvcsa ocobaueocmi 8ideozpu 5K 0CoOAUB020 (EeHOMEHY 8
aorcummi cyuacHoi aroounu. O0rpyHmogyemucs ioest npo HeoOXIOHICMb UPODIEHHS AKICHO
HOB80I cmpamezii poO36UmKYy 0C8IMHbO20 NPOCMOPY, 3ACHOBAHOL HA AKMUBHOMY 3A1YYEHHI 8
OCBIMHIU Npoyec HOGIMHIX KOMYHIKAYIUHUX MEXHONO02IU HA B8I0e0icposux niam@opmax.
3’scoeano, wo OianbHiCMb JHOOUHU NEPEeniMmAEmbcs 3 2poi abo BKIUAE 8 cebe NeBHI
i2po6i elemMeHmu 8i0 camoz20 nouamky opmyeants cycniitbcmea. I pa 6ukonye 3oxkpema
BUXOBHY (DYHKYII0, MOOENIOE NeGHI cumyayii ma 0038014€ ompumamu 6a308i NPaKmuiHi
naeuuxu. Ilpu yvomy, ieposutl npoyec Haguac uepes po3eacu, BUX08YE 3 HEBUMYUIEHICMIO,
AKOI nooexkyou He GuUcmavae KIacuuHiu oceimi. Buseneui oceimuill nomenyian ma
NpOaHanizo8ami oc8imui nepcnekmusu gioeoicop. Hazonowyemvcs na euxopucmanmi
8i0€0icop 8 OCBIMHLOMY NPOYECi 3 MPbOMA HANPAMKAMU: OCEIMHI iepu, 2eumighikayis
oceimu ma Haeyanus Ha ocHosl epu (Game Based Learning). 3pobaenuii 8UCHOB0K Npo
nepcnekmusy  3alyYeHHs — 6l0eoicop 00 HABUANLHO20 Npoyecy AK HOBAYIUHO20
MemoOu4H020 IHCMPYMeHmapito, 30amuo20 chopmyeamu GiON0BIOHI HABYUANbHI MA
npogheciiini KomMnemeHmHoOCMi.

Knwuoei cnosa: sioeocpa, ceiimigikayis oceimu, 2pa, HABYAHHS HA OCHOBI 2pu,
ocsima, 0C8ImHI iepu, OC8IMHIL NPOCMIp.
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Beryn. CydacHuii CBIT 3aCHOBaHMM Ha MOCTIWHIM AWMHAMII CYCHUIBHUX BIJHOCHH,
HEBIJI’€MHOIO CKJIaJJOBOIO YaCTHHOIO SIKMX BHCTyHae ocBiTa. OCBITHIHM IMpoOIEC B Cy4aCHUX
yMOBaxX MEPMAHEHTHUX 3MIiH BCiX CTOPIH CYCHUIBHOTO KUTTS JEMOHCTPYE MpOOJIEeMHY
CUTYAIIII0 CTOCOBHO a/ICKBAaTHUX BI/MOBI/ICH Ha MOTpeOU ChOroJIeHHs. BaxumBa ckiagoBa
npoOJieMaTUKX OCYYaCHEHHS (POPM 1 METOIB OCBITH CTOCYEThCS MUTaHb MOTHBAIlll Ta
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BKJIFOUEHOCT1 Y4YHIB (CTyZeHTIB) B OCBITHIM mponec. CydacHa mpoOiemMHa cHUTyallis
MoJisira€ B TOMY, IO KJIACHYHI METOAM Ta MEXaHI3MM HaBYaHHS MalOTh HHU3bKY
e(EeKTUBHICTh TaM, Jie HEOOXITHO cpopMyBaTH HECTAaHJAPTHE MHCIICHHS, K€ BIAMOBIIAE
IHHOBAIIIMHUM BHIKJIMKaM CydacHOi nuBimizaiii. HoBi ctparerii ¢jopmyBaHHS CydacHOTO
OCBITHBOT'O TPOCTOPY, 3aCHOBaHI Ha 3aJydyeHHI HOBITHIX, TepII 3a Bce IUPPOBUX,
TEXHOJIOT1M Ta HOB1 METOJWYHI, B TOMY YHCJi IFPOBI, MAXOAM JO OpraHi3allii Ta 3MICTY
HABUYAJBLHOTO TMPOIECY BUSBISIOTH JTOCHTh BHCOKY pE3yJIbTAaTUBHICTH y BHPIMIECHHI
npobseMm cydacHoi ocBitu (Al-Azawi, R., Al-Blushi, M., Al-Faliti, F., 2016, p. 132-136).
Baxnuicte reiimigikamii mosArae me W BUXOASYM 3 TCHXOJIOTTUYHUX OCOOJIHMBOCTEH
OpUPOAM JIOAMHU. B KilacMYHOMY OCBITHBOMY IIpolieci 4YacTo 3a0yBaeTbCid UM
HIBEJIIOETHCSI TPOCTA TICUXOJIOTIYHA HACTAHOBA 3JI0POBOI JKUTTEIISIILHOCTI: «T€, IO MH
poOMMO Mae IPUHOCUTU HaM PaAICTh» a0 K MPO HNPUHIIMI «HABYAHHS B 3aJ0BOJICHHS 1
HaBUYaHHSA 3 33/I0BOJICHHSIM». ['pae, K HisKU 1HIIUN Tpollec, HallyacTiile HaJa€ JIOIUHI
TaKy MOKJIUBICTb.

3BuYaiiHa  yHIBEpCHUTETChKA  aKaJeMiyHa TIporpaMa  BIIAIITOBAaHA  JIOCHUTh
CTEPEOTHUITHO: MOHOJIOTTYHI MEHTOPCHKI JIEKI[li, CeMIHApHU y BUIJISIAI IMIKUIBHUX YPOKIB 3
JEeKJaMall€l0 JIOMallHIX 3aBlaHb, ICOUTH 3 (OopMalbHUMU BHUMOTaMU Yy BUIJISI
MOJIUBOCTI TPOCTOTO BrajyBaHHS BIPHUX BIJAINOBiJIEW TECTOBUX 3aBlaHb. Tak, IIe
CTaHJapTHA CXeMa OpraHizallii HaBYaJbHOTO MPOIIECY Y MEePEecIyHOMY YHIBEpCUTETI. AJie
I1e cCXeMa BYOPAITHLOTO JTHS.

CrorozieHHs TPOTOHYE PsJ 1HHOBALIMHUX IMAXOAIB J0 OpraHizamii Ta 3MICTY
HaBYaJbHOTO mpouecy. Ha 4diibHOMY Micll cepell SIKUX 3HAXOAMTHCS 1rpOBa MOJEINb.
HaBuanns, 3acHOBaHE Ha Tpi, MPOMOHYE HE MPOCTO CEMECTPHU Ta CECio, a TMOJOJIaHHS,
aHAJIOTIYHO TPi Ta 3aBASKH IFPOBUM TEXHOJIOTISIM, PI3HUX (TIOCTYIIOBO 3pOCTAIOUNX) PIBHIB
CKJIATHOCTI 3 TOCTYNOBHMM II€PETBOPCHHSAM HOBadkKa B Marictpa. MOHOTOHHHMH «IIUISX
HAaBUAHHSA» CTa€ «PElbeEPHUM KPAEBUIAOMY», 3 SBISAETHCI MOTHB IMEPEXOJIUTH 3 OJHOTO
piBHS Ha 1HmWMI. BuHukKae edexkt 3maraabHOCTI, IO JOJATKOBO CTUMYJIIOE YYaCHHKIB
OCBITHBOTO Tporiecy. DaKTUYHO, CTYACHT MPOCYBAETHCS IO CBOEI METH IUISIXOM TPaBIls

(Cepreena JI., 2014).
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AHaJi3 HAYKOBHMX JOCHiIKeHb. B cydacHOMY CBITOBOMY HAayKOBOMY AHCKYypCi
BiJleorpa fAK MpeAMET IOCHiIKeHHs 3 saBhseTbess B 80-90 pp. MUHYJIOrO CTONITTS B
pobortax Bimomux nociigHukiB SAna borocta (Bogost 1., 2009), I'on3zano ®@packu (Frasca
G., 1999), Padaeno bepronce (Bergonse R., 2017), axi aHami3yroTh HOBUN (HEHOMEH
COITIaJIbHOI PeaJbHOCTI, HOT0 3HAUYCHHS, POJIb Ta BIUIMB HAa PiBEHb COIIAIbHOT KOMYHIKaIIi1
B cycniiabcTBl. Ha moyatky XXI cTONITTS B MPOBIJIHUX CBITOBUX HAayKOBHX ILIEHTpax Ta
KOpIoparisx, o po3suBatoTh I T-iHgyCcTpito (30kpemMa, MaccadyCeTChKHi TEXHOJIOTTUHHMA
iHctutyT (MIT - Bim Massachusetts Institute of Technology), kopmopariss Microsoft Ta
1HIIT1) 3’ ABJISTFOTHCS TOCIIKEHHSI, O€3MMOCEPETHRO CIPSMOBaHI Ha BKJIIOYEHHS BiZCOIrop B
cTpaterii (popMyBaHHS 1HHOBAI[IMHOTO OCBITHHOTO CEpPEIOBUINA (HAMPHUKIAA, TPOEKT
«Games-to Teach Project» («Irpu s HaBuaHHS»), pO3pOOJICHUH B MapTHEPCTBI MiX
nporpamoro kommnapatuBHux gociikenb MITis Ta Microsoft Research). Cepen nux crif
BiJ3HAYUTH HampaioBanHs Epika 3iMepmana Ta Keri Camen (Zimmerman E., Salen K.,
2003), a Takox Mirens ne Arinepu ta Anbdorco Menmiza (M. de Aguilera, A. Mendiz,
2003). Cepen yKpaiHCBKMX HAyKOBI[IB MOKHAa BHAUIMTH JociimkeHHs O. AieBoi,
B. I'ymanogcekoi, JI. Inpaumbkoi, K. Kuciroka, A. Kobnescskoro, H. CtparoHoBoi Ta iH.
Heposp’sizaHoro mpoOieMoro, 30KkpemMa B BITYM3HSHUX JOCHIIKEHHSIX, TPOJOBXKYE
3QJIMIIATUCS OCMUCIICHHS (DEHOMEHY BiZICOTPH B KOHTEKCTI 11 MOXKJIMBOCTEH (popMyBaHHS
IHHOBAIHOTO OCBITHROTO cepenonuina (Horban O., 2018, ¢. 29-33).

Hapasi, cBiToBa HaykoBa JIyMKa CTOCOBHO 3a3Hay€HOi MpOOJeMaTHUKU 3alMa€eThCs
OOTpYHTYBaHHSIM 17Ie1 TIPO HEOOXIMHICTh BUPOOJEHHS SKICHO HOBOI CTpaTerii pO3BUTKY
OCBITHBOTO IIPOCTOPY, 3aCHOBAHOI HA AaKTUBHOMY 3aJIyY€HHI B OCBITHIM MPOLIEC HOBITHIX
KOMYHIKaIITHUX TEXHOJIOT1# Ha BiJIEOIrPOBUX IIaTdhopmax.

Came TOMy, METOK JaHOTO JIOCHIJDKEHHS € BHUSBJICHHS OCBITHHOTO MOTEHIIATY Ta
aHaJI13 OCBITHIX MEPCIEKTUB BiACOITOp.

Buxnan ocHoBHoro marepiaay. Haragaemo, 1mo cucteMHU aHali3 TPU K SBHINA
sniiicnne Moran Ieif3uira, BigoMuil Himepnasackkuii dimocod, icTOpuk Ta TeOpeTHK
Ky1bTypu. Moro iges momsraza B TOMy, IIO Tpa IIOCTA€ IOBHONPABHOIO YACTHHOIO
JOJICHKOTO OYTTS, a TAKOXK OKpeMHUM (hEHOMEHOM COIliaIbHOI peaTbHOCTI, SIKHI TOTpedye

TOCIIIJDKEHHS 3a OCOOJIMBUM METOIOM.
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https://dl.acm.org/author_page.cfm?id=81414597909&coll=DL&dl=ACM&trk=0
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Y Bigomiii npani «Homo Ludensy H. I'efi3suara HABOAUTH OCHOBHI 03HAKHM, IPUCYTHI
B XapaKTEPHUCTHII MPAKTUIHO OY/Ib SKOI TPH:

«- cBOOO/IA,

- 130JIbOBAHICTb,

- KHECIIPaBXKHICTHY,

- 0COONTMBUI MTOPSINIOK,

- TAEMHICTb,

- HesuuaiinicTs» (eitzinra 1., 1994).

Hinepmanncbkuii  MOCHIAHWK JOBOJI  JIETaJbHO aHANI3YE TEPMIHH, SKUMU
TI03HAYAETHCS B Pi3HUX MOBAX CI0BO «rpay. [Tpu mpomy M. T'eii3unra Bif3HAUAE HAsBHICTD
y 06aratboXx MOBax Pi3HUX MOHSTH, 0 MOXYTh MO3HAYATH T'PY Y PI3HOMAHITHUX CEHCAX
(Hampukiaa, aHrJIoMoBHI  Tepminm  «play» 1 «game»). BaxiuBUM  acreKToMm
JOCIIKYBaHOI MpOOJIeMH Ha JTyMKYy BYEHOTO € T€, [0 TIpa BUKOHYE BaXIHUBY
KyJIbTYypoTBOpUy PyHKIII10. [I[prdomy, 0COOIHMBICTIO TAKOTO MIAXOMY € T€, IO I'pa Mepeaye
KyJbTYypl, @ HE BUIUIUBAE 3 Hei. EneMeHTH rpu 4u 1rpoBi MpaBuja MOBEIIHKU IPUCYTHI B
0aratb0X BUJAX COLIABHOI B3a€EMO/IIi, 30KpeMa, BOHHU SICKPABO BHPa)KEHI B CIIOPTUBHUX
3MaraHHsX, pemiridiHid oOpsSAOBOCTI, 3MarajibHOMY NpaBOCYI/l, OaraTboX BHIAX
HaBYAJIBHOI JISUTBHOCTI, TOIIO. B 3B’43Ky 3 IMM 1HKOJW HAJA3BHUYAHO Ba)KKO BCTAHOBUTHU
YITKY MEXY MK TPOIO Ta IHIIUM THUIOM JisbHOCTI. Came ToMy, JJis PO3pi3HEHHS PIBHIB
irpoBmsamii mromcekoi mismeHOCTi, WM. Teif3MHra mpoNOHye TepMiH «arOHialbHHI»,
MOXIAHUN BiJ JABHOTPEILKOTO TMOHATTS «agon» Ta JOTUYHOIO JO HBOTO 1HIIOTO
JTABHOTPEILKOTO TEPMiHY «paidiay, /ie nepiie Mae 3HaYeHHs OUTbII CEpUO3HOTO 3MaraHHs,
TOI1 SIK APYTH BUKOPUCTOBYETHCS HA MMO3HAYEHHS JUTSIYOI TPH, PO3Bar.

3a 1. [eif3uHror0, MisUIbHICTh TIOAMHU MEPEIUIiTAEThCS 3 IPOI0 400 BKII0YAE B cebe
MEeBHI 1TPOB1 €JIEMEHTH BiJl CaMOro Mo4YaTrky (opMyBaHHS CYCIUIbCTBA. B cydacHoMy
CYCIUIbCTBI BiIOyBaeThcsl mpoliec irpodikamii Oarathox cdep, HaBITH HAyKH, SKa,
3/1aBasIOCh 61, € MAJIOAOCTYIHOIO [st irpoBoro mixxony (Ieitsunra M., 1997). I'pa, uepes
MOJICITFOBAHHS ITEBHUX CHUTYAIlill Ta OTPUMaHHI MPH IbOMY 0a30BUX MPAKTUYHHX HABHUOK,

BHUKOHYE€ 30KpeMa BUXOBHY (yHKIIit0. [Ipu 110My, IrpoBHii mpoIieCc HaBYa€ Yepe3 po3Bary,
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BHUXOBY€E 3 HEBUMYIIEHICTIO, SIKOT MOJEKYIX HE BUCTAUa€ KIACUYHIN OCBITI.

Haii6inpmn mpocte BU3HAYEHHS BIACOTPU B CYyYaCHHUX JOCHIKEHHSIX 0a3zyeTbcs Ha
PO3YMIHHI i SIK TPH, «B Ky MM T'PAaEMO 3aBJSKH ayAl0BI3yalIbHIN amaparypi, Ta sika MOXKe
Mati HapaTtuB (0a3yBatucs Ha ictopii)» (Esposito, N., 2005). [Ipu mpomy, Bimeorpa,
Ma4y OCHOBHI PHCH TpPH SK Takoi, IpOsBIsS€ BiIacHy crenudiky Ta 0coOJHUBOCTI
3aylydeHHs 0 Hei. [luTaHHS BUKOPHUCTaHHS BIACOITOp y Pi3HHX cdepax MisTbHOCTI
JIOAVMHU aKTHUBHO JOCHIIKYETbCSI B CBITOBOMY HayKOBOMY JucCKypci. B VYkpaini
HAWOUIbIlEe yBaru NPUAULIETbCS JOCHIKEHHIO mporecy reimidikamii (Tkauenko O.,
2015, c. 303-309). SBuma OCBITHIX irop Ta HaBYaHHA Ha 0a3i Ipu Hapasl MOCTAIOThH
HalMEHII PO3pOo0JIEHUMH, X04a (IFypYyIOTh SIK YaCTUHU IpoLecy reimigikalili OCBITHBOIO
IPOLECY.

Bizneoirpu B HayKOBOMY JUCKYPCI, 1110 OMKUCYE OCBITHI MPOLIECH, MPUCYTHI y BUTIISAIL
K 1THCTPYMEHTa OCBITH, TakK 1 SBHIIA, SKE MPOSBISLE CBOi OCBITHI SKOCTI a00 HaBITh
OXOIUTIOE Ta BHUJO3MIHIOE OCBITHIM mporec. Bcei MeToauku 3aidydeHHs Bieoirop Ta
TpaHc@opmarlii OCBITHBOTO MPOIECy 0a3yIOThCA Ha 3arajbHUX ITPOBUX METOJAaX OCBITH,
B1JICOITPU B OCBITHHOMY MPOIECI BUKOHYIOTh (PYHKIIIT aHAIOTIyH1 (YHKIISIM 3araJlbHUX
ITPOBUX METO/IIB.

IrpoBi MeTO/IM B OCBITI XapaKTEpU3YIOThCS HASIBHICTIO ITPOBUX MOJENIECH MpPOILECy,
o0’exta abo0 1rpoBOI MISIIBHOCTI; 3HAYHUM CTYIIEHEM BKJIIOYEHOCTI B HABYAIBHOMY
MpolLecl; €MOUIMHICTIO 1 TBOPYUM XapaKTepOM 3aHSTTS; AKTUBI3ALIEI0 MUCICHHS U
MOBEIHKA CTYJICHTA; CAMOCTIHHICTIO CTYACHTIB Y MPUUHSTTI PillICHHS; 000B’SI3KOBICTIO
B3a€MO/IIi CTYAEHTIB MK COOOI0 Ta BUKJIaJauyeM; OakaHHSM HaOyTH YMIHb 1 HABUYOK 32
BIJIHOCHO KOPOTKHI TEPMiH.

IrpoBa misIbHICTH, SK 3a3HA4YalOTh BiTUM3HAHI gociaigHuku O. I'peyaHOBCHKa Ta
H. Kpagelib, BUKOHY€ Taki HACTYIH1 (DYHKIIII:

» CHOHYKaJIbHY (BUKJIMKAE IHTEPEC Y CTYACHTIB);

» KOMYHIKaOelbHYy (3aCBOECHHSI €IIEMEHTIB KYJIbTypH CIUJIKYBaHHS MalOyTHIX

CHENIaJICTIB);
» caMopeaiizallii (KO)KeH yJaCHUK I'pH Pealli3ye CBOi MOXKITUBOCTI);

» pO3BUBAIBHY (PO3BUTOK yBaru, BOJIi Ta 1HIINUX MCUXIYHUX STKOCTEH);
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» PpO3BaXallbHY (OTpUMAaHHS 3a/I0BOJICHHS);

» MIarHOCTUYHY (BUSIBJICHHS BIOXWJICHb Yy 3HAHHSAX, YMIHHSX Ta HaBHYKaXx,
MTOBE/IIHII);

» KOpEeKuiiHYy (BHECEHHS MO3UTHBHHUX 3MIH y CTPYKTYPY OCOOHCTOCTI MaiOyTHiX
daxisiiB) (Kpaserns H. M., 2017, c. 2).

BaxnuBuM eneMeHTOM TpH € MOTHBAIlid Yy4YacHHMKIB. Pi3Hl Tumm MoTuBarii
MOPODKYIOTHh Pi3HI crmocobm irpoBoi B3aemomii. Tak, HampwkiIam, SIKIO JTOMIHYIOYUM
BUCTYIIA€ MOTHUB JIOCATHEHHIO KIHIIEBOI 1rpOBOi METH, TO BCS IrpoBa JisIbHICTh
CIPSMOBYETbCS Ha 3aCBOEHHS MpPaBWJI TPU 1 BCS IrpoBa MOBEIIHKA MIANOPSAKOBaHA
TOCSITHEHHIO Pe3YJIbTaTy, IIPH IIbOMY TPaBIll «3aMUKAIOTHCS» HAa HHOMY 1 «OKUBYTBY» HOTO
OUIKYBaHHSM. SIKIIIO B OCHOBI T'pU 3HAXOJUTHCS MMi3HABaJbHA MOTHUBALIIS, TOJI YYaCHUKU
(GKABYTB» TPOIO, IIPOLIECOM ii PO3TOPTaHHS B Yaci, IHTEPECOM JO TOrO HOBOTO, 110 BOHU
Mmi3HaoTh y rpi. Hapasi, BaXJIMBUM MOTHBALIMHUM CTHUMYJIOM MOXE OyTH MOXJIMBICThH
CaMOCTIIfHOT MOOYIOBU IrPOBOI JiSTIBHOCTI — IUJIETBOPEHHS, TMOCTAHOBKH TMPOOJIEeM,
BUOOPY croco0iB iii i TpaktyBanHs poui (Kpaseus H. M., 2017, c. 3-4).

Buxopucranas Bieoirop B OCBITHbOMY MpOIECI MOXHA PO3AUIMTA Ha TPHU
HaIPSIMKK: OCBITHI irpH, reiimiikanis OCcBITH Ta HaBYaHHS Ha ocHOBI rpu (Game Based
Learning).

Ocgimui iepu — irpH, sIKI BKJIIIOYEHI B OCBITHIM TpOIEC SK MPUPOIHUNA EJIEMEHT
HaBuYaHHA. BoHH po3po0stoThCS Ta BUKOPUCTOBYIOTHCS B OCBITI Ta HaBYAHHI HA PIBHI 3
1HIITMM TeAaroriyHuM 1iHCTpyMeHTapieM. OCHOBHE 3aBJaHHS OCBITHIX irop - ITiIBUIIICHHS
MOTHBaIlli Ta BKIIOYEHOCTI CTyIAeHTa B Tporec HaByaHHI. Came TOMYy, B HHUX
MOEAHYIOTHCS SIK PO3BaXKaJIbHI €JIEMEHTH TaK 1 OCBITHI KOHIIENTH. B SIKOCT1 OCBITHIX 1rop
BUKOPUCTOBYIOTH TaK 3BaHl «CEPHO3HI Irpw» — I «BIJACOIrpH, MO0 MOOYyIOBaHI Ha
MPUHITUIIAX TPH, ajlec BUKOPHUCTOBYIOTHCS HE 3apaay po3Bard, a 3apajd HaBUYaHHS a0o
TpenyBaHHs. Cepilo3HI Irpu MOEAHYIOTH B €001 XapakTepHI €JIEeMEHTH BIJEOIrop —
MYJIbTUMOJIAJIbHICTh, 1HTEPAKTUBHICTh, CIENU(]IUHy OpraHizaimilo I1rpoBOi CHTYaIlii,
HapaTUB Ta comiaibHi 1Il. OKpiM 1BOTO, BOHU 3a0€3MeYyI0Th IMOCTIMHUN 3BOPOTHUMN

3B’SI30K y BUTIANI OamiB, abo 3MiHM CIEHApil0 TPH, 3a JOMOMOTOI0 YOro TpaBlii
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BIJICTeXKYIOTh CBill pyX y Hampsimi moctaBieHoi metn» (Tokapesa A. B., 2016, c. 374-378).

Hudposi irpu Ta cuMynALii € HOBUM 1HCTpyMEHTOM OCBITH. Cy4yacH1 AOCTIIKEHHS
HiATBEPIKYIOTh, 1110, B MOPIBHSIHHI 3 TPAAUIIHHUMU HABYAJILHUMU PECYpPCaMU, TAKUM SIK
KHWUTH, JICKIlii, CTyJACHTChKI TBOPH, IOCIIDKEHHS Ta TECTyBaHHS, BiIEOITPU MOXKYTh
JOCSITTH 3HAYHO BHUIIOTO PiBHS €MOIIHOTO BIUIMBY, IHTEPAKTUBHOCTI Ta €(DEKTUBHOCTI B
HaBuyaHHI: «Irpu Ta cuUMymslii MOXYTh €()EKTUBHO 3alIy4UTH CTYACHTIB B TMpOIIEC
OTpUMaHHS [JOCBiy 3 TMPOCTUMHU MEXaHI3MaMH Ta CTPYKTypaMH CHUCTEM, 4Yepe3
EKCIIEpUMEHT Ta JOCIIHKEHHS JOMOMOITH iM c(popMyBaTH MUCIEHHS BUCOKOTO PIBHS»
(Gibson D.C., Knezek G., Redmond P. Bradley E., 2014, p. 1-2). 3 miero meToio B
OCBITHI/ TPOLEC 3aTy4arOThCA CIEUIAIbHO po3po0JieH! sl GOpMyBaHHA y CTYIEHTIB
MEBHUX HABUYOK Ta JOCBIIY OCBITH ITPH.

[Ipote, MeTa OCBITHBOI T'PU IMOCTAE JAEIIO BIAMIHHOK BiJ METH TPaJMLINHOI TpH:
MeTa OCBITHBOI TPH YACTO MOJSTa€e JUIIEe B TOMY, 100 BHUKJIAJATH JTUCHUIUIIHY Ta
BIICBHUTHUCS, 1110 TpaBellb il 3acBOIB; TPAJHMIIMHI ITPU YACTIIIE CTABJIATH 32 METY
JIOBFOCTPOKOB1 BUKJIMKHM 1 HATOPOJPKEHHS T'PaBIIIB 32 3aCBOEHHSI HABUYOK, 1110 HEOOX1AHI
s BukoHaHHs 3amad (Burnes D., Butchko J., Patrick S., Wells J., Williams E., 2015).
ToMy OCBITHI Irpy 4acTO KOMOIHYIOTBCS 3 IHIIMMH (POpMaMH irpoBO1 aKTUBHOCTI. Takox
Oarato yBaru J0ci NPUIUISIETHCS PO3POOII Ta TU3AMHY OCBITHIX 1TOp 3 METOIO HE TUIBKHU
3poOUTH iX OUIBII SKICHUMH, a W TOCHJIUTH PUCH TPAJAMININAHOI TPHU I II1IBHUINCHHS
AKTUBHOCTI I'PaBLIs.

SckpaBum npukiagom ocBiTHROI Bifeorpu € Clifford: Make a Word. Lle daktuuno
rpa-KpoCBOP/, €AMHE MMPU3HAYEHHS K01 — MoOy10Ba CJIiB Ta iX BUBYEHHS. Taka rpa iuiie
YacTKOBO € TPOI0, BOHA Habarato Ouiblie HabJMKeHa A0 MPOIECY KIACUYHOI OCBITH, aHIXK
710 TIPOLIECY TPH.

HactynHuii HampsiIMOK BHUKOPHUCTaHHS BIJIEOITOp Y OCBITHBOMY TIpoleci -
reitmidikarris (abo irpodikairis, Big anri. gamification, refimizailis) — IpeacTaBIisie COO00
3aCTOCYBaHHS IMIJIXOJIB, XapaKTepHUX [JIi KOMIT IOTEPHUX IrOp B TPOTPAMHHX
IHCTpYMEHTax JUIsl HEIrpOBUX IMpolleciB B HaB4yaHHI. PakTUyHO, reuMidikaiis - ue
KOMITJIEKC MOTHBAIIMHUX YIIPABIIHCHKUX TEXHIK, 3aII03WYCHUX B TBOPIIIB KOMIT FOTEPHHUX

irop, a TakoX B3SITHX 13 caMux Bigeoirop. «I'eiimiikamisi B OCBITI, - BBaXKa€ BiIOMUUN
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nocaiaauk Bineoirop I'. dpacka, - mponoHye BUKOPUCTAHHS CUCTEMH MPABUII «SIK Y TPi»,
JOCBII Ta pojib rpaBus s GopmyBaHHs moBeninku yuHs» (Frasca Gonzalo, 2015).
OcHoBHa 1mes reWmidikaiii OCBITH TMOJArae B peadi3aiii I1rpoBOro IMiJIXoay B
HABYAJILHOMY IPOLIEC] AJIs TOTO, 100 3pOOUTH HaBUAHHS OUIBII IIIKABUM 1 3aXOILTIOI0YUM.
BonHouac, Ha AyMKy psiTy JOCHIAHUKIB, Taka OpraHizailis HaBYaHHS BIJIKpPUBA€ W 1HIII
MO>KJIMBOCTI, 30KpeMa Taki, SIK 3a0e3MeuUeHHs 3alliKaBJICHOCTI HaBYAJIBLHUM IPOIECOM,
BHUCOKUH piBEHb MOTHBAIlii, aBTOHOMII 1 mpodimizamii 3micty HaBuanHs (Kauan b. M.,
2017, c¢. 55-59). Jlns ycmimrHOTO BOPOBAPKEHHS IIpolecy TeiMidikaiii B OCBITHIO
TISTBHICTh BXKJIMBHM € PO3YMIHHS TOTO, SKMM YMHOM BOHA BKJIIOYEHA B KOTHITHBHY,
EMOIIIHY Ta collalibHy cdepy.

[eitmidikariss B KOTHITUBHIN cdepi Moxe OyTH TpeAcTaBlieHa K TEBHUW THUI
BUMPOOYBaHHS, B SKOMY BpaxOBYIOTBCS B)K€ HaOyTi HABHYKH TPaBIsg-ydaCHUKA
OCBITHBOTO mporecy. CyTh Moysirae B TOMY, IO CKJIAJAHICTh 3aBIaHb IiJABUIIYETHCS 3
Mepexo/IoM YYHs/TpaBlsl Ha OUIBIN BHUCOKMH. B maHoMy Bumaaky, B HaBYaHHI
AKTUBYIOTHCS MOTHUBAIIIIIHI OCOOJIMBOCTI IPaBIIiB - CTBOPEHHS CrielU(PIUyHUX MpoOIeM Ta
3a0X0YCHHS YYHIB BCTAHOBJIIOBATH JOJATKOBI Il JyuIs cebe. ['efimidikaliisa B eMOIiiHIN
chepi Mae Ha METI B LUJIOMY MIAKIIOUYCHHS BAXJIMBUX €MOI[IN KOPUCTYBaYiB: IIKABICTh,
HE3aJIOBOJICHHS Ta 3aJIOBOJICHHS. Pe3ynbTaToM I[bOTO BUCTYNA€ SK TO3UTHUBHUMN
EMOITIMHUI JOCBIJ TaK 1 HETaTUBHUM JTOCBIJI, SKMH 3a0X0YYy€E TPaBI[iB BUKOPHUCTATH HOTO
JUTsL TIOJIIIIEHHSI pe3ynbTaTy B ManOyTHboMy. Jlo mpukiiany, y OaraThboX Bijeoirpax
CHeIiajJbHO 3BEPTAETHCS yBara rpaBIisl Ha 4YacTO MOBTOPIOBAH1 TOMUJIKH 1 €IMHUM IUISIXOM
HAaBUUTHUCSA, SK TpaTH, € TOBTOPEHHS TI'pH Kigbka pasiB. KokeH MOBTOp Tpu ydeHb
HABYAETHCA J10JaTH MMOMUJIKY 1 3100yBa€ HOBI 3HAHHS, BMIHHA Ta HaBUYKU. [ eitmidikanis
y cormianpHIA cdepl M03BOJSE TPABIKIM CHPOOYBAaTH HOBI POJi Ta 1AEHTUYHOCTI. YUHI
3MYyULIEHI IPUIAMATH PILIEHHS, BUXOJYH 3 PI3HUX TOUOK 30pYy, 3aCTOCOBYIOUM BUTAJaH1 YU
peaNTICTUYHI POJTi BIAMOBIHO 10 CUTYaIlll, SIKa CKIAAaeThesl B X011 Tpu. OcoOIUBICTIO TpU
B OCBITI TaKOX € 37]aTHICTh YYaCHHUKIB JIEMOHCTPYBATH Ti CBOi IOCSTHEHHS, SKi B IHIIOMY
BUMNAAKY 3IMIIWIACH OM HemoMiueHUMH. B TpamumiiiHii OCBITI mepenadadaeTbcs ix

OJIHOTUITHE BHU3HAHHS, OJHAK y TelMi(piKOBAaHOMY CEPEIOBHUIII TPABIll MalOTh OLIbIIE
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BJIACHUX MO>KJIMBOCTEH 1100 BIA3HAYEHHS CBOIX Ta UY>KUX JTOCSTHEHb, 30KPEMa MOXKYTh
HaropoJKyBaTH OJIMH OJTHOTO, 3a0X0YyBaTH ydacTh B rpymi/crinbHOTI (Pesare E., Roselli
T., Corriero N., Rossano V., 2016, p. 5).

['eitmidikoBaHa ocBiTa MpeaCTaBiisie cOO0I0 TaKy OpraHi3allilo OCBITHBOTO IMPOIIECY,
CYTHICHOIO CKJIQJIOBOIO SIKOTO, 3MICTOM Ta (pOpMaJIbHOIO OOOJIOHKOIO BHUCTYIA€ rpa. 3a
JIOTIOMOT'OI0 TIEBHO1 B1/ICOITPOBOI MPOTrpaMu Y4eHb a00 CTYIEHT OTPUMY€E HOBI1 3HAHHS B
mpoleci 3alydeHHs Yy TE€BHY TIpy, sKa BiAOyBaeTbCsl 3a MpaBWIAMH, YacTo
BCTAHOBJIIOBAHMMH BHKJIaJau€M, 3 3aCTOCYBAHHSIM OKpEMOi OCOOJIMBOi  CHUCTEMHU
3a0x04eHb. Crenu@ikoo TaKoro OCBITHBOTO 1HCTPYMEHTApil0 BUCTYIA€ B TOMY YHCIHI
BI3yaJIbHUM 1HTEp(eic, SIKUi 4acTO CTAa€ LIKABUM 3a0XOYEHHSM 1 BUTPAITHO KOHTPACTYE
Ha (QOHI 3BUYANMHUX POpM, Y SIKUX MOAAEThCS 1HPOpMaIlid Ta 0OPMITIOIOTHCS 3aBJIaHHA Y
HABYAJIbHUX 3aKJIa/1ax.

EnemenTtamu reiimidikoBaHOTO MPOIECY HA CHOTOJIHI €:

v/ mporpec — Ha04HE BiJIOOPasKEHHsI IIOCTYIIOBOTO POCTY:

- P1BHI — PO3IIMPEHHS W BIIKPUTTS TOCTYITY 10 KOHTEHTY;
- 0anu — nudpoBe Mo3HAYEHHS 3HAYMMOCTI BUKOHAHHS POOOTH.
v/ iHBECTHIIT — BiAUyTTS TOPJOCTI 32 OCOOMCTICHHI BKIIAJ B IPY:
- TOCSITHEHHS — OTPUMAaHHS MyOJIIYHOTO CXBaJICHHS 3a 3aBEPIICHHS pOOOTH;
- HOBI 3aBJJaHHS — BX1Jl B CUCTEMY, 11100 OTPUMATH HOBI 3aB/IaHHS,
- cyMicHa po0oTa — CyMICHI Jii 331151 JOCATHEHHS BJIACHUX I[UIEH;
- eIIYHE 3Ha4Y€HHs — po0O0Ta 3a/1J1s1 JOCATHEHHS YOroCh BUJJATHOI'O;
- BIPTYaJIbHICTh — CTUMYJI 33/1F0BaTH 1HIIMX KOPUCTYBayiB.
v/ TOCTYNOBE BiAKPHUTTS iH(MOPMAIl — MMOCTYIOBE OTPHUMAaHHS JOCTYIy J0O HOBOI
iH(bOopMaIii:
- OOHyCH — OTPMMaHHS HEOYIKyBaHUX BUHArOPOJ;
- 3BOPOTHIN BIJIJIIK — BUKOHAHHSI 3aBJIaHb 32 0OMEKEHUI TIepioJ] Jacy;
- BIAKPUTTS — BIIKPHUTTS HOBUX (PparMeHTIB 3HAHb Ta JOCIIKCHHS BJIACHOTO

OCBITHBOTO TIPOCTOPY;

- MOMEpPEePKEHH BTpaT — BUKOPUCTAHHS TPHU SIK 3ac0o0y ISl MOMEpeIKEHHS

BTpaTH BXkKE OTPUMAHOTO, 3apO0JIEHOr0;
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- CHHTE3 — BHKOHaHHS crenupIYHUX 3aBAaHb, B poOOTI Hax SKUMH
BUMAaraeTbcsi 3aCTOCYBaHHs BiApasdy Aekiabkox HaBuyok (Tkauenko O., 2015, c.
306).

[eiimidikaris Oinmpine HAONMKEHA [0 TPAOUIIMHUX 1rop, aHDX OCBITHI ITpH.
Bineoirpu, 1mo 3acToCOBYIOThCS IS Teimidikallii OCBITH, € OUIBII CKIAIHUMHU 32 OCBITHI
irpu. OKpiM 11bOTO, y TeiMi(IKOBaHY OCBITY MOXKYTh OyTHU HE BKJIIOYEHI OCBITHI ITpH K
TaKi.

[Ipuknagom 3acoby revimidikaiii € cuctema ClassCraft. ClassCraft — 6e3komToBHa
OCBITHSI pPOJIbOBA Tpa, B Ky y4€Hb Ta BUUTENb T'PAlOTh MPOTIroM HaBuaHHS. BoHa €
(dboHOM Ta GyHAAMEHTOM ISl ITPOBOTO MPOIECY, MOXKE OYTH JOIy4Y€Ha O BUKJIAJAHHS
Oy/Ib-SIKOi TUCHUIUIIHU Ta BUKOPUCTOBYETHCA, 00 MOTHMBYBAaTH Y4YHIB /IO HABYaHHS Ta
3al[IKaBUTH B HABYAJILHOMY IpOIECl. YCMIXU Ta BUHArOPOAH, OTPUMAaHI MPOTATOM TpH,
B1JIOOpaXKaIOTh peabHY YCHINIHICTh y4YHSA. Y CHCTEMY TaKOXK IHTErpoBaHA aHalIITHKa
YCHINIHOCTI, IO J03BOJIA€ O0aThbKaM OTpUMATH 1H(POPMAIIIIO MIOJI0 YCHIMHOCTI aiTed. Ls
CHCTEMa TaKOXK CTUMYJIIIOE YUHIB O KOOMepallii, apke TOTOMOTa OJMH OJJHOMY MPOTATOM
IrpU MOXE JOMOMOITH OTPUMATH JOJATKOBI Oayid, 10 B MOAAJBIIOMY BIUIMHYTH Ha
3arajbHy OLIHKY THX, XTO aKTUBHO JOTIOMArae iHIIAM.

Cucrema ClassCraft € gocTaTHbO THYYKOIO, 100 I1HAMBIAYyali3yBaTH HaBYaHHS 1
MiJIAIITYBAaTA MOTO T PIBEHb KOXKHOTO YYHS, IO HE 3aBXKIU BAAETHCS peali3yBaTH Y
KIacMYHUX (opmax HaB4YaHHA. BOHAa TakoXX MJO3BOJISiE BHUTpAdyaTd MEHIIE Yacy Ha
BIICTE)KCHHSI YCIIIITHOCTI Ta CIIOHYKAa€ 70 aKTHUBHOI criBmpari. BigMiHHICTE 11 Bix
OCBITHIX 1FOp MOJSITa€ B TOMY, II0 BOHA HE MPOCTO MOJA€ MEBHUI OCBITHIA MaTepiall B
irpoBiii popmi, a 103BOJIsIE TpaHCPOpMyBaTH OyIb-IKUH OCBITHIM MaTepiall y rpy Ta
BUCTYTIA€ ITPOBUM 0a3UCOM JJIs B3a€EMOJI1 MK YUHEM Ta BUUTEIIEM.

Game Based Learning (GBL) — me ocobmuBa (¢GopMa HaBYaHHS, sKa
BUKOPUCTOBYETHCS, JJISI 3a0X0OUEHHS CTYACHTIB JI0 HABUAHHS B MPOIIEC] TPU Ta JTOJaBaHHS
po3Bar y HaBYAJIBHHUHA TMPOIEC 3 METOK 3POOMTH 3a iX JOMOMOTO HaBYaHHS OUIBII
[[IKaBUM. 3aJy4eHHS BIJIEOIrOp O KJIACMYHOIO OCBITHHOTO MPOLECY B LIbOMY BUMIAAKY

BIIOYBAEThCSL K MOJICTIOBAHHS, HABYAIBHHUM NPUKIAN a00 €JIEeMEHT BHHArOpoju 3a
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JNOCSATHYTUM HAaBYAJIIBHUM PE3yJIbTAT.

Cring po3pi3HsATH TeiMidikarlito B OCBiTI Ta HaBuaHHA Ha ocHOBI Tpu (GBL), mix
AKUMHU ICHY€ CyTT€Ba pI3HMIL. 3aBHaHHs reiMidikaiii - MepeTBOPUTH HaBUYAIbHUUN
mpoIriec KoM y rpy, Tomi sk Mera GBL — 1me BuUKOpuCTaHHS BieOTPH SIK YaCTUHH
HaBYyajdbHOrO mponecy. OIHaK A0 CHUIBHUX PHUC MOXHA BIIHECTH Te, IO 0o0MaBa IIi
HaIpsSMKW 3 YCHIXOM MOXYTh 3aJlydaTH BUXOBHI Ta OCBITHI aclEKTU TPH B IIIJIOMY Ta
BiJIeOirOp 30KpeMa, a came: ampoOariro pojedl Ta IIeHTUYHOCTEeH B TIPOIECi TpH,
TECTYBaHHS TIEBHHX MoOJeNIeH, mepeaady iHQopMaiii Ta I[IHHOCTEH; BiAMpaItOBaHHS
HAaBHYOK Y T'pi, aHAJOTIYHE BIAMPAIIOBAHHIO 1X B XOJ1 HaBYaHHS; 3BEPHEHHS 10 €MOIIIN
IpaBIls, 3aBASKH YOMY B3a€MOJIsl CTAa€ 4acTo OUTbII €(PEeKTUBHIIIA, HIK MPOCTHA OOMIH
1H(pOopMaIli€ro.

OpHoto 3 irop, 110 BUKOPUCTOBYIOTh B HaBUaHHI Ha 0a3i rpu, € Minecraft: Education
Edition. Ile — Bepcis momymspHoi rpu Minecraft, mijuamroBana came MijJ OCBITHIN
nporiec. [lompu meBHI 3MiHU, I Bijeorpa 30epira€ OCHOBHI pUCH TpHU 1 MOXKe OyTu
BUKOPHUCTaHAa SIK JUIsl pO3Baru, TaK 1 JUIsl KPalioro po3yMiHHs OCBITHROrO MaTtepiany. Bona
MOCTAa€ MEBHUM KOMIIPOMICOM M1k OCBITHIMH IrpamMH Ta TOBHOIO TeiMidiKaIl€o OCBITH, a
TaKOXK MOkKe OyTH BUKOPHCTaHa SIK IeBHA BUHATOPO/Ia JJIST YUHIB.

Pazom 3 TuM, crij 3a3HAYMUTH, 110 3aCTOCYBAHHS B1JICOITOP B OCBITI Ta IEPETBOPEHHS
OCBITHBOT'O TPOIECY HA BiJICOTPY HE JICTAJIO 1€ 3HAYHOI'O MOIIMPEHHS Ta 31IITOBXYETHCS
3 TIEBHUMH TPYAHOIIAMH Ha MUIAXY BIpoBakeHHsS. OCHOBHY HasBHY MpoOJIieMy
chopmymtoBaB gocnigauk [. dpacka, po3MipKOBYIOUH MPO TE€, M0 «IrPHU HE 3MIHIOIOTH
OCBITHIO CHCTEMY, JONOKH BOHA 3aHENOKOEHA CTpaxoM OaTbKIB Ta agMIHICTpalli, a He
notpedamu aiteir» (Frasca Gonzalo, 2015). JIis MOBHOLIHHOTO BUSBJIEHHS OCBITHBOTO
MOTEHITIATy BIJICOITOp Ta BKIIOUCHHS iX B OCBITHIM MpOIEC MAarOTh OyTH 3aisHI HE JUIIE
TEXHIYHI 1HCTPyYMEHTU. BaximBuM HanpsMKOM BHUCTymHae poOoTra 3 OaTbKamMu Ta
OCBITSIHaMH, $IKI Hapa3l HE 3aBXKIW CHPUNMAIOTh BIJICOTPY SK BAKIWBHM 1HHOBAIIHUHN
THCTPYMEHT JIJIsl TIOJITIIIIEHHS TKOCT1 OCBITH.

BucnoBok. CtaHOM Ha CbOTOJIHI (DAKTUYHO MOMXKEMO KOHCTATYBAaTH HASIBHICTH B
CUCTEM1 OCBITH CTaHy BIAYY>K€HHS YYHsI/CTyJEHTa BiJ 00’€KTiB LU(POBOi KYJIbTYPH.

Cnpobu Ta HanpsMKU Teimigikaiii OCBITH CHIPUUMAIOTHCS CKOPINIE SIK MEBHI pO3Baru,
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MepEpBU B OCBITHHOMY MPOIIECi, a HE WOro opra”iudi ckiazoi. [IpoOnemHa curtyartis
MOJISITa€ B TIOCTAHOBITI TUTAHHS TPO 3MiHY CBITOTJISIAHUX MPUHITUIIIB, HA SIKUX 3aCHOBaHA
cyuyacHa ocBiTa. Cy4acHUI OCBITHIHM IpolleC HEMOXKIIUBHM 0€3 3aydeHHsIM 1J1ed nudpoBoi
KyJIbTypH, SIK HEOOXiJHOT 1 Oe3yMOBHOI CKJIaJ0BOi BCHOTO Mpollecy HaBuaHHsA. [lepen
CYCHIJIbCTBOM CTOiTh 1CTOPUYHHUN BHUKJIMK MPO HEOOXIAHICTH HOBOTO («IIH(POBOTO»)

POCBITHUIITBA SIK PEBOJIIOIIAHOT CKIIAOBOI 3MiHU KYJIbTYPHUX MapaUurM.
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OBPA3OBATEJIbHBIN IOTEHIUAJI BUJEOUI'P:
MHUPOBO33PEHUYECKO-METOJOJOT'MYECKHE OCHOBbBI

Anekcanap I'op6anb, nokTop pritocodckux Hayk, mpodeccop,
npodeccop kadeaps! hunocodpun
KueBckuit ynuepcurer uMeHu bopuca ['puH4eHKO
yi. mapiana Tumomenko, 13-b, r. Kues, Ykpauna
0.horban@kubg.edu.ua

B cmamve packpvieaemcs cywHocmv  8udeoucpvl Kaxk 0cob602o  ¢henomena
COYUANbHOU  peanbHOCmu  cospemenHoz2o  denogseka. (QbocHogvleaemcs udesi O
HeoOXooumMocmu  8bIPAOOMKU ~ KAYECMBEHHO  HOBOU  cmpamecuu  pa3eumuist
00pa3z08amenbHO20  NPOCMPAHCMEA, OCHOBAHHO2O0 HA  AKMUBHOM  60GIEHEeHUU 8
00pazosamenvublli.  Npoyecc  HOGEUWUX  KOMMYHUKAYUOHHBIX — MEXHONO2Ull  Ha
8UOEOUSPOBLIX naampopmax. Bvisicneno, umo desmenbHOCmb 4el08eKa nepeniemaencs ¢
ucpou unu eKmoYaem 8 cebst ONpedeieHHble USPosble INeMEHMbl USHAYAILHO C MOMEHmMA
Gopmuposanus camozo obwecmea. Hepa evinonnsem 6 4acmHOCMU BOCNUMAMENLHYIO
@yuKkyuto, mooenupyem onpeoeieHHvle CUmyayuu u mno3eoasem noayyums 06a3oevle
npakmuvecxkue Hasviku. Ilpu smom, ueposoii mpoyecc odyuaem uepe3 paseiedenus,
B0CNUMbIBAEM C HENPUHYHCOEHHOCMbIO, KOMOPOU NOpOl He Xeamaem KIACCUYeCKOMY
obpazosanuto. OOHapydcenvl 00pPA306aMeENbHBIU  NOMEHYUAL U  NPOAHATUSUPOBAHDL
obpazosamenvhvie nepcnekmugvl euoeoucp. Ommeuaemcs UCNONIb308aAHUE GUOEOUSD 8
obpazosamenvHoM npoyecce NO MpeM HANPAGIeHUIM: 00pazosamenvuvie Uepbl,
eeumupurayus obpazosanus u o0byuenus na ochose uepvi (Game Based Learning).
Coenan 6b18600 0 NePCNeKMuUBAx NpuGieyeHUus 6uoeoucp 6 Y4eOHvlll npoyecc Kax
UHHOBAYUOHHblE ~ MEmMOOUYeCcKo20  UHCMPYMEHmapus, CnocobHo2o  cghopmuposams
coomeemcmayowue yuedHvle U nPoghecCUoHAIbHble KOMNEMEeHMHOCMU.

Knwuesvie cnosa: suoeoucpa, eeiimugpuxayus obpazosamnusi, uepa, obyuenue Ha
OCHOBe u2cpbvl, 00pazosanue, obopazosameibHvle UsPbl, 00PA308amMeIbHOEe NPOCMPAHCINEO.

EDUCATIONAL POTENTIAL OF VIDEO GAMES: WORLDVIEW AND
METHODOLOGICAL FOUNDATIONS

Olexander Horban, Doctor of Philosophical Sciences, Professor,
Professor of the Department of Philosophy
Borys Grinchenko Kyiv University
13-B, Marshal Timoshenko St., Kyiv, Ukraine

The article reveals the essence of the video game as a special phenomenon of the
social reality of a modern man. The idea of the need to develop a qualitatively new
strategy for the development of the educational space based on the active involvement in
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the educational process of the latest communication technologies on video game platforms
Is substantiated. It has been found that human activity is intertwined with the game or
includes certain game elements of the initial formation of society. The game performs a
particular educational function, which simulates certain situations and provides basic
practical skills. In this case, the game process teaches through entertainment, brings up
with ease, which sometimes lacks a classical education. Discovered educational potential
and analyzed the educational prospects of video games. Notes the use of video games in
the educational process in three areas: educational games, gamification of education and
learning based on the game (Game Based Learning). Educational games are games that
are developed and used in training. They combine the characteristic elements of video
games - multimodalism, interactivity, specific organization of the game situation,
narrative and social goals. Gamification in education involves the use of a “like in-game”
rule system, the experience and role of the player to shape the student’s behavior. At the
core of gamification is the idea of implementing a gaming approach in order to make
learning more fun. Game Based Learning (GBL) is a form of learning that is used to
encourage students to learn during the game and make learning more interesting by
adding fun to the learning process. Video games in this case are attracted to the classical
educational process as a model, example, or element of reward. The conclusion is made
about the prospects of attracting video games to the educational process as innovative
methodological tools that can generate relevant educational and professional competence.

Keywords: video game; education gamification; game; game based learning;
education; educational games; educational space.
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