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PLI0OCOPCHKO-OCBITHI ACIEKTH BIJIEOII'POBOI AISIJIBHOCTI
B YMOBAX OHJIAMH-HABYAHHSA

Y ecmammi Oocniosxcyemvcsi sukopucmanus 8i0eoicop 6 ymoeax OHIAUH-HAGUAHHSL.
lliokpecntoemvcs, wo 6 yMo8ax C8IM0OBOI Kpusu oceimu i Kpusu 6 O0C8Imi GUCOKY
aKmyanbHicms 3000y68ar0me HOGI popmu ma mMemoou opeauizayii Hag4albHO20 NpPoyecy.
3asnauaemovcs, wo HOGI cmpamezii (POPMYBAHHA CYUACHO20 OCEIMHLO20 NPOCMOpPY,
30ACHOBAHI HA 3A/IY4eHHI HOBGIMHIX, Nepul 3a 6ce YUPDPOBUX, MEXHON02IU Ma HOBI
MemoOuYHi, 8 MOMY HYUCIi i2po6i, nioxoou 00 opeauizayii ma 3MiCmy HABUANIbHO2O0
npoyecy 8UsGIA0Mb 00CUMb BUCOK)Y Pe3YIbMaAmuUGHiCMy ) UPIUEHH] npobiiem Cy4acHol
oceimu. Cymmesum 3acob60m RNIOBUWEHHA MOMuUeayii cmyoeHmie € 3acmocy8aHHs
8i0eoieop 8 HABUANbHOMY npoyeci. AHanizyiomvcsa 0CHOBHI acnekmu heHomeHy 8ideocpu,
wo akmyanizyioms ii GUKOPUCMAHHS 8 CYYACHIU oceimi. Posensinymi ¢hopmu ma memoou
3a/y4enHsl 8i0eoieop Y HABUANbHULL npoyec: 2eumig)ikayis K 4acmkose 3aCmocCy8aHHs
ieposux mexauik abo noeHa mMpaHchopmayiss HABUANLHO20 npoyecy 6 (8i0eo)py;
HaguauHs, 3acHosane Ha 2epi (GBL - game-based learning) sik 8uxopucmaHus OKpemux
gideoicop 6 0cgimi 011 Momueayii cmyoeHmie ma NOKPAWeHHs 3AC80EHHI MaAmepiaty;
0CBIMHI 8i0eoicpu K OKpemMa Kamezopis icop, o po3poobieHi 8 neputy yepay 3 0C8IMHbOK
Memor ma OJisl AKUX PO3BAAHCATILHO-MOMUBAYIUHA DYHKYIS € 8MOpUHHONW. Buznauaromocsa
nepesazu ma HeOONiKU Bi0e0icpoBoi OISIbHOCHI 8 MeNCAX KONCHOI 3 (opm 6 ymosax
OHNAUH-HABYAHHA. Aemopu axmyanizyloms HUMAHHA HeoOXIOHocmi po3poOKU ma
3anyUeHHs NOBHOYIHHUX MYJTbIMUNIEEPHUX BI0e0ieop, CHNPAMOBAHUX He HA OONOBHEHHs.
HAaB4anbHO20 Npoyecy, d Ha NOGHY MPAHCHOPMAYit0 OHAAUH-HABYAHHS. 3A3HAYAEMbCS, WO
maxi 8ideoicpu Mox*Cymov Oymu cepedosuujeM O HABUAHHA MA KOMYHIKayii Middc
sUKIA0aYeM ma CmyoOeHmamu, a maxkoxic micmumu iHgopmayiuny 6azy, HeoOXiOHy 0ns
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3AC60EHHA HABUANLHOI OUCYUNIiHU. 3poONenuli 8UCHOBOK, WO pO3pOOKA NOBHOYIHHOL
gideozpu O/l OHIAUH-HABYAHHA ) 3AKIA0AX BUWOI O0C8IMU 30amHA NIOBUWUMU
eheKmusHicms ~ OHNAUH-OCBIMU 6 YIIOMY 3A80S8KU NIOBUWEHHIO Momuseayii ma
3aYiKaAGIeHOCMI CMYOeHmi8 y npoyeci HA8YAHHS, HAOAHHA M 000aAmMK0B8020 00C8I0Y,
8UX00Y Ha OLNbW THOUBIOYANI308AHY MA OIIbWL SHYUKY MPAEKMOPII0 HABHUAILHO20 NPOYeC)y
V UYL WIKOI.

Knwuogi cnosa: oceima, ounauin-naguanus, eioeocpa; OCGIMHI iepu, cetumigikayis;
HABYAHHS, 3ACHOBAHE HA 2Pi, opMU | MemoOoU HAGYUAHHS, MOMUBAYISL CINYOEeHMIs.

© I'opb6ans O., Manenpka M., 2020
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Beryn. CywacHuii cBiT, 4K enoxa IMOCTiHHUX TpaHcdopmaliiid, mnepeOyBae B
MEepMaHEHTHIA CUTyallli ICTOPUYHMX BHKJIHMKIB Yy BCiX cdepax cBoro icHyBaHHs. L1
BUKJIMKHU Ta 3MIHH B JKUTTI JIFOJICTBA CIIOHYKAIOTh ITYKaTH HOBI BIJAIMOBII HA HUX, II0 OyJn
0 edeKTUBHMMHU Ta 3JaTHUMH JO TpaHchopMmallii BIAMOBIAHO 10 MOTPeO CHOTOJICHHS.
[locTifiHa AUHAMIKa CYCHUIBHUX BIJHOCUH, HEBIJ €MHUM CKIIQJHUKOM SIKUX BHUCTYNA€
OCBITa, JIEMOHCTpPYE MPOOJIEMHY CUTYAIIil0, KA OTpUMalia Ha3By «KpH3a OCBITH 1 KpU3a B
ocBiT». [IOHATTS «Kpu3a OCBITH», BBEJCHE B HAYKOBUH O0OIr BIJOMHM JOCITITHUKOM
ocBiTu @. I'. KymOcom, 3acBiiuMiio CTaH HEBIJAMNOBIAHOCTI HAasSBHUX TMEJAaroriuHUX
TEXHOJIOT1M MoTpedaM MOCTIHAYCTPIATBLHOTO CYCIUIBCTBA IPYTol MOJOBUHU XX CTOJITTS
(Philip H. Coombs, 1968). Kpu3a B OCBiTi, OCHOBHI NMPHHIMIHN SKOi OyJIM 3aKiaueHi y
BUIMOBITHOCTI 710 TMOTped MIArOTOBKM (haxiBI[IB I1HAYCTPIaJIbHOTO CYCILUIbCTBA,
JIEMOHCTPY€E HETHYUKICTh 1 (DaKTUUHY HEBIMOBIIHICTh CY4aCHOI OCBITH JI0 3aITUTIB HOBOI,
iH(popmaliiiHoi enoxu. JleTanbHUl aHami3 KPU30BUX SBUIL B OCBITI 3/1MCHEHUII HaMu B
psai my6mikariid (O. Horban, 2019; O. Horban, 2020).

Hapasi, cyuacna mpoGiieMHa cHTyallisi TIOJAra€ B TOMY, IO KJIACUYHI METOJIU Ta
MEXaHI3MH HaBYaHHS MarOTh HU3bKY €(PEKTHBHICTH TaMm, JiI¢ HEOOXiAHO cdopmyBaTH
HECTaHJapTHE MUCIICHHS, K€ BIJMOBI/Ia€ 1HHOBAIIWHUM BUKJIMKAM Cy4YacHOT IHMBILTI3allii.
[Touarok XXI CTOMITTA CTaBUTh Ha MOPSAOK JACHHUM NUTaHHS OCY4YaCHEHHS (PopM 1
METO/IIB OCBITH, MOTHBAIIii Ta BKJIFOYEHOCTI Cy0’€KTIB B OCBIiTHIi mporiec. HoBi crparterii
(GhopMyBaHHS CY4acCHOTO OCBITHBOTO MPOCTOPY, 3aCHOBAHI HA 3aly4y€HHI HOBITHIX, TEPII

3a Bce IU(POBUX, TEXHOJOTIN Ta HOBI METOAWYHI, B TOMY YHCJl ITpOBIi, MIIAXOAH [0
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oprasizamii Ta 3MICTy HaBYaJIbHOTO TPOIECY BHUSABISAIOTH  JOCHUTh  BHCOKY
PEe3yNbTAaTUBHICTh Y BUpIIIEHH] npobiieM cyyacHoi ocitu (I"'opbans O.B., 2019, c. 19—
34).

BipryaneHa peanpHICTh SK 1HHOBallliHE HaAOaHHS 1H(OPMALIHHOTO CYCHUIBLCTBA
Hajajla MOKJIMBICTb JIFOJIMHI PO3IIMPUTH MOXKJIMBOCTI TPH, CTBOPUBLIM (HEHOMEH
Bimeorpu. CiiJl 3a3HAYUTH, 110 HA CHOTOAHI BileoTpa IMOCTAE SK OKPEMHH BHJ IrpOBOI
KyJIbTypHu JIOIWHU. BOHA BHUPI3HAETHCSA cepel CydacHHX Mefia, TakuX, sK JiTepaTypa,
KiHeMaTorpad TOINO, a TAaKOX IHIIUX BHJIIB irop, HAsSBHICTIO MOTEHIIANY B3aeMOJIi 1
3BOpPOTHOTO 3B’s13Ky 3 00Ky rpu (O. Horban, R. Martych, M. Maletska, 2019, p. 123-136).
OxkpiM 11bOTO, CIIPOOU BUKOPHUCTAHHS BIJICOITOP Y OCBITHBOMY MPOIECI JEMOHCTPYIOTb,
[0 BOHU MOXYTh CTAaTH 3acOOOM TIIJBUINEHHA MOTHBAIlli CTYJIEHTIB JO HaBYaHHS
(O. Horban, M. Maletska, 2019, p. 66-74).

[Mangemis COVID-19 akTuBidyBasia BUKOPUCTaHHS 1HQOpPMAaIIHHO-KOMIT IOTEPHUX
TEXHOJIOT1M I AUCTAHI[IHHOTO HAaBYaHHS Ha BCIX OCBITHIN PIBHAX, OJIHAK, IONIPU 3HAYHY
BapIaTUBHICTh IUIATGOPM Ta NPOrPaMHOrO 3a0€3MEUYCHHS, BIAKPUTHM 3aJIUIIAETHCS
NUTaHHS PO3pOOKH KOMIUIEKCHMX 3aco01B, IO 33J0BOJIBHSIOTH MAaKCHUMyM MOTpeO
OCBITHBOTO Tipouecy. Tpaguuiiini muathopmu oHIaitH-HaBYaHHs, Taki ak Moodle, WebCT
ta Blackboard, yacTto He 3a0BOJILHSIOTH MOTPEOU CTYACHTIB Y aBTOHOMHOMY HaBYaHHI.
Bin onHnaiiH-HaBYaHHS CTYAEHTH OYIKYIOTb MOXJIMBOCTI B3a€EMOJIi OAWH 3 OAHUM (HE
TUIBKK TPAIULINHOI JJIsI OCBITH B3a€EMOJIl «CTYACHT-BUKJIaAau», a ¥ 0Oe3mocepeHboi
B3a€EMO/IIT «CTYACHT-CTYACHT»), a TaKOX (1710eKy (3BOPOTHOTO 3B’S3KY) II0/I0 BUKOHAHUX
3aBJlaHb y peaJbHOMY dYaci, IO JIETKO 3a0e3medyeThcss ymoBamu Bimeorpu (Berns A.,
Gonzalez-Pardo A., Camacho D., 2012, c. 20).

Came TOMy JOCIHIKEHHSI BIJCOIrPOBOi JISILHOCTI B YMOBaxX OHJIAMH-HaBYAHHS €
AKTYaJbHHMM JIJISl Cy4aCHOT'O OCBITOJIOTTYHOTO JUCKYpPCY B YKpaiHi.

MeTtorw Hamoi cTarTi € HoCHKeHHs (1I10c0()ChKO-OCBITHIX aCEKTIB BIEOITPOBOI
TISUTBHOCTI B yMOBaxX OHJIAH-HaBYAaHHSA dYepe3 PO3KPHUTTS OCHOBHUX OCOOJIMBOCTEH
3aJIy4eHHs BIJI€OIrop y HaBYaJIbHUN MPOIIEC.

AHaJIi3 HAyKOBUX J0CJiIsKeHb. 3HaYyHa KUIBKICTh JOCIIIKEHb Biieoirop 6a3yerbcs

Ha JIOCHIIPKEHHI TpHU K Takoi. HalO1abn IpyHTOBHUM B 1iM rajly3i BBa)KaeTbcs poOOTa

I'op6ans O., Manenrka M., 2020 3



ISSN Online: 2312-5829 Educological discourse, 2020, Ne 3 (30)
. Teitzuaru «Homo ludens», 1mo po3kpuBae irpoBy KOMIOHEHTY KyJIbTyPH Ta CyCHiIbHOT
TISIBHOCTI JIFOIAUHH.

VY CBITOBOMY HayKOBOMY JUCKYpPCl MPOOJIeMaTulll BUKOPUCTAHHS BIICOITOp Y PI3HUX
dbopmax HaBYAHHS NPHUAUIIETHCS 0cOONMBa yBara. Bimomi BUeHI-AOCTITHUKHA BIJEOIrOp,
Taki sk I'. ®packa Ta M. Boroct, mo y cBoix po6oTax 30KpeMa 0a3yBaamcsi Ha JOPOOKY
1. Teif3unrn, TOpKamuch TPOOIEMATHKH BHKOPHCTAHHS BiJ€Oirop B OCBITI AK cepH
MOKJIMBOTO 1X 3aCTOCYBaHHS. 3HAUYHUNW BHECOK Y JIOCIIDKEHHS OCBITHIX SIKOCTEH
Bijgeoirop 3pobuB K. Cksaiip. IlpobGiiema BHUKOpUCTAHHS BiJICOIrOp B OHJAWH-HaBYaHHI
3a3BUYall  JOCHIKYEThCI Yy KOMIUIEKCI 3 1HIIMMH METOJOJIOTIYHUMHU  3acagaMu
BUKOPUCTAHHSA BIJIEOTpU. 30KpeMa 1€ CTOCYEThCS MHUTAHHS BUBYEHHS OKPEMHX
JTUCIUIUTIH, TaKuX, SK 1HO3EMHI MOBHM, MaTeéMaTHKa TOIO, 3 3aJIy4YEHHSM BIJIEOITOp Y
HaBYaJIbHUM TIPOIIEC.

B VYxkpaini yBara JoCHiTHUKIB B OCHOBHOMY C(OKycoBaHa came Ha Ipoiieci
reimidikamii (K. byraituyk, B. Byraesa, O. TkaueHko Ta iHIII), cepell CKIATOBUX SIKOi
BUOKPEMJTIOIOTh 3aTydeHHS! BIJICOTPH Yy HaBUAJIBHUU Tpolec. BukopuctaHHs Bijeoirop
TPAJAUIIITHO B BITYM3HSIHOMY HAYKOBOMY JMCKYpPCl PO3IVISIIAETHCA SK YaCTHHA TMPOIIECY
reiimigikanii abo Sk oAMH 3 3aco01B smart-OCBITH, 1 3HaYHO PIJIIE MOCTAE 00’ €KTOM
OKpEeMHX JIOCTIKeHb. [IUTaHHIO BUKOPUCTAHHS CEPUO3HUX B1JEOIrOp MPUCBSIYECHI pOOOTH
A. TokapeBoi, sika AOCTIIKY€ K TOJIOBHI aCIIEKTH 3alTy4€HHS BIJIEOIrOp, TakK 1 MpoOJIeMHI
30HM, 10 3 UM MOB’sa3aHi. OnHaK, (PEHOMEH BIJIEOITPOBOI MISUIBHOCTI B OHJIAMH-OCBITI
3QJIMIIAETHCS TIOKHU 1110 HEAOCTIHKEHUM. 30KpeMa, y BITUU3HSIHOMY HayKOBOMY MPOCTOPI
MPaKTUYHO BIJACYTHI POOOTH, NPHUCBAYEHI IepeBaraM Ta HEAOJIKaM BUKOPUCTaHHS
B1JICOTpY B OHJIaliH-HABYaHHI, BEKTOpaM iX PO3BUTKY Ta BTIJICHHS B HABYAJIBHHI MPOIIEC.
BiamoBinHo, HE3aJ0BOJCHUMH 3aJUIIAIOTECSA M MOTpedu y TpaHchopmailii HaB4AITLHOTO
mnpoiecy y OiKk OUIbIIOT aBTOHOMHOCTI Ta 30€peXeHHl, MpU LbOMY, WOro BHUCOKOI
e(hEeKTUBHOCTI.

Buxiaa ocHoBHOro aociaigxkeHnsi. Bijeoirpu € KOMIUIEKCHUM (DEHOMEHOM, SIKUH
3a3BUYall XapaKTEepPU3yIOTh HASBHICTIO IMIOHAWMEHINIE TaKWUX CKJIAJHUKIB, SK: anapamHull
ckaaoHux (KOMIT'I0Tep, KOHCOJIb TOIIIO, @ TAKOXK mepudepis, ska Ja€ MOKIUBICTh y4acTl y

IrpOBOMY MPOLEC]); npoecpamuuii ckiaoHuk (IrpOBUI ABUTYH Ta 1HINI MPOrpaMHi 3aco0H,
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0 BIAMOBIMAIOTh 3a TEXHIYHWN OIK PO3pOOKM Ta pOOOTH BIACOTPH); npasuia epu,
oocmynti epasyio (iX KUIBKICTh Ta yYMOBH BapilOIOTHCS BIAMOBIIHO 10 KaHPY, BUIY
B1JICOT'PH, arlapaTHOTO CKJIQJIHUKA TOIIO) Md 83AEMOOISA 2pasys i3 2por0 8 MOMY YU THULOMY
o6cazi (Horban O., Maletska M., 2018). [Tonpu HasgBHICTH CHUIBHUX PHC, SKI B Til 4H
IHIIA MIpl TPOSIBISIIOTBCA y BCIX BIACOIrOp, KOHKpPETHA 1 HecymepewinBa jacdiHiIis
BIJICOTPH B HAyKOBOMY JIMCKYPC1 JIOC1 BIICYTHSI Yyepe3 3HAUHY KUIbKICTh KOH(IIKTYIOUUX
NOTJISI/IIB HA KIIOUOBI XapaKTEPUCTUKU CEpell CHOCTepirayiB mboro (GeHoMeHy Ta
HaykoBIiB (Corona A., 2020, c. 462). Y cBOiX JIOCHIIKE€Hb HAYKOBIIl HEPIJIKO
HAMararThCsl BUAUINTH YaCTUHY 3 MEPENIYeHUX PUC SK TOJIOBHI, a 1HIII BIAKUHYTH, a00 K
JIOTIOBHIOBATH JeQiHIM] IHIIUMHA PUCAMHU, BAXJIMBICTh SKMX HEPIAKO CIPOCTOBYETHCS B
XO/I1 TOAAIBIITUX PO3BIJIOK.

Bunineni pucu, onHak, B Tid 4yW 1HIIK (opmi HasgBHI y OutbmiocTi AeQiHILIH,
IPEJICTaBICHUX ChOTOJHI Y CBITOBOMY HayKOBOMY JuCKypci. OKpiM LbOTro, 3HayHa
KiTBKiCTB JOCTIKEHb IpyHTYeThCA Ha poboti . Teitsunarn «Homo ludens» i romoHuM
TIOKA3HMKOM BH3HAYA€ Te, IO Bijeorpa € rporo 3a cpoeto cyrrio (Ieiisinra M., 1994).
[IpoOnemMHa cuTyarliss Tmoysirae B TOMY, 1[I0 JIMIIE JEsAKl BIJIEOITpU  MOXKHA
XapaKTepu3yBaTH TUMH pUCaMHU, sK1 ['eli3uHra BU3Havae K KJIHOYOBI 11040 I'pu (cBoOOAA
y4acTi, BIIMIHHICTb Bl BChOTO «OYJ€HHOT0» Ta PEaIbHOTO JKUTTS, OOMEKEHICTh y 4acl),
OJIHAaK, € YKaHPH BIACOIr0Op, AKUX 11 PUCH CTOCYIOTHCS JIMLIE YMOBHO.

VY CBITOBOMY HayKOBOMY JMCKYpPCl BUKOPHUCTAHHS BIAECOIrOp Ui BIUIMBY Ha MPOLEC
HaBYaHHSA JOCTIKYEThCS 111 3 1980-X pokiB, 3 4aciB MOSBU TaKUX MOMYJISPHUX TPATHHUX
KoHcousel, sik Sega, Atari Ta NES. Xoua po3BUTOK BI€OIrpOBOi 1HAYCTPIi MOYMHAETHCA
JIENIO paHilie, camMe B e TMepioJ] KOHCOJI MOYMHAIOTh MTPHUBEPTATH yBary OUIBII
IIMPOKOTO 3arajy Ta BIUIUBATH Ha HHOTO, @ TOMY IOCTa€ MUTAHHS MPO iX BIUIMB Ha Pi3HI
cdepu KUTTS JIIOAUHU, B TOMY YHUCJII HAa OCBITY. Tak, BAKOPUCTAHHS irop Ha KOHCOJI Atari
BHUBYAJIOCS B PO3pOOII Teopidt BHYTpimHbOI MoTHBaIli. [li3Himme, mia 9ac MOCHiKEHHS
COLIAIBHOTO KOHTEKCTY relMIlIetO (IrpOBOr0 MPOLECY), BHYTPIIIHIMA BUHATOPOJIAMHU JIJIs
VYaCHHUKIB TPU CTaIM BBa)KaTH CIIBOPAIIO Ta KOHKYPEHII0 MK TpaBusmu. llpu

BUKOPUCTAHHI IIUX TPUHIHUIIB Yy PpO3poOIi BIAEOIrOp sl BUBYEHHS MaTEMaTHUKH
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BUSIBUJIOCH, 110 OUTBIII MOTHBOBAHI 3aBISKHU JOJYYCHHSIM 0 IrOp CTYIEHTH BUKOHYBAJIU
MaTeMaTU4H1 3aBJAaHHs YCIIIIHIIIE, HK TXHI OJTHOTITKH.

3ros0M, B1JICOITPH CTAX JTOCTIIKYBATUCS SIK OUIBII CKJIagHI CUCTEMHU. Y HaAYKOBOMY
JAUCKYpCl TOCTa N MUTAHHS BiIHOCHO TOTO, SIK Ta YOMY JIFOJIM TPAIOTh B TaKl irpH, SIKUM
YUHOM BI1JIEOTPY CTBOPEHO SIK cUCTeMy i BuBueHHs rpasiem (Steinkuehler C., Squire
K., 2014, c. 6). 3 yCckIaAHEHHAM Ta PO3MIMPEHHSIM (DEHOMEHY BiJIE€OTPH, MOSIBOIO HOBUX
’KaHpiB Ta miaTdopM (aKTUBHA pO3pOOKa BiACOITOp AJIs MEPCOHATBLHUX KOMIT IOTEPIB Ta
cMapTdOHIB 3podusia X OUIBII JOCTYIMTHUMH) 3’ IBHIIMCS HOB1 MOKJIMBOCTI ISl 3aJTyYEHHS
BIJICOTPU B OCBITY HE JIUIIE SK 3ac00y JOJATKOBOI MPAKTHKW Ta MOTUBYBAHHS YYHIB Ta
CTYJICHTIB, a 1 SIK MOBHOLIIHHOTO €JIEMEHTY HaBYAJIbHOTO MPOIIECY.

JlocnmipkeHHsT 11010 BUKOPUCTaHHS BiJIEOIrOp B OCBITI 3a3BUYall IPYHTYIOThCS Ha
TOMYy TBEpPKEHHI, 110 Bijieorpa € BiacHe rporw. OaHak, Ha HaIly AYMKY, LS puca €
BXKJIMBOIO, OJIHAK HE BU3HAYAIBHOIO y 3aIy4YEHHI B1ICOIrOp Y HaBYaIbHUM mporec. Ko
Ha TIOYaTKy PO3BUTKY BIJIEOITPOBOI 1HAYCTpIi MOPIBHSHO HEBEIHMKE PO3MAITTS (PopM
B1JICOITOP JI03BOJISLIO PO3TIISAJATH iX y MEpIIy Yepry K irph, Ha CbOTOJIHI JIeAKl 3 HUX €
3HAYHO OLIBII KOMIUIEKCHMMH 33 3BMYHE HAM TOHSTTS «Tpa», L0 OMHUCYE BIAMOBIAHE
comianbue siBuiie. Ilpukimamom TyT moctae >xkaHp Tak 3BaHUX MMORPG (Massive
Multiplayer Online Roleplaying Games), siki BBaKatOThCs I'POBUM MPOCTOPOM 3 BUCOKOIO
COLIIAIbHOKO AaKTHUBHICTIO. THcCs4l TpaBLIB 00 €JHYIOTBCA B €IUHOMY BIJIE€OITPOBOMY
CEepeIOBUIIl, € KOHTPOJIOKTh OJHOTO IMEpCOHa)Xka, HEpIIKo Yy QeHTe3iiHoMy ado
HayKoBO-(panTacTuuHoMy crieHapii (Pietschmann D., Liebold B., Valtin G., 2017). ¥
MMORPG rpaBens He mpocto Oepe ydacThb Yy NEBHIM IrpoBiil aisibHOCTI. YacTo
B1IOYBA€EThCS CaMOIICHTH(IKAIS «TPaBEIb-TEPON TPU», KOJIU YYACHUK TpPU Mae
MOKJIUBICTh TIPOXKUBATU KUTTS Pa3oM 31 CBOIM MEPCOHAXKEM, 3apOOJISITH ITPOBY BAIOTY,
KYIUIITH HEPYXOMICTh, OApYyXyBatucs Tomo. Takum uynHOM, MMORPG MOXyTbh
MOCTaBaTH y3arajJbHEHO CUMYIISITIEIO TIOBCSIKIESHHOTO KUTTS JIOJMHU, X04Ua i B IHIIOMY
CETTUHTY (OTOYEHHI Ta YACOBO-TIPOCTOPOBUX XaPAKTEPUCTUKAX ).

L{eHTpaIbHOIO PHUCOO, IO POOUTH BICOITPH OCOOIMBO IIKABUMH B KOHTEKCTI OCBITH
€ Te, IO CyO0’€KTM HaBYAHHS CTalOTh AKTUBHUMH areHTaMu, a HE MacCUBHUMU

peuunieHTaMyd B Ipolieci rpu. Y Bieorpi, rpaBIli HE MPOCTO «CIOXHUBAIOTHY TE, IO
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«aBTOp» (TeiiM-au3aiinep) iM mpomonye. Bigeoirpu € iHTepakTUBHUMU. ['paBers poOUTH
mock (Ji€) 1 Bigeorpa Jae 3BOPOTHIM 3B’S30K, IO CIOHYKae IpaBls isTH 3HOBY. B
SKICHHX BiJIeoirpax, rpaBellb BiauyBae ceOe Tak, HIOM Horo fii Ta BUOIp MPU3BOIATH J10
KOJIEKTUBHOTO CTBOPCHHSI iTPOBOTO CBITY, B SIKOMY BOHHM 3HAaxoIATbCs. ['paBernb mae
0coOJIMBE 3HAYCHHS, 1, HA OCHOBI WOTO /i Ta BUOOpPY, 1HII YYaCHUKH OYIyIOTh BJIACHY
TpaekTopito B irpoBomy cBiTi (Gee J., 2008).
Jlocmimkyroun Bigeorpy SK 0oCOOJMBHA (EHOMEH COIliaabHOI MIMCHOCTI, MOXHA
BU3HAYUTU HACTYIHI 1i ACMEKTH, U0 € aKTyalbHUMHU ISl TMOKPAIIeHHS OCBITHHOTO

MpoIIecy, 30KpeMa y MOpiBHSHHI 3 TuIatGopMaMu OHIAH-HABYaAHHS:

1. [rauBimyanizaiis: piBeHb BIJEOTPU MOXKHA IIUIAIITOBYBATH i 3A10HOCTI
rpaBls;
2. ®i1a0ek (3BOPOTHUI 3B’S130K): HETAMHMI Ta KOHTEKCTYaJli30BaHUN 3BOPOTHUMI

3B’SI30K HAJIA€THCS T1J] 4Yac CEaHCy BiJIEOTPH;

3. AKTHUBHE HaBYaHHS: BiJieOrpa 3alydya€ TpaBls 0 aKTUBHOTO JOCIIKEHHS
IrPOBOTO CBITY;

4, MoTuBailis: rpaBiii 6epyTh y4acTh y IOCATHEHHI METH;

S. CycninpHUM NPUHUMIL BIAEOrpa 4YacTO € MYJbTHILUIEEPHOIO (IOCTYITHOIO
OJIHOYACHO 0araTbOM y4acHUKaM I'pH) 1 3aJTydae 6araTboxX IPaBIliB J0 CHITBHUX JIiH;

6. IlepenecenHs: Bineorpa po3BUBAE 3/1aTHICTh MEPEHOCUTH T€, YOMY TIpaBLl
HABUYMJINCH, 3 iITPOBOTO KOHTEKCTY B PCATbHHIA,

7. OIIHOYHMI acCMeKT: TpaBellb MOXKE OI[IHUTHU 3700yTi 3HAHHS YW BMIHHA B
MOPIBHSHHI 3 1HIIMMHM TpaBusgMu B mpoueci Bigeorpu (Pesare E., Roselli T., Corriero N.,
2016, c. 3).

[{i aciexkTu B Tiif YW IHIIINA Mipi BIACYTHI MPU BUKOPHUCTAHHI TUIAT(HOPM OHIIAMH-
HaBYaHHS. 30Kpema, OUIBIIICTh TIaTGOPM HE J103BOJISIE MOBHOIIIHHO 1HAWBIIyasli3yBaTH
HaBUaHHA. 3aBJaHHS, SKi PO3MINIYIOTbCS Ha Tuiatrgopmax, 3a3BUuYail po3paxoBaHi Ha
rpyny 3arajom. [HIIMM acrieKToM, BaKJIMBUM JIJIS ITiIBHINCHHS SKOCTI OHJIAH-HABYaHHSI,
€ igbek, sIKUi aKTyami3yeThCsl B YMOBAaX NMEPEXOAy Ha JUCTAHINNHI (OpMU HABUAHHSI.

O1iHOYHMI Ta MOTHBAIIIWHUN aCMEKTH TMOCWIIOIOTH 3alliKaBJICHHS MPOIIECOM Ta yBary 10
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HABYaHHSI, a IEPEHECEHHsI OTPUMAHOTO Y TPl JJOCBIY Ha MPAKTUYHY JISUIbHICTH MOKpAIIy€e
3aCBOEHHSI MaTepially CTyJAeHTaMHu.

B ocBiTonoriuHOMYy AUCKYpCI pO3pI3HAETHCS ACKUIbKA (POPM BiACOITPOBOI MISUIBHOCTI
B OCBITHBROMY TIpOIleCi. 30KpemMa, MOMUPEHUM € TIOHITTS «2etiMighikayis» — 3aCTOCYBaHHS
I'POBUX MEXaHIK B HEITPOBUX CHUTyaIisx i (OpMyBaHHS Ta 3a0XOUYEHHsI IEBHOT
nmoBeAiHKH. B 0aratbox BITUM3HSHUX OCHIDKEHHAX TeWMidikamisi OTOTOXHIOETHCS 3
Hazaraj IpoIecoM BUKOPHCTaHHS BiJeoirop y HaB4daibHOMY Tporieci. OmHaK, HacTpaBIi
BUKOPHUCTAHHS B1JICOITOpP B OCBITI HE € TOTOXHHUM redmidikallii, Tak camMo SK cama
reiimiikaiis He OOOB’S3KOBO mepemdavdac BUKOPUCTAHHS IIEBHOTO IMPOTPAMHOTO
3a0e3nedeHHs. 3acobamu reiimidikaiii OCBITU MOXYTh OyTH HE JIMILIE BIJIEOITpH, a U
KapTKOBI Ta HACTUIbHI IrpH, Bi3yaiizamii Ta MOJENl, <«JIepeBa PIillleHb» TOIIO
(Morschheuser B., Werder K., Hamari J., 2017, c. 1302), abo »x reiimidikoBaHi
npe3eHTarrii, Bigeo ta caiitu (Mohamad S. N. M., Sazali N. S. S., Salleh M. A. M., 2018,
c. 24).

I'efimidikartiss TpanchopMye came IIpolec OCBITH, BIANMOBIAHO BIUIMBAIOYM Ha
pesynbTar. Bimeorpa & MoOXXe BHUKOPHUCTOBYBATHCH B OCBITHBOMY MPOIECI 5K
OTIOCEPE/IKOBAHO, B SIKOCTI JIOJAaTKOBOi MOTHBAllli, Tak 1 Oe3mocepeaHbo, s
TpaHchopmarlii 4acTuHu ab0 BCHOTO HABYAIBLHOTO Tpoiiecy. [IpukinanoM MOBHOIIHHOT
reiimigikanii B XoAi oHjaiH uu oduaitH HaBuaHHA € miatdopma ClassCraft. 3ragana
maaTopMa MPOMOHYE KOMAaHAHY TPy, /e KOXKEH y4eHb oOHpae coll OJuH 3 KJaciB Ta
MPOTSITOM HABYAJIBHOTO POKY PO3BUBAETHCA y T'pl, BUKOHYIOYM HaBUYajbHI 3aBJIaHHS.
HasBHicTh 1HTepakTHBHUX (OPYMIB, KOMAHIHOI B3a€MO/Ili, aHAJNITUKH YCHIIIHOCTI Ta
MOKJIMBOCTI BUKOPHUCTAHHS IIi€l TUIATGOPMU SK AUCTAHINIAHO, TaK 1 MiJ Yac 3aHATTA
poOuTh 1i JOCTaTHRO THYYKOIO HJIsi 3aJy4yeHHS Yy BUKJIQJAaHHA pPI3HUX MpPEIMETIB.
AnbsrepHatuBoto miardopmi ClassCraft mepinko mpomnonyrots ClassDojo, ogHak BoHa
Ounbiie HabIMXKEeHa 70 TIaTGopM OHIAH-HaBYaHHS, HIXK 70 Bigeoirop. [lonpu HasBHICTH
ITPOBUX €JIEMEHTIB, JOCSITHEHb Ta CXOKoro Ha irpoBuii iHTepdetricy, ClassDojo He
MIEPETBOPIOE OCBITHE CEPEOBUIIE HA ITPOBE.

Jo reiimidikoBaHuX mIaTGopM OHIANH-HABYAHHS 1HOJ1 3apaXxOBYIOTh TaKi CaliTH, SIK

Coursera, Tinycards, Udemy, Lingualeo Tomio, ajxe BOHU NPONOHYIOTh OCBITHI MOCTYTH,

®di10c0(hCHKO-OCBITHI aCTIEKTH BiICOITPOBOI TisSTTLHOCTI B yMOBaX OHJIAH-HaBYAHHS 8
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4acTKOoBO abo moBHICTIO odopmieHi y ¢opmi rpu. CydacHi OHIAHH-KYpCH HEPIIKO
BKJIIOYAIOTh B ceOe IrpoBl €JIEMEHTU [IJIsi TMOXBAaBJICHHS KOMYHIKallii, 3a0XOYEHHS Ta
BKJIFOUEHHS CTYACHTa B MPOIIeC HaBUYaHHS, OJHAK MMUTAHHS 1HAUBITyaTizalii Ta Gpigdexy 3
OOKy CHCTEMH y Takuil croci® BUPILIYETHCS HAa TOMY X PIBHI, Ha SIKOMY HOTO BHPIIIYIOThH
taki 1ardopmu, sk Moodle. Okpim 1pboro, miathopMu OHJIAMH-HABYAHHS Ta KypCiB
HEPIIKO MaroTh OOMEeXeHHil o0cAr MoJaBaHHS MaTepialiB 1 HE JO3BOJSIOTH 310paTu
OUTBLIICTH MaTEpialiB y paMKaxX OJIHOTO KypCy.

I'efimidikarris sk yacTkoBa a00 MOBHA TpaHc(opMarliss HaBYAIBHOTO IMPOIIECY MOXKE
MIIBUIIATA MOTHBAIIIO Ta 3a0XOTUTH CTYJEHTA /10 HaBYaHHS, aje MUTAHHS 3BOPOTHOTO
3B’SI3Ky B 3HAYHIM Mipi 3aJeXUTh BiJ MmiIarGopMu Ta TpH, 3a JOIMOMOIOI SIKOi
TpaHC(hHOPMYETHCS HaBUaHHS. SIKIO M1 4ac po3poOKH 32 METY CTaBUTHCS HE CTBOPEHHS
IpU, B AKId MOXXHA peaiizyBaTh OUIBIIICTh BUAIB HABUYAJIBHOI MISUIBHOCTI, @ CTBOPEHHS
B1JIEOTpHU, YMOJIOHEHOT J0 3BUYHOTO ayJUTOPHOIO HABYAHHS, MUTaHHIO (PimOeKky Moxke
OyTu HpHUAlIEHa HE3HA4YHA yBara, 4yepe3 L0 3MEHIIUTHCSA K BIAUYTTS 1HTEPAKTUBHOCTI
(cTyneHTy Bce OJHO JOBEAETHhCS YEKaTH 3BOPOTHOI peakilii BUKIagava), TakK 1
1HIMBIAyali3allis TeMITy HaBYaHHS.

[Hma ¢gopma BHKOpHCTaHHS Bifieoirop B OCBITI — Tak 3BaHe game-based learning
(GBL) mobmo mnasuanms, 3acnoeane na ecpi. Ha BiamiHy Bin reiimidikarii, sika Moxe
IIEPETBOPUTH BECh IpoleC HaB4YaHHA Ha rpy, GBL BHKOpPUCTOBYyeE Ipy came sk 4aCTUHY
HaBYaHHA. Takuil MiIXiJ BUKOPUCTOBYETHCS JUIsl 3a0XOUYEHHS CTYAEHTIB /10 y4acTi B
HaBYaHHI B TIPOLIECI TPU Ta JJIsi TOTO, MO0 3pOOUTH HAaBYAIBHHI MPOIIEC OB IIKABUM.
Irpu Ta HaBYallbHI KypcH KOMOIHYIOTHCS, TaK SK HaBUAJbHUU IMPOIEC € HE HACTUIbKU
mikaBuM, a GBL Moxe miaBunmTn MoTuBailiro ctyaeHTiB. GBL BUKOPHCTOBYIOTH B OCBITI
B CHUTYyallisIX TOJl, KOJU: a) Marepiai Jjisl BUBYCHHS € CyXWUM, TEXHIYHUM Ta HYJHUM;
0) ckIagHO JoHEeCTH i1H(opMaIio 10 ayAauTopii; B) IS KOMIUIEKCHOTO PO3YMIHHS;
I') MiABMIICHHS 1HTEpeCy Ta MOTHBaIlii cTyAeHTiB, Tomio (Al-Azawi R., Al-Blushi M., Al-
Faliti F., 2016, c. 134).

GBL 3actocoBye sik Bijieoirpu, po3po0iieHi CreriaabHo Il OCBITHROTO MPOIIECy, TaK
1 po3BaxkanpHl irpu. Cepen MOMyJNSPHUX Irop, SIKI 9acTO BUKOPHCTOBYIOTh 3 METOIO

JOTIOBHUTH HABYaHHS Ta MOTUBYBAaTH CTYJIEHTIB, AOcUTh 3ragatu cepii Civilization,
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Assassin’s Creed, Sim City, MineCraft ta Portal, sixi BnpoBamxyoTh 1isi (OpMyBaHHS
KOMIUIEKCHOT'O YSIBICHHS 3 TI€1 YW 1HIIIOT TEMU HABUYaHHS Yy PI3HUX COILIIOTYMaHITapHHUX
muciuiuiiHax. OJHaK, CIiJl 3ayBaKUTH, IO MijJ Yac ayAUTOPHOrO Ta M03aayJIUTOPHOIrO
BUKOPHUCTAHHA TaKUX IrOp BaXXJIMBUM € MEBHE MIANAIITYBAHHS iX IM1]] HAaBYaJIbHI MOTPEOH.
Tomy, mnoTpiOHa pgoJaTKkoBa po3poOKa BIAMOBAHMX MoAMbIKAIINA, HaBYAIBHUX
MaTepiaiiB, I1HCTPYKLIM Ta WpPOrpaMd MIATOTOBKH BUKJIQAA4iB JUIsl  CIPUSHHS
BUKOPHUCTAHHA BiJI€0Irop, HE PO3POOJICHUX JJIsI CYTO OCBITHIX MOTped, y HaBUYAIbHHUX
zaknanax (Jenkins H., Klopfer E., Squire K., Tan P., 2003, c. 3), ajke 3a3Buuaii Taki
BiJICOIrPH HE OPIEHTOBAHI Ha OCBITHI MOTPEOH 3a CBOIM TU3aHHOM.

B omnnaiin-naBuanni 3amydeHHss GBL Moxke Bukimkatu jaexiiabka mpoOiem. Ilo-
nepie, K BXKE 3a3Hayanocs, g 3alydeHHs HEe po3poOJeHUX JUIsl OCBITHIX MOTPeO
B1JI€0OIrOp MOTPiOHA YITKA IHCTPYKI[iS OO0 iX BUKOPHUCTAHHS, & TAKOK YTOUHEHHS, Ha SIKi
aCIeKTH CTYJICHT Ma€ 3BEepHYTH yBary. To0To, BHKIanay mae OyTH B JOCTaTHIA Mipi
03HAMOMJICHHMI 3 BIJICOrPOI0 1 MaTH MOKJIMBICTh JAaBaTH MOPAJy HE JIUIIE 3MICTOBHOTO
(BIAMOBIAATH HA MUTAHHS 1I0JI0 MaTepiaidy abo JI0CBiy, OTPUMAHOIO B MPOIIEC] IPpH), a |
TEXHIYHOTO XapakTepy (peKOMEHyBaTH /il B IrpOBOMY MPOCTOPI, K1 TOTPIOHO BUKOHATH,
1100 OTpUMAaTH 3a3HavyeH1 MaTepiaiv Ta 10cBin). [lo-apyre, Bimeoirpu, 1o po3poOsitoThCs
JUTSL  BIATIOBIAHOTO PHUHKY, 3a3BHYail OpPIEHTOBaHI Ha TIEBHY KaTEropil0 TpaBIliB SIK
3MICTOBHO Ta MPOrpamMHO, TAaK 1 amapartHo. | SKII0 MUTaHHS 3MICTY, >KaHPY, CETTUHTY
TOIIO MOXK€ OyTH BUpILIEHE, TO MPOOJEeMy HasBHOCTI BIANOBIAHOTO PIBHS TEXHIYHOTO
3a0e3neyeHHs 17151 OHJIaiiH-HaBYaHHS MOXYTb PO3B’sI3aTH 1AJIEKO HE BC1 CTYJICHTH.

OxpeMHUM HanpsMKOM BIJ€OIrPOBOI ISNIBHOCTI B OCBITI € TaK 3BaHl HAGUANbHI icpu.
Bonu po3po0msitoThesi came Il OCBITHIX MOTPeO 1 OpiEHTOBaHI B MEpITy Yepry Ha HUX.
Yepes 11€ Taki BaXKJIUBI aCTEKTH, sIK MOTHBAIIIS, 3aIIKABJICHICTh CTYACHTIB TOIIO MOXYTh
BUSIBUTUCS BTOPMHHUMHU MpU 3aIy4eHHI TaKUX BIJ€OIrop B HaBuaHHI. [lpukianamu
HaByasbHUX 1rop € Big Brain Academy, cepis Dr. Brain, Super Solvers: Gizmos &
Gadgets Tomro. HaBuanbHi Bifieoirpu 3a3Bu4ail Opi€HTOBaHI Ha MOYATKOBY Ta CEPEAHIO
OCBITYy 1 YacTO CKJIQJalOThCA 3 TMa33liB, KPOCBOPMAIB, TECTIB, IO YMOMIOHIOE iX

BHUKOPUCTAHHA 10 3aJIYYCHHA 3BUYANHUX iFOp.
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HaBuanbHi irpy MOXyTh OyTH IHTErpOBaHI B MIAaTQOPMHU OHJANH-HABYAHHS IS
J0JIaTKOBOi MOTHUBAIIll CTYJIEHTIB, OJHAK TaKe BHUKOPHUCTAHHS HE BHUPIIIYE TOJIOBHOI
npoOJieMH — HaBYaJIbHI ITPH HE MIJIBUIIYIOTh PIBEHb 3BOPOTHOTO 3B’SI3KYy 31 CTYACHTOM,
BOHM JIMIIIE YPI3HOMaHITHIOIOTh HaBYAJIbHUI MPOIIEC.

ITepeniueni ¢opmu  BiJCOITPOBOi AISUTBHOCTI MalOTh CBOi  HEJOJIKH  IOJO0
BUKOPWCTAaHHS B OHJIaH-HaBYaHHI. OJHaK, MOEAHAHHS CHIBLHUX CTOPIH KOXHOI 3 opMm
MOJKE€ JaTU SIKICHO HOBUHM pe3ysbTaT Ta PO3B’sI3aTH MUTAHHS 1HAMBITyasi3ailii, MOTUBALIi{
Ta 3BOPOTHOTO 3B 513Ky B OHJIAH-HABYAHHI Cy4YaCHOI'O CTY/I€HTCTBA.

JIyst Takoro moeqHAHHS Hapas3l HAWMOUTBIIUN TOTEHINA] Ma€ BXKE 3TajlaHdid HaMu
xaHp MMORPG. MacmtabHi irpy Takoro IUTaHY JI03BOJISIIOTH BHCOKHM PIBEHb
COIIAJIbHOI B3a€MOJIIi. Y Takiid Tpl rpaBellb OTPUMYE 3BOPOTHHM 3B’SI30K K Bia Tpu (3a
BUKOHAHHSI 3aBJlaHb, CTBOPEHHS MPEAMETIB, TOPTiBII0, YUTAHHS KHHUT TOIO) TaK 1 BiJl
IHIIUX TpaBUiB (y BUIJISAAI JIOMIOMOTH YH CYIEPHHUIITBA IIiJI Yac BHUKOHAHHS 3aB/aHb,
oOMiHy 1H@oOpMauiero Ta matepianamu). OkpiMm Toro, y cyyacHi MMORPG wmoxHa
IHTErpyBaTu Maii>ke Oy/1b-sIK1 MaTepiajii, 3a paXyHOK YOTO OJIHA BiJIeOrpa MOXKE BKIIIOUATH
B cebe BOyJOBaHy JITEparypy, MONIYK Ta YUTAHHS SIKOI MOCTAa€ YaCTHUHOKO 1rPOBOTO
MpoIIeCcy, TEeCTU Ta BUKOHAHHS pi3HUX ¢opm 3aBnanb. Y MMORPG uacto npucyTHi yaTu
Ta TOJIOCOBHH 3B’A30K, 3a paxyHOK 4YOTO BHKJIQJad MOXKE TMPOBOAUTH JIEKIi Yy
BIJICOITPOBOMY CEpEJOBHII. Y CEpelMHI BIIEOTPU MOXKYTh OyTH HasBHUMH MAaKeTH,
MPUKIAAN Ul JOCTIKEHHS, MOXKYTh pO3IrpyBaTUCh Ti UM IHIII peabHl cutyauii. Takum
YUHOM, 1€ >KaHp Ma€ OCOOJMBHUI TOTEHIAl JUisi BUBUYEHHS TyMaHITApHOTO OJOKY
JTUCHUIUIIH, TOCTIIPKEHHS CYCIUJIbCTBA Ta MOBHOI MPAKTUKH.

[Ipuknagom cpoOW CTBOPUTU TPy JUIsl OHJIAWH-OCBITH B 3alPOTIOHOBAHOMY BHIIIE
xaHpi € Adventure Academy. Bona po3paxoBaHa Ha JIOMOBHEHHS Ta 3aCBOEHHS 0a30BO1
ocBitu. Cama rpa npornoHye BOyA0BaH1 OCBITHI MaTepiaiu, KBECTH 3a 0OpaHUX TUCIUIUIIH
Ta MOKJIMBICTh BUBUEHHS HOBUX MaTepialliB B MIPOIIECI TOCITIKEHHS ITpOBOTO CBITY. JlJis
JI0IaTKOBOI MOTHUBAIIi, Y BiJIeOrpl HasBHA MOXJIMBICTh HAJAIITYBaHHS CBOTO MEpPCOHaXka
(«aBatapay), TOCSTHEHHS, MOXJIMBICT, MAaTH BJIACHWI ITPOBHUM OyJIMHOK Ta JEKOPYyBaTU
fioro Tomo. 3ramanuii y crarti ClassCraft Takok MOXHA YacTKOBO BITHECTH O

MMORPG, xouya BiH 3Ha4yHO Ouibllle HAOMMKEHUW [0 KIACUYHMX IMIATHOpM OHIIAMH-
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HaBYaHHs. X04a mpakTH4Ha peanizauid iaei ocBitHboi MMORPG B Adventure Academy
ta ClassCraft mae cBOi HemOJIKH, Taki, K JesAKl TEXHIUYHI MPOOJEeMHU Ta HE 3aBXKIU
JOCTaTHS KUIBKICTh BHJIB JISJIBHOCTI, 110 MOXKYTh OyTH 3allpOTIOHOBAaHI B paMKax Ili€i
TpH.

BucnoBku. Kpuza ocBiTH Ta Kpu3za B OCBITI € aKTyaJbHUMM CTaHaMHU CY4acHOIO
OCBITHBOT'O CEPEIOBUIIIA, SIKE 3HAXOAUTHCSA B IOCTIHHOMY TMOIIYKY JOCTOMHUX BiAMOBIICH
Ha ICTOpPUYHI BUKIWKUA. HeBIAMOBIAHICTh HASBHUX MEJArOTiYHUX TEXHOJOTIH Cy4yacHUM
norpedaM  CYCHUIBHOTO  PO3BUTKY  YHEMOXJIMBIIOIOTH — IMOJAJNIbIIE  3aCTOCYBaHHS
TpaauLIHHUX METOAIB Ta (popMm HaBuaHHS. BipTyanbHa peanbHICTh mopoawiaa (GeHOMEH
BIJICOTPHU, SIKMI aKTUBHO 3aJly4a€Tbcsi B OCBITHINA mporec. Cam (akT 3acTOCyBaHHS
B1JICOIrOp y HaBUAJIbLHOMY MPOIIEC] BXKE HE € YUMOCH 1HHOBALIMHUM 4H aOCOJFOTHO HOBUM
NeJaroriyHuM npuiomMmom. HaykoBi TOCHIIKEHHS BIUIMBY B1JIEOITOp Ha HaBYAHHS O€pyTh
CBiif moyatok 1e 3 80-X poKiB MUHYJIOTO CTOJITTS. Y Tpoleci YCKJIaIHeHHS B1JIEOIrop Ta
PO3BUTKY TEXHIYHHX MOXJIMBOCTEM B iX PO3pOOIl 3MIHMIMCS W BEKTOPU BI1AECOIrPOBOI
nisibHOCTI B HaByaHHI. CydacHi BIJ€OITpH JO3BOJISIIOTH BUKOPHUCTOBYBATH iX SIK
HAOYHICTh, CUMYJISILIIIO JUIsl TPEHYBAaHHS, TOJATKOBUN MaTepiai JUisl KPalioro 3aCBOEHHS
OUCUUIUIIHU. BIIMOBIAHO A0 TOro, SKMM YWMHOM BIAEOTpYy 3aly4y€HO B HaBYAIBHUU
MPOIIEC, BUILISAIOTH TpH (POpMH BiACOITPOBOI JISIBHOCTI B OCBITI — redmidikalliio sk
YacTKOBY a00 MOBHY TpaHC(oOpMaIlil0 HaBUAJILHOI'O MPOIECY 3a JOMOMOTOI0 (BiJI€0)rpH,
game-based learning sik 3ajiyueHHs HE PO3POOJICHHX /JIi HABYAHHS BIJEOIrOp B OCBITY;
HaBUYaJbHI ITPU SK KATErOPIil0 1rop, PO3pOOJICHHX BHUKIIOYHO [IJIi BUKOPHCTAHHS B
HaBuaHHi. KokHa 3 1ux (opM po3B’s3ye YaCTHHY MNHTaHb MO0 IOKPAIIECHHS
e(heKTUBHOCTI HaBYaHHSA (30KpeMa W y BHUIJISAIl OHJIAWH), OJIHAK, MO0 BiAMOBIIATH
CyYaCHUM CYCIUIBHUM 3aIlUTaM, IIbOTO HE JOCTATHHO. TaK0oX BapTO 3a3HAYMTH, 1110 BCI Il
dbopMu okpeMO MarOTh crenudiyHl HEAOJIKM IMiJ Yac 3aJlydyeHHS caMe B OHJIaiH-
HaBYaHHI.

Ha ocHoBI koMOiHYBaHHSI mepeidyeHuX (opM BiJEOIrpOBOi AISUIBHOCTI B OHJIAMH-
HaBUYaHHI ICHY€ TOTEHIAJ JJIsi CTBOPEHHS MAacCIITaOHOI MYJIbTHUIUICEPHOI BIJCOTPH, SKa
Morjia O TOBHOIIIHHO OXOMUTH BECh HABYAJIBHUUN TPOIEC, a TAKOX CTAaTH 3PYYHOIO

«00OJIOHKOIO» JIA BCIX MarepiajiiB, HEOOXITHUX CTYIEHTY B Mpolleci HaB4yaHHs. Jlis
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OHJIallH-HABUAHHS L€ € OCOOJMBO aKTyaJbHHM, aJK€ ICHYBaHHA IUIaTHOpPMHU, sKa
YMOXJIMBJIIOBaJIa O TapajeiabHe O3HAMOMJIGHHS 3 TEOPETHYHUM  Marepiajiom,
3aBAaHTAKCHUM Yy TPy IONEPEIHbO Ta JOTOBHIOBAHUM IIiJi 4YaCc OHOBJIEHb TI'PH, HOTO
MPaKTUYHE 3aCBOECHHS Ta MOMEHTAJIBHUW 3BOPOTHUH 3B’SI30K 3 OOKYy TpH, a TaKOX
IpONoOHyBaJIa OM BOY/IOBaHI YaTH Ta ay/a103B 30K 3 BUKJIQJa4€M Ta 1HITUMU CTYJICHTaMH,
MOTHBYBaja O CTYJIEHTIB /10 aKTUBHOCTI B HaBYaHHI, KOOIepallii Ta 3MaraHHsIM OJIMH 3
OJTHUM, CIIPHUSIIIO O KOMIUIEKCHOMY PO3B’sS3aHHIO MPOOJIEM CydacHOTO OHJIAH-HABYAHHSI.
Oco0nMBICTIO 3aJy4eHHsI BiJICOIrOp B OHJIAH-HaBYaHHI € Te, [0 OUIBIIICTH 3
HAsIBHUX BIJ€OIrop, 30KpemMa i 3rajgana y crarti Adventure Academy, opieHTOBaHI Ha
MOJIOJIIIY Ta Cepe/IHIO KoY. [Tonpu 3HaYHYy KUIBKICTh JOCIIIKEHb, TPOBEICHY 30KpeMa
W y 3akiajax BHINOI OCBITH, BiJCOIrpoBa AISIBHICTH € MEHII IOMIMPEHOI0 Ha pPIBHI
KOJIEJDKY YM YHIBEPCUTETY, HIX IIKOJHU. ToMy, po3poOKa MOBHOILIIHHOI BIJEOTPH IS
OHJIAH-HABUaHHS Yy 3aKjajax BHUINOI OCBITM MOXK€ BIUIMHYTH Ha MOTHBAIll0 Ta
3aIliKaBJIEHICTh CTY/ICHTIB, HaJIaTH 1M JOAATKOBHM JOCBIJ, 3p0OMTH HaBYAIBLHUHN MPOIIEC Y
BHIIIM IIKOJI OUIBII 1HAWBIAYyali30BaHUM Ta THYYKHM, Ta, BIJAIMOBIJHO, ITIABUIIUTH

e()EeKTHUBHICTh OHJIAHH-CBITH B LIJIOMY.
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PHILOSOPHICAL AND EDUCATIONAL ASPECTS OF VIDEOGAME
ACTIVITY IN CONDITIONS OF ONLINE LEARNING

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

Maria Maletska, Bachelor of Philosophy,
Borys Grinchenko Kyiv University,
13-B, Marshal Timoshenko St., Kyiv, Ukraine

In this article, the use of videogames in online learning has been considered. It is
emphasized that new forms and methods of organizing the educational process are
becoming increasingly important in times of global educational crisis and the crisis in
education. It is noted that new strategies for the establishment of modern educational
space, based on the involvement of new, primarily digital, technologies, and new
methodological approaches to the organization and content of the educational process,
including game approaches, are quite effective in solving problems of modern education.
An essential means of increasing students’ motivation is the use of videogames in the
educational process. The main aspects of videogame phenomenon that actualize its use in
contemporary education have been analyzed. The following forms and methods of
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involving videogames in the educational process have been considered: gamification as a
partial use of game mechanics or complete transformation of the educational process into
a (video)game; game-based learning as the use of particular videogames in education to
motivate students and improve learning; educational videogames as a separate category
of games that are developed primarily for educational purposes and for which the
entertainment-motivational function is secondary. The advantages and disadvantages of
videogame activity within each of forms in conditions of online learning have been
determined. The authors raise the question of the need to develop and involve
comprehensive multiplayer videogames, aimed not at supplementing the educational
process, but at the complete transformation of online learning. It is noted that such
videogames can be an environment for learning and communication between teacher and
students and contain the information base necessary for studying the subject. It is
concluded that the development of a comprehensive videogame for online learning in
higher education institutions can increase the effectiveness of online education in general
by increasing students’ motivation and interest in learning, giving them an opportunity to
acquire the additional experience, moving to more individualized and flexible trajectory of
higher education.

Keywords: education; online learning; videogame; educational games; gamification;
game-based learning; forms and methods of learning, students’ motivation.

PNJIOCOPCKO-OBPAZOBATEJ/IbHBIE ACIIEKTbI BUJIEOUTPOBOI
AEATEJBHOCTHU B YCJIOBUAX OHJIAUH-OBYYEHUA

Anexcanap I'opéansb, nokTop puniocodckux Hayk, mpodeccop,
npodeccop kadeapsl punocodpuu,
Kuesckuii yausepcuret umenu bopuca I'puHueHKo,
13-b, yn. Mapmana Tumomenko, r. Kues, Ykpanna

Mapus Maneuxkas, 6akanaBp dunocodun,
Kuesckuit yausepcurer umenu bopuca ['puHueHKo,
13-b, yn. Mapmana Tumormenko, r. Kues, Ykpauna

B cmamve uccnedyemcs ucnonvzoéanue 6uoeoucp 6 YCi08USAX OHAAUH-00YYeHU.
Iloouepxkusaemcs, umo 6 YCIOBUAX MUPOBO20 Kpusuca o00pa30eaHuss u Kpusuca 8
00pazosanuu  8bICOKYIO AKMYAIbHOCMb NpUobpemarom Hogvle @OopmMbl U Memoobl
opeanusayuu y4ebrozo npoyecca. Ommeyaemcs, 4umo Ho8vle cmpamecuu YopMuposansl
COBPEMEHHO20 00pPA308AMENLHO20 NPOCMPAHCBA, OCHOBAHHbIE HA NPUBTEYEHUU HOBLLX,
npexcoe 68ce20 YUPpPosvix, MexXHOIO02UU U HOBble MemoouyecKue, 8 Mmom 4ucie ucposwie,
NOOX00bl K OP2AHU3AYUU U COOEPHCAHUIO YUeOHO20 Npoyecca NpossIaom 00CMAMoO4HO
BbICOKYIO  Pe3YIbMAMUBHOCMb 8 pPeuleHUuU NnpooiemM COBPEMEeHH020 00pPA308aAHUS.
CywecmseHHbIM CPeOCmBOM NOBbIULEHUSL MOMUBAYUU CIYOEHMO8 5811emcsl NPUMEHeHUe
gudeoucp 6 yyebOHOM npoyecce. AHANUIUPYIOMCA OCHOBHbIE ACNEKMbl (HEeHOMEHA
gudeouspsl, KOmopbvle aKmyaiusupyrom ee UcCHoIb308aHUe 8 COBPEMEHHOM 00PA308aAHUMU.
Paccmompenvr  ¢popmul  u  memoowl npueneuenus eudeoucp 6 YYeOHbIU NPoOYecc:
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eeimuukayus  Kaxk yacmuuyHoe NpUMEHeHue  USPOBbIX  MEXAHUK UIU  NOJHAS
mpancghopmayus yuebHo20 npoyecca 8 (udeo)uzpy, ooyuenue, ocnosannoe Ha uepe (GBL
- game-based learning) xax ucnonv3oganue OmoenrbHbIX GuUOeouzp 6 00pa3oeaHuu OJisl
Momusayuu CmyoOeHmos U VIAVYUIEHUs. YCBOCHUs Mamepuana, o00pazosamesvbHble
8UdeoUSPbl KAK OMOEeNbHAsl Kame2opus ucp, paspabomanHulx 6 nepeyio ouepedb C
0bpazosamenvholl yeivto, U OJisl KOMOPBLIX PA3GIEKAMENbHO-MOMUBAYUOHHAS (DYHKYUS
aenaemcs emopuunou. Onpedenaiomcs npeumywecmed U HeOOCMamKu 8U0eoucposol
O0esimelbHOCMU 8 npeoeiax Kaxcoou u3 (opm 8 YCl08UsX OHAAUH-00yueHus. Asmopul
AKMYanu3upyom 60npoc 0 HeoOXO00UMOCMU paspabOmKu U npueiedeHuss NOJHOYEHHbIX
MYTbMUNIeepHblX 8Udeousp, HanpasieHHvlx He 8 OONOJIHeHUue yYyeOHo20 npoyeccd, d Ha
noaHyl0 mpancgopmayuio ounanH-odoyuenus. Ommeuaemcs, 4mMo makKue BUOeoUcpbl
Mo2ym Obimb Ccpedoli 01 0OVHeHUs: U KOMMYHUKAyuu mexcoy npenooasamenem u
CMYOeHMamu, a makKdice CcooepaHcams UHGOPMAYUOHHYIO 0a3y, HeoOX00UMY OJis
yceoenusi yueonou oucyunaunvl. Coenan 6vl8600, umo pazpabomrka NOJIHOYEHHOU
sudeoucpvl 0Jisl OHJIAUH-OOVUEHUSL 8 YUPEeHCOCHUSX Bblculec0 00pa3o8anusi cnocoOHa
nogvicums  3QHexmusHOCMs  OHIAUH-00PA308aHUL 8 YeloM 01a200aps NOBbLIUEHUIO
MOmuUBayuu U 3aUHMeEPeCcOBAHHOCIU CIMYOEHMO8 8 npoyecce 00yuenus, NPedOCmMasieHus
UM OONOJHUMENILHO20 ONbIMA, 8bIX00A HA OONee UHOUBUOYATUSUPOBAHHYIO U OoJee 2UOKYIO
MPAaekmopuro y4edHo20 npoyecca 8 8blculell WKoJe.

Knioueevle cnosa: obpazosanue; ownaiH-oOyueHue, suoeoucpa; oopazosameibHvie
uepsl, eeumuguxkayus; obyueHue, OCHOBAHHOE HA ucpe;, Hopmbl U Memoobl 00yUeHUs,
Momusayusi CmyoeHmos.
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