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Anomauin: B enoxy immencusnoi yughpogizayii ma 2nobanbHoi cucmemHoi
CKIAOHOCMI, CYYACHA 0C8IMa Mpanchopmyemvbcs y 6a2amosuMipHuLl npocmip, wo
Xapakxmepuszyemvbcs KOHYenmom «neoazo2iunoi 2iopuonocmiy. ¥ ybomy 00cniodncenHi
PpO32n0aEMbCsi  mpanchopmayitinuti. nomenyian eeumigixayii. — cmpameziuHoi
iMniemenmayii eleMeHmie iepoeo2o Ou3aliHy 6 HeiepoBi KOHMEKCMmU 3 Memoro
NIOBUWEHHS PIBHS KOCHIMUBHOI 3aly4eHoCcmi 3000)8ayie 0ceimu ma onmumizayii ixuix

akademiunux pesynomamis. Ilonpu me, wo ieposi memoouxu Oedani uacmiuie
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3acmoco8yromsbcs Yy OUCYUNIIHAxX, AKI MpaouyiuHo CNputiMaromscs K CKIAOHI abo
abcmpakmui (30Kkpema, y mamemamuyi ma NpUupoOHUYUX HAYKAX), 3aIUULAEMbCA
AKMYAIbHOK HAYKO8A NOmpeda y CUCMEMAMUYHOMY HNOPIGHAHHI MeXaHizmis, 3a
00NOMO20I0  AKUX CYYACHI yugposi niamgopmu  onepayioHanizyoms ma
CMUMYTI0I0Mb MOMUBAYTUHI NPOYECU.

Memooonoziunuti anapam 00CaiOHCeHHs TPYHMYEMbCSL HA AKICHIU napaouami i3
3aCcmoCy8aAHHAM MPUEMANHO20 MEMAMU4H020 ananisy. Bukopucmogyouu cmpameziio
Yinvbosoi eubipku, 6yno 8idiopano womupu penpezenmamusHi niamgopmu: «Legends
of Learningy, «Kahoot!», «Minecraft Educationy ma «GradeCrafty. lleti 6ubip
00360/1U8  OXONUMU  WUPOKUL  CneKkmp  2eumi)ikoganux  piuenb —  8i0
KOPOMKOCMPOKOBUX [THCMPYMEHMIE WBUOKOI NepegipKu 3HAHb 00 KOMNIAEKCHUX
cucmemMHUx apximekmyp oyiniosanus. OYiHIOBAHHA pe3ylbmamie 301UCHI08AN0C 3a
0ecKpunmopamu uiecmu Kuouo8ux HAnpamie: neodacociuna iHmeHyis, cneyuirka
Yib0B80I ayoumopii, 3MiC HABYAILHUX MAMePIalie, MexXHON02IUHA O0CMYNHICHb Ma
8APIAMUBHICIb KOHMEKCMI8 HABUAHHA, MA KPUMUYHI (DYHKYIOHALHI MONCIUBOCTI
(aghopoancu).

Iumepnpemayiss ompumanux emnipudHux OaHux 30iUCHIOBANACS KPi3b NPU3MY
makconomii  eHympiwnvoi momusayii 1. Manoyna ma M. Jlennepa (1987).
Bcemanosneno, wo nnamgopmu «Kahoot!» ma «Legends of Learning» epexmusro
aKmugizyloms  306HIWHIO  Momusayilo  ma  3abes3neuyiomv  IHMEHCUBHY
KOPOMKOCMPOKOBY 3ANYYEHICMb Yepe3 MeXaHizMu 3MAa2albHOCMmi ma MUmMmeEBO20
@iobeky. Hamomicmo «Minecraft Educationy ma «GradeCrafty goxycyromvcs Ha
Gdopmysanni  enubokoi  «eHdoeeHHnoiy momusayii. Ille Oocseaemvces  wiAxOM
po3wupents cyo’ ekmuocmi 3000y8auie oceimu, NIOMPUMKU IXHbOI a8MOHOMII ma
3anyYeHHs 00 BUPIUEHHS KOMNAEKCHUX NPOOIeMHUX 3A80AHb.

YV eucnoskax dosederno, wo 6npo8adicents «cucmemHoi ceumigpikayiiy 30amme

niosuwumu pigeHv 3anyyenocmi 00 40%. Taxuil nioxio cmumynoe eHyyKe MUCieHHs
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ma cnpusie GopMyBaHHIO YCMAHOBKU HA po36UmMoK (growth mindset) uepes
peghpelimine NOMUNIOK K KOHCIMPYKIMUBHUX emanie imepayiiHo2o npoyecy nisHauHs.

Jlocniooicenns niomeepodicye, wo ehekmusHa CyuacHa neoa2ocika nompeoye
CMpame2iuHoi Y3200HCEHOCII MINHC MEXHIYHUMU MONCIUBOCMAMU 2eUMIIKOBAHUX
HABYANILHUX NAAMPOPM mMa KOHKPEMHUMU HaA84anbHumu yinamu. Ilepexio 0o
JIHOOUHOYEHMPOBAHOI, KOHMEKCMYAIbHO A0ANMUBHOI MOOeli 00380J5€ Nedazocam
cmeoprosamu Cmani IHKIO3UBHI OCBIMHI eKocucmemu, sIKi 2omyrms 3000)68ayie
ocgimu 00 hopmy8anHs HABUHOK, HeOOXIOHUX Ol (DYHKYIOHYBAHHSI 6 YMOBAX
eKOHOMIKU 3HAHD.

Kniouosi cnosa: ceimigixayis, nedazociuna 2iOpudHicms, GHYMPIUIHSL

MOMUBAYIsL, OCBIMHI MEXHOI02IL, cucmemua cetmigpikayis.
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Abstract. In an era of accelerated digitalization and global complexity,
contemporary education is evolving into a multidimensional space characterized by
“pedagogical hybridity”. This study explores the transformative potential of
gamification — the integration of game design elements into non-game contexts — to
enhance student engagement and academic outcomes. While gamification is
increasingly utilized in subjects perceived as abstract, such as mathematics and
science, there remains a need for a systematic comparison of how diverse gamified
learning platforms operationalize motivation.

This research employs a qualitative methodology centred on a three-phase
thematic analysis. Utilizing a purposive sampling strategy, four distinct platforms —
«Legends of Learning», «Kahoot!», «Minecraft Education», and « GradeCrafty —were
selected to represent a spectrum of gamified applications ranging from task-specific
quizzes to systemic grading architectures. These platforms were evaluated across six
guiding lines: pedagogical aim, target demographics, materials, accessibility, learning
contexts, and critical affordances.

The findings are synthesized through the theoretical lens of Malone and
Lepper’s (1987) Taxonomy of Intrinsic Motivation. The analysis reveals that while
«Kahoot!y and «Legends of Learning» excel at fostering extrinsic motivation and
short-term engagement through competition and rapid feedback, «Minecraft
Education» and « GradeCraft» facilitate deeper, intrinsic “endogenous’ motivation by
promoting autonomy, complex problem-solving, and student agency. The results
demonstrate that “systemic gamification” can increase engagement by up to 40% and
support a growth mindset by reframing failure as a constructive iterative process.

The study concludes that effective contemporary pedagogy requires a strategic
alignment between a platform’s technical affordances and specific learning objectives.
By moving toward a human-centred, contextually adaptive framework, educators can
create sustainable and inclusive learning ecosystems that prepare students for the

demands of a knowledge-driven society.
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IHocranoBka mpodaemu. CyyacHa ernoxa XapaKTepU3Y€eTbCS IHTEHCUBHUMU
ro0ambHUMHU  TpaHC(OpMalisIMKU, IO 3YMOBJIEHI 3arajbHOI0 LU(POBI3aII€l0 Ta
ABTOMATH3AIIE€I0 CYCIIIBHUX MPOIIECIB. Y IEHTPI IIUX 3MiH MOCTAE OPIEHTOBAHICTh Ha
JIOJIMHY Ta po30yJ0oBa «CYCHUILCTBA 3HAHB», JI€ OCBITa IMEPETBOPIOETHCS Ha
OararoBuMipHy ekocucteMy. lle cepemoBuilie TpomoOHye BapiaTUBHI HaBYalbHI
Tpa€eKTOPii, alanTOBaH1 K A0 1HAUBIIYaTbHUX 3aMUTIB, TaK 1 10 MOTPEO KOJIECKTUBHOT
B3a€MO/III.

Konneniiis «memparoriaHoi TiOpHIHOCT» CTa€ KIHOYOBOK Y BIATOBIAL HA I
BUKJIUKHM, (DOKYCYIOUMCh Ha TapMOHIMHIA iHTerpauii ¢izuyHoro, uudpoBoro ta
COLIIaJIbHOTO BHMIPIB HaBYaHHA. 3aMICTh OUXOTOMIii TpamuiiiHoi Ta UU(POBOI
TEXHOJIOTIi  3a0e3MeuyroTh  Oe3Mpere/eHTHI MOMKIMBOCTI  JuIsl  Bi3yaJsizaiii,
MOJIETIIOBaHHS, TepCOHaNi3allii Ta MUTTEBOTO 3BOPOTHOTO 3B’s3Ky. BomHodac poib
nejarora 3aJIMIIAEThCS (PYHIAMEHTAIIBHOI Yy KOHTEKCTI CTUMYJIIOBAHHS MOTHUBAILIII,
IMOOKOT KOHTEKCTyalli3alli 3HaHb, PO3BUTKY E€THYHOIO MUCJIEHHS Ta MNOOYyJ0BH
CTIMKHAX MI>)KOCOOMCTICHUX BIJHOCHH.

VY Mexax 1i€i TpaHchopmaliiHol napaaurMu 0co0JIMBOro 3HaYEHHS! HaOyBae
reiimidikalniis — cTpaTeriyHa 1HTerpaiis irpoBUX €JIEMEHTIB Y TPaAUIIHUI OCBITHIH
mpouec Uil NIABUUIEHHS 3ally4eHOCTI Ta CyO0’€KTHOCTI y4HIB. JloBeneHo, Mo
3aCTOCYBaHHS ITPOBUX MeXaHik (0amiB, 3HAUKiB, TaOJMUIL JiAEPiB, KBECTIB) Mae
HaWOLIBII BUPAKEHUN MO3UTUBHMUI BIUIMB HAa BUBYEHHS AUCUUIUTIH 1uki1y STEM
(Matematuka, mpupoaHuyl Hayku). LI mpenMeTu 4acTo cipuiiMarOThCS SIK HAAMIPHO
CKJIaJiH1 a00 abcTpakTH1, IpoTe reimidikaltis 703BoJs€ TpaHCHOPMYBATH BHYTPIIITHIO

CXWJIBHICTh YYHS JI0 TPHU Ta 3MaraHHs y NOTYKHUW 1HCTPYMEHT II3HaHHA. Takwuii
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HIIX17] HE JUIIE CIpUsie TITUOIMIOMY PO3YMIHHIO MaTepiany, a W JOKOPIHHO 3MIHIOE
eMoLiiHuN (OH HaBUAHHS, MMIIBUIYIOYH PIBEHB 33JJ0BOJICHOCTI OCBITHIM MIPOLIECOM.

AHaJIi3 OCTaHHIX AOCaiXKeHb | myOuaikaniid. CydacHUM HaAyKOBUW JHUCKYPC
mo10 TpaHchopMallii BUIIOT OCBITU 30CEPEKEHUN Ha cuHeprii nudposizamii Ta
reiimidikarii. JlocmipkeHHS OCTaHHIX T'SITH POKIB CBig4aTh, M0 TedMidikaris
nepecrajia CpuiMaTucs Juiie K Hablp IrpOBUX €JIEMEHTIB, MEPETBOPUBIIUCH HA
KOMIUJIEKCHUM 1HCTPYMEHT YHIPABIIHHS KOTHITUBHUM Ta €MOIIMHUM 3a]y4YeHHAM
CTYJICHTIB.

OCHOBHI XapaKTepUCTUKH ITPOBOTO HABYAHHS MOKHA MIiJACYMYBAaTH TaKUM
9UHOM: 1) MyJIbTHUMOAANBHICTH (MOE€THAHHS 300pa’keHb, 3BYKiB, TEKCTIB,
KIHECTETUUHUX MAHIMyJAIIN); 2) MUKAUCIHUIUIIHAPHICTD, B) MpUHIMI «5 B» —
BUCOKMIM TeMI Trpu (3a JOMOMOIOI PI3HUX TaillMepiB, OTPUMAHHS HaWOLIBIION
KUIBKOCTI MPaBWJIBHHUX BIJAIMOBIJIEH 32 MEBHUI MPOMIKOK Yacy TOIIO), BUIIAJKOBICTb
(meperacyBaHHS KapT, KWJaHHsS KyOWKIB, pO3TajJyBaHHs J1a0ipuHTY), BHOIp poi
(HampuUKIIaJ, TEMaTUYHI 1IGHTUYHOCTI 200 PO3MO/ILI 3HaHb: «Bu rpaeTe BUeHOTO, SIKUI
nepeBipsie HAAIMHICTb...»), BUKIIUK CyNEepHUKa (1HIIWA y4YeHb, 1HIIIA KOMaH/a y4HIB,
cama rpa, BUMTENIb), BUHAropoau (y BUIJIAII ITPOBUX OYOK, IIYKEPOK, TOJATKOBUX
OamiB TOmO); 3) HABYAHHS dYepe3 NPAKTUKY (EKCIIepUMEHTaIbHE HaBYaHH:); 4)
ABTCHTUYHICTB; 5) MOTHUBAIIiS; 6) HE3AIEKHICTh Ta ABTOHOMHICTb (KOJIM I'pa BUMarae
BIJl YUHIB peduiekcii Ta NPUUHATTS PIlIeHb, HAJA€ MEPCOHANI30BAaHUN 3BOPOTHHIMA
3B'130K); 7) poboTa B KOMaH/l Ta/ab0 KOHKYpEHIliS; 8) «rpailfiuBicTh» (KOJIU B
PO3BaXKAJBLHOMY CEpPEIOBUIIl MPOLIEC HABYAHHS € I[IKABUM, ICHYE «IIO3UTHUBHAY
HEeBJaya, MpOoCTip JUIsl YSABH Ta TBOPUOCTI) [2].

HesBaxatoun ©Ha Te, 1o 0a30BI NPHUHIMIN IrPOBOTO HABUAaHHA OyJu
chopMynbOBaHI paHille, iX CydacHa IHTepHpeTauis B LU(PPOBOMY CepEeAOBMILI
HaOyBae HOBHUX (HOPM.

Tak, y Mexxax po3pobku cuctemHoi Teopii reimidikarii (SGT) gocnigaukamu

OOTPYHTOBAaHO, IO BIPOBADKEHHS I1HKIIO3MBHUX IU(POBUX MOJETEH HaBYaHHS
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JI03BOJISIE HE JIMIIIE MIABUIIUTH PIBEHb 3aJIyUYE€HOCTI CTYJIEHTIB Y cepenbomy Ha 40%,
a 1 oNnTUMI3yBaTU €KOJIOTIYHY CTIMKICTh OCBITHIX IHCTHTYyUIHA. Lle nocsraerbcs
3aBISIKMA JereHTpanizamii (i3udHoi 1HPPACTPYyKTypu Ta MEPEeXOAy 10 THYYKHUX
BipTyasibHuX cepefoBull [13]. JlogaTkoBUM iMIyJIbCOM [JIsi PO3BUTKY L€l Trairy3i
CTaJIM HOBITH1 PO3BIAKH y cepi ITYyUHOTO 1HTENEKTY. ChOT0JHI CIOCTEPITaeThCS 3CYB
y Oik BuxopuctanHs LI y reimidikoBaHux exocucremax, 110 3abe3nedye
aBTOMATH30BaHE OIlIHIOBaHHS M'akux HaBU4YOK (soft skills) Tta mepconanizariro
HaBYAJIbHUX TPAEKTOPIN 3aJICKHO BiJl 1HIUBIIyaIbHOTO Mporpecy 3100yBaya [14].

[MutanHsa npakTUYHOT €()EKTUBHOCTI IrPOBUX MEXaHIK JETAIbHO PO3TISIAETHCS
Ha MPUKIaAl MOOUTbHUX reimi(iKoBaHUX 10AaTKIB. EMIipuyHi gaHi miATBEPAKYIOTh,
IO IrPOB1 CUMYJIAILII, OCOOJMBO B KOHTEKCTI KOPIMOPATUBHOTO Ta MPOGeCciifHOTO
HaBYAHHS, CIIPUSIOTH 3HAUYHO €(PEKTHUBHIIIOMY 3aCBOEHHIO CKJIATHUX PEryISTOPHUX
HOpPM Ta CTaHAAapTIB MOPIBHAHO 3 KOHBEHLIMHMMH METOAAMHM BHKIanaHHA [9].
Boanouac pe3ynbTaTu CydyacHMX MeTa-aHali31B BKAa3ylOTh Ha Te, IO XO0Ya CEpHo3HI
irpu (serious games) MalOTh CTAOUIbHUN TO3WUTHUBHUI BIUIMB HA KOTHITHUBHI
pe3yibTaTH, IXHS YCHINIHICTh 3aJHIIAETHCA KPUTHYHO 3aJIEKHOIO BiJ SKOCTI
METOJUYHOTO CYMPOBOAY Ta CTYNEHS «aBTEHTHMYHOCTI» IrPOBHUX CIIEHAPiiB CTOCOBHO
peanpHUX npodeciianx Bukaukis [10, 11].

Oco06nmBoOTO 3HAaYeHHS HAOyBae JOCHIDKCHHS Mojesed nudponizarlii BUIOL
IIKOJIM B YMOBaX JUCTAHIIIMHOTO Ta OHJIaliH-HaBYaHHs. KOHBepreHilis KoM I0TepHO-
onocepearoBanoi komyHikaiii (KOK) ta reiimidikariii cTBOpro€e yHIKaiIbHI YMOBHU IS
peanizalii KoHIeIii «1o3uTUBHOT HeBaadly. Lle hopmye Oe3neunuii NCUXoIOr YHUN
MPOCTIp ISl eKCIEPUMEHTIB, /i€ TOMUJIKA CTa€ YACTUHOIO HaBUAIBHOTO JTOCBiAY, a HE
¢diHaTPHUM HETaTUBHUM PE3yIbTaTOM. TaKWil MiaXiJ BUSHAHO KPUTHYHO BaXKIMBUM
JUISL MATOTOBKHU (haxiBIliB, 3JaTHUX aJanTyBaTHUCS JI0 IIBUIKO3MIHHHMX TJIOOATBLHUX
BUKJIMKIB Ta IPUIIMATH PIILIEHHS B YMOBax HEBU3HA4Y€HOCTI [3, 12].

BuninienHsi HeBHpilIeHNX paHille YACTHH 3arajbHOI NMpoodaeMu. OCKIIbKU

nu(ppOB1 OCBITHI IHCTPYMEHTH 32 OCTAHHI POKH IPUBEPHYJIHM 3HAUYHY yBary 3aBIsSKH
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CBOiM 3J]aTHOCTI 3aJly4aTd CTYJICHTIB 1 MOKpAIlyBaTH HAaBUAJbHHUM JOCBIJ, X aHai3
CTaB LICHTPAJbHUM €JIEMEHTOM HAIIOl MMOTOYHOI TEOPETUYHOI poOoTH. [[ns aHamizy
HamMu Oyno BimiOpano wotwpu kirodoBi miuardpopmu: «Legends of Learningy,
«Kahoot!», «Minecraft Education» ta «GradeCraft»y. OminroBanHs 3/11iicCHIOBaI0Cs 3a
[IICThbMA BCTAHOBJIEHUMHU [apaMeTpamMH: BIJI METH 10 MNOTEHUIMHMX BHKJIMKIB.
PesynpraTn aHamizy npeACTaBI€HO B TMIJACYMKOBIH TaOnuIll Ta TOPIBHAHO 3
KIIFOUOBUMHU TIPUHITUIIAMUA TIPOCKTYBAaHHS BHYTPIIIHRO MOTHBYIOUHMX HaBYAIBHUX
cepenoBuy, onrcanux Tomacom B. Manoynom ta Mapkowm P. Jlennepowm [15].

®opmyawBaHHs Wijged crarti. MeTolo cTaTTi € omMc OOpaHMX IrPOBUX
HaBYAIBHUX TUIAT(GOPM 32 MIICTbMA aHATITUYHUMH KOJIAaMU; TIPEICTABIICHHS OIHCY Y
BUTJISII TACYMKOBOi TaOdMIl; TOPIBHSHHS OCHOBHUX OCOOJIMBOCTEH OOpaHUX
irpoBUX IAT(HOPM 3 KIIFOUOBUMH MTPUHITUIIAMU CTBOPEHHS BHYTPIIIIHHO MOTHBOBAHUX
HaBYAJILHUX CEPENIOBUII, onucanux y pynaamenrtanbHiil npani Tomaca B. Manoyna
ta Mapka P. Jlenmepa «Slk 3poOuTH HaBYaHHS IIKABUM: TaKCOHOMIsl BHYTPIIIHIX
MOTHBAITIN JTsI HABYAHHS.

MeTtonoJiorisi. [[s1 qOCSITHEHHS TTOCTABIICHOT METH OYyJIO 3aCTOCOBAHO SIKICHUH
JTOCHITHUIbKUN Ju3aiiH, 10 0a3yeTbCsl Ha METOJaX TEMaTUYHOTO aHalli3zy Ta
MOPIBHSUTPHOTO  y3araJibHeHHs. JIOCTiPKEHHS CTPYKTYpOBAaHO 3a TPUETAITHOIO
MOJCIUII0, IO 3a0e3rnedye KOMIUIEKCHE OIHIOBaHHA oOO0paHux TreiMidikoBaHUX
miargopm: «Legends of Learning», «Kahoot!», «Minecraft Education» Ta
«GradeCrafty.

Ertan 1. Tematuuynuii ornsg ta 30ip nepBuHHUX gaHuX. [Iporec mependavan
0e3mocepeIHI0 B3a€MOJIII0 3 KOXKHOIO IIAaTPOpPMOI0, 10 BepU(]iKyBanoCs MUITXOM
aHami3y ogimiiiHoi JOKyMeHTallli, MTOCiIOHUKIB KOpPHCTyBadya Ta KOPIYyCy HayKOBOi
niteparypu (2018-2024 pp.). Byno BukopucTaHO AeIyKTUBHUI TEMaTUUYHUNA aHAI3 13
3aCTOCYBAHHSM IIECTH aHATITUYHUX KOJIB JIJIsl CUCTeMaTU3allli JaHUX:

1) negaroriyHa MeTa: KOHIIENTYyalbHA CIIPSIMOBAHICTD MJIaTHOPMH.
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2) Jlemorpadis Ta I1HKJIIO3UBHICTh: XapaKTEPUCTHKU IUIBOBUX TPyl Ta
JOCTYMIHICTh CEpEIOBHUIIIA.

3) EnemenTn revimidikarii: cnerudiuni MexaHiku (aBarapu, XP Toio).

4) MarepiaJibHICTb Ta JOCTYINHICTb: JIIEH3YBaHHS, MOBHA MiATPUMKa Ta
CKJIQJIHICTh OCBOEHHS («KpHBa HABYAHHS).

5) Kputuaai MOXKIMBOCTI: yHIKQJIBHUN (DYHKIIIOHAT JJISI OCBITHBOT'O MPOIIECY.

6) Buxnaumku Ta OOMEXKEHHs: BHYTPIIIHI Ta 30BHILIHI MEPEHIKOAM IS
BIIPOBAKCHHSI.

Etan 2. TlopiBHsuibHE y3arajibHEHHsI Ta BUSABJICHHS naTTepHiB. Ha npomy erami
OyJ0 3MIHCHEHO MIKIUIAT(HOPMOBE 3iCTaBICHHS I iMeHTUDIKAIllT 3aKOHOMIPHOCTEH
«TenaroriyHoi TriOpuIHOCTI». Pe3yiabTaTH CHHTE30BaHO B IMiJICYMKOBY TaOJUIlO
(Tabs. 1), 1m0 AO3BOJIUIO OIIHUTH peajizallilo IrPOBUX MPUHIIUIIB (30KpemMa Mojei
«5 B»: (BUCOKHUH TeMII, BUTIAJKOBICTh, BUOIP POJIi, BHHATOPO/1a, BUKIIUK CYTIEPHUKA) Y
PI3HHUX MPOTPAMHUX aAPXITEKTypax.

Etan 3. Teopermuna Bamijaiisi 3a TakcoHoMmiero Manoyna—Jlenmnepa.
3aKII0YHUH eTall ToJIAraB Y 31CTaBJICHHI y3arallbHEHUX XapaKTePUCTUK IaThopM i3
(yHIaMEHTAJIbHOIO Teopiero BHYTPilHbOi MoTuBalii (1987). Bukopucranns uiei
TECOPETUYHOI JIH3M J03BOJIUJIO TEpPEeBIpUTH €(EKTUBHICTh (YHKI[IOHATA KOXKHOI
maTopMU K KaTajizaTopa: a) iHAUBIIyaTIbHOT MOTUBAIIIT (Uepe3 BUKIIHK, I[IKaBICTh,
KOHTpOJib Ta (aHTaszi); 0) MikocOoOMCTICHOT MoTHBalii (4Yepe3 CHIBIpallo,
KOHKYPEHI[I}0 Ta BU3HAHH).

Buxaan ocHoBHoro marepiany gocaimkenns. «Legends of Learning»

(https://legendsoflearning.com) — 1e rHydka OCBITHS IaTdopma ISl Y4YHIB BiJ

JTUTSAYOTO caaka o 9 Kiacy, sKa CIeMial3yeTbCsd Ha BUBYEHHI MaTeMaTHKH Ta
OPUPOAHUYMX HAYK Yepe3 IrpoBl Ta IMEPCUBHI TEXHOJOrIi. 3aBlsku Oi0miorewni 3
nonrana 2000 irop, 110 BiAMOBIJAIOTh HABYAIBHUM CTaHAApTaM, Tutatropma 3ade3neuye
NIEPCOHANII30BAHUN JIOCBIJ] HAaBYaHHS, AJaNTYyIOYUCh 1O PIBHS KOXXHOTO YyYHS Ta

MOTHBYIOUM HOro 3a J0moMororo aparapiB, XP-OamiB 1 3marans. I[lmardopma
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IIPOTIOHYE IIUPOKI IHCTPYMEHTH JIJIs1 BYUUTENIB 1 0aThKIB 1100 KOHTPOJIIO MPOTpecy Ta
iaTerpanii 3 Google Classroom, MiATPUMYIOYM AHTITIMCHKY Ta 1CIIAHCHKY MOBH.
[Toennyroun Oe3kOMTOBHUN 0a30BUI NOCTYN 13 MpeMiyM-(QYHKIISIMU JJIs IIKLT,
«Legends of Learning» edpexkTuBHO TpaHCcPopMye HaBYAIBHHUI MpouLeC y IiKaBe i
KOHKYPEHTHE 3aHSTTS, CTUMYJIIOI0UM TIHOIIe PO3yMIHHS MaTepialy SK y Kjacl, Tak i
Bioma [16; 17].

«Minecraft  Education»  (https://education.minecraft.net/en-us) — 1e
IHTepaKTUBHA OCBITHS IIaT(GOpPMa-IIICOYHHMIIS, SKa BHKOPHUCTOBYE TIOOYIOBY
TPUBUMIPHUX CBITIB JIJIsl PO3BUTKY KPEATUBHOCT1, KpUTHYHOT'O MUCIICHHS Ta HABUYOK
CHIBIpalll B y4HIB MOYATKOBOI Ta cepeanboi mKkouu. [Inargopma oxommoe mmpokuii
CHEKTp AWCIMIUIIH — BIJ TPOrpaMyBaHHS Ta MaTeMaTHUKA JO icTOpii ¥ MOB —
OPOIMOHYIOYM BYMUTENSIM TOTOBI IUIAHM YPOKIB, 1HCTPYMEHTH I OLIIHIOBAHHS
(mopT¢oJ110, KAMEPH ) TA MOKIIMBICTh CTBOPEHHSI BIACHOI0 KOHTEHTY. Oco0JMBa yBara
NPUAUISETHCA 1HKIIFO3MBHOCTI 4epe3 (YHKII JAOCTYIHOCTI, SIK-OT IE€PETBOPCHHS
TEKCTy B MOBY, 1[0 pOOUTH CEPEIOBHILE aAANTUBHUM JUIS PI3HUX CTUJIIB HAaBYAHHS.
ITorrpy HEOOXiMHICTh TEXHIYHOI IIATOTOBKH IEAAroriB Ta IUIATHY MIANHCKY 4Yepe3
Microsoft 365, Minecraft Education 3anuinaeTbcss MOTY>KHUM 1HCTPYMEHTOM JUJIst
IPOEKTHOTO HABYAHHA Ta COIAbHO-€MOLIMHOTO PO3BUTKY SIK y MIKUTBHHUX KJacax,
TaK 1 B MO3AMIKIJILHUX TYPTKaX Yd JOCTIIHUILKUX MpoekTax [18; 19].

«Kahoot!» (https://kahoot.com) — 1e mNpPOBIAHUN IHCTPYMEHT IS
reiimMi(hikoBaHOTO HABYAHHS, SIKUI JO3BOJISIE CTBOPIOBATH 1HTEPAKTUBHI BIKTOPUHU Ta
OTIUTYBAHHSI I KOPUCTYBayiB Oy b-SKOTO BIKY: B/l IOIIKUIBHSAT O KOPIIOPATUBHUX
cniBpoOiTHHKIB. [InmaTdhopma nmpononye Bennyue3ny 61067110TeKy TOTOBHX MaTepialiB 3
PI3HHUX JUCIUILTIH 1 JIETKO IHTETPYETHCA B IIKIJIbHE, YHIBEPCUTETCHKE Ta AUCTAHIIIITHE
HaByaHHs uyepe3 Zoom abo Microsoft Teams. ['onoBHumu nepearamu Kahoot! €
MIPOCTOTAa BUKOPHUCTAHHS (y4acHHMKaM He OOOB'SI3KOBO MaTH OOJIIKOBUHM 3amuc),
CTUMYJIIOBAaHHS aKTHUBHO1 y4acTl yepe3 JMHAMIUHHUK Bi3yalbHO-ay l1aJIbHUI CYyTTPOBIT

Ta MOKJIMBICTh IIBHJIKOI IIEPEBIPKH 3HAHB Y PEXKUMI PEAJILHOTO Yacy. X04a IBUIKHMA
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TEeMIT 1 KOHKYpEHTHHI (opMaT Opi€HTOBaHI Olibllle Ha 3amaM'sTOBYBaHHs, HIXK Ha
rMOOKUI aHai3, THYYKICTh MIAaTGOPMHU Ta HASIBHICTH K OE3KOMITOBHOI, Tak 1
npeMiyM-Bepciit poOsiTh 1i YHIBEpCAIBHUM PIIIICHHSIM JJI 3aKPIIUICHHS MaTepiay Ta
I1BULIEHHS 3a11KaBJIEHOCT1 ayIUTOpii B OyAb-siKOMYy KOHTEKCT1 [20; 21].
«GradeCraft» (https://gradecraft.com) — me cneuianizoBana miatdopma ass
reiMidikaiii HaB4aHHSA, po3poOJieHa YHIBepcuTeToM Miuurany, sika JoromMarae
OCBITSIHAM TpaHC(OpPMYBaTH TPAJULINHI CUCTEMH OLIIHIOBAHHS B IFPOB1 MOJENI IS
MiJBUIIEHHST BHYTPIIIHAOI MOTHBAIii Ta camocTiiHocTi y4HIiB. [lmardgopma
Opi€eHTOBaHAa Ha MUPOKY ayautopito — Big kil (K-12) mo yHiBepcuteTiB Ta
KOPIOPAaTUBHOI'O CEKTOPY — 1 IPONOHYE IHCTPYMEHTH JIJIs1 HAKONTMYEHHS OaJliB 3 HYJI,
Ha/JlaHHA MUTTEBOIO 3BOPOTHOrO 3B’A3KYy Ta CTBOPEHHS MPO30PUX HaBUaJIbHHUX
Tpa€eKTOPid. 3aBISKU MIATPUMIN TaKUX TUCIMIUIIH, SIK aCTPOHOMIs, JIIHIBICTUKA Ta
nenarorika, GradeCraft 103BoJsi€ BUKIaadaM THYYKO HaJAIITOBYBAaTH KypCH, XO4a
JOCTYN JI0 TIOBHOTO (yHKIIOHaNa TmoTpedye mnpuadaHHs JineH3ii. ['osioBHOMO
[EPEeBarol0 CHUCTEMH € 11 3JaTHICTh CTUMYJIIOBAaTH MUCIICHHS, OpPIEHTOBAHE Ha
3pOCTaHHS, Yepe3 IrpoBl MEXaHIKK BUOOPY Ta MPOTpPeECii, 0 poOUTS 11 €PEKTUBHOIO K
y (popManbHIii OCBITI, TaK 1 B HETPAAUIIHHUX HABYAJIbHUX ceperoBUIax [22;23].
Taoauns 1

lliocymxoea mabauys «leposi naguanvbHi naamgopmuy

Inamgopma Mema ma ocHosHa Linvoea ayoumopis Knrouosi enemenmu
neoaeoclixa eetmigpikayii

Legends of OnanyBanusa STEM | Ctynentu K-9, Aarapu, XP, MmoHeTH,

Learning (MaTeMaTHKa/HAYKW) | BHKIJafadi, BIJICTE)KEHHS pe3yJIbTaTiB Ta
3a JIONIOMOT0I0 irop, | OaTbKH. 3MarasHsl.

Y3rosKe€Hux 3

HaBYAIBHOIO

MPOrpPaMor0.
Minecraft Po3BuTok K-12, Buma ocgira, [HTepakTHBHI OyIiBENbHI
Education KpEaTHBHOCTI, JOCIIDKEHHSI, KITyOH. 6mokxu, NPC, irpoa xamepa

CIIBITPALli TOIIO 32 Ta OLliHKa OPTQOJIIO.
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JOIIOMOI'0XO

CUMYJISIIT B

OLIIHIOBAHHS I
I IBUIICHHS
aBTOHOMHOCTI

CTYJICHTIB.

«ITICOYHMUILI.

Kahoot! Bzaemonis B pexxumi | Bei BikoBi rpynu (Bix Banu 3a mBuAKicTs, TAOIMII
peanbHOTO Yacy Ta JUTSYOTO cafKa 0 BUIIOI | JiAEpiB Ta MUTTEBI LIUKIIH
colliaJIbHE HABYaHHS | OCBITH, KOPIIOpAIIii). 3BOPOTHOTO 3B'SI3KY.
3a JIOTIOMOT'0I0
KOHKYPCHHUX
BIKTOPHH.

GradeCraft CucremMHa Buma ocsita, K-12, Cucremu piBHIB, 3HAYKH,
refmidikartis KOPIOpaTUBHE HABYaHHSA. | MOCSATHEHHS, IO MOXHA

pO30JIOKYBaTH, Ta IIIAXH,

3aCHOBaHi Ha BUOOPI.

Taoauus 1 (mpogoBKeHHS)

ITiocymrxoea mabauys «leposi nasuanvhi niamgpopmuy

Inamgpopma Jlocmynnicme ma Mooicnueocmi Buxnuku
Mmamepianu

Legends of Amnrmiiiceka/icnanceka; | CHIIBHUMA CTUMYI IS [otpiben Ginpmr pinryynii

Learning nonay 2000 irop; 30BHIIIHBO] MOTHUBALIT MIEPeXig IO «CHIOTCHHOTOY
inTerparis 3 LMS 3aBISKU «EK30TC€HHIN» KOHTEHTY JUTsl I ATPUMKHU
(Google Classroom). KOHKYPEHII1. JIOBTOCTPOKOBOTI'O iHTEpECY.

Minecraft Bumarae Microsoft Bucoka agantuBHicTh 10 | CTpiMKa «KpHBa MPoIecy

Education 365; dbyHKIIIT BHCOKOT PI3HOMAaHITHHUX TIOTPeO Ta | HABYAHHS IS BUKJIA1adiB
IHKJTFO3UBHOCTI CIIPHSTHHS TITHOOKOMY Ta BUCOKi BUMOTH JI0
(TIepeTBOpPEHHS TEKCTY | TBOPYOMY BHPIMICHHIO TEeXHIYHOI IHPpaCTpyKTypH.
B MOBY); IJIaTHA. po0JeMm.

Kahoot! MinimaneHa BincytHicTs 6ap'epiB anst | PH3uK KOTHITHBHOTO
HACTPOIiKa; BCTYITy Ta 9yJOBi «IIOBEPXOBOT'O MHUCIICHHS
0E3KOIITOBHA/TIPEMiyM- | MOMIJIUBOCTI IS yepes 30CepeKeHHS yBaru
Bepcii; xMapHa CTBOPEHHS MTO3UTHBHOI Ha 3amaM'sITOByBaHHI, a He
ratdopma (Oyap-IKui | comiaiabHOI aTMOC(hepu B | Ha TAMOOKOMY aHaTi3i.
TPUCTPiil). KJ1aci.
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GradeCraft [otpiOHa minensis EdextuBHO meperBoproe | AnMiHICTpaTUBHI
VYHiBepcurety 30BHIIIHI BHHATOPOIH Y TIEPEIKO I, TTOB'A3aHi 3i
MiuuraHy; BKIIOYaE BHYTPILIHIO MOTHBAILIIIO creun(pivHOI0 CUCTEMOIO
MOCIOHUKH 3 irpoBOi 3aBJSIKM aKTUBHOCTI JiIeH3yBaHHS IITATy
IEJArorikH. CTYJICHTIB. Miuwnras.

Jlxepeno: mo0ya0BaHO aBTOpaMu

[Ile B 1987 pori B cBoiii pyHIaMeHTaNbHINA CcTaTTI «SK 3pOoOUTH HABUYAHHS
[IKaBUM: TAaKCOHOMIisl BHYTPIIIHIX MOTHBAUINA /uisi HaB4aHHs» Tomac B. MaioyH 1
Mapk P. Jlenmep cnpoOyBanu mpoaHamizyBaTH, SIK NEAArord MOXKYTb CTBOPHUTH
BHYTPIIIIHBO MOTHUBYIOUE OCBITHE CEpPEOBHUILE 1 3pOOMTH HaBYAHHS OUIBII IIKABUM
114 yuHiB. BoHu npoBenu mapanesni Mi>k BHYTPIIIIHbOIO MOTHBALIIEIO Ta €(PEKTUBHICTIO
HaBYaHHS. ABTOPU BU3HAYAIOTh JIISUIbHICTD SIK BHYTPIIIHBO MOTUBYIOUY, SIKIIO JIFOAH
3aliMaroThCA HEK «caMi Mo col1», a He IS TOro, 00 OTPUMATH SKYCh 30BHIIIHIO
BUHAropoay abo0 YHHUKHYTH 30BHIIIHBOTO TokapaHHs. T. Mamoyn 1 M. Jlenmep
BUCYHYJIU TINOTE3Y, 110 BUKOPUCTAHHsS BHYTPIIIHIX, & HE 30BHINIHIX CTUMYJIB Ta
BUKOPUCTAHHS €HIOTEHHUX, a HE €K30T¢HHUX MOTHBAIIMHUX CTUMYJIIB MPU3BEIE J0
OUTBIII BUCOKOTO PIBHS CTIMKOrO 1HTEpECY /A0 MAisUIbHOCTI. BOHU po3pi3HMIN
1HUBITyaJIbHI Ta MI>KOCOOUCTICHI MOTUBALII1. [HAUBITyanbH1 MOTHUBAIIIT CKIAAAI0ThCA
3 BUKJIUKY, I[IKABOCTi, KOHTPOJIIO Ta (aHTa3ii, a MI>KOCOOUCTICHI MOTHBAIIi MICTSTh
CITIBIIPAITIO, KOHKYPEHIIIIO Ta BUSHAHHS, 10 3aJIeKUTh Bij 1HIIUX Jroae [15].

«Buximk» o3Hauae, M0 3aBAaHHA Ma€ OyTH CEpeIHBOTO PIBHS CKJIAIHOCTI st
YYHS, OCKUIBKH 3aHAJITO JIETKI a00 HAATO CKJIAJIHI 3aBJaHHS HE OyIyTh BUKIUKATH Y
HBOT'O BHYTPIIIHBOTO 1HTEPECY. 3aBIaHHSI Ma€ MICTUTH LI (4iTKI Ta (QikcoBaHl abo
i, SKi y4HI OOHMpAarOTh CaMOCTIHHO — KOPOTKOCTPOKOBI Ta JTOBIOCTPOKOBI).
HeoOximHo 4WacTo HajaBaTH YITKUNA 1 KOHCTPYKTUBHHM 3BOPOTHHM 3B'S30K IIOJO
pe3ynbTaTiB  y4HIB, 100  3a0e3neuyuTd  HEOOXiAHY  iHpopMmauiro IS
nepepopMyITIOBaHHS IUJIeH, 3poOUTH iX OUIBII MOTHBYIOYHMH, 3TYYUTH YUHIB 1

M1JBUIIUTH CAMOOIIIHKY Ta BIIYYTTS KOMIETEHTHOCTI.
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«IlikaBicTh» O3Ha4a€, MO MISUIBHICTH TMOBMHHA MAaTH TOMIPHUN DPIBEHb
iHpopMaIiliHOT  CKJIAJIHOCTI, SAKWWA  BIAPI3HSETHCA Bl  MOTOYHOTO  PIBHS
3HaHb/iHopMallii yuHs. Bona Moke OyTH CEHCOpPHOIO (3a JOTOMOTOKO 3BYKY,
BI3yaJIbHUX €(EeKTIB, UTI0CTpaliid, pyXy Kamepu) a00 KOTHITUBHOO (1Ji1 BUBYEHHS Ta
PO3YMIHHS TEMU Yepe3 HEMOBHY ab0 cynepewinBy iH(HOpMAILIiio).

«KoHTponb» 03Hauae, 1m0 AISUILHICT TOBUHHA CIPUATH (OPMYBAHHIO TTOUYTTS
CaMOBHU3HAYEHHS 3a JOMOMOIOI0 PI3HUX MOKJIMBUX PE3YJbTATIB 1 BapIaHTIB, SIKI
3anexaTh BiJ BUOOPY ab0 peakiiii JIFOAWHHM, YYWHOTO HaBYAIHHOTO CEpEJIOBHINA Ta
1HIUBIAYyami3aIi JsJIbHOCTI.

«®anTazis» 03Hayae, 10 MISUIbHICTh MOBUHHA CIOPUSTHA BHYTPIIIHIA MOTHBALIIL
3a JIOTIOMOTOI0 BUKOPUCTaHHS elieMeHTiB (anrtasii. daHTasis, ska MOB'A3aHA 3
HaBUYKaMH Ta 3a0e3nevye KOHCTPYKTHUBHHM 3BOPOTHUHN 3B'SA30K, BBAKAETHCS TAKOIO,
110 33JI0BOJIBHSIE EMOLIIMHI TOTPEeOU YUHIB 1 € KOPUCHOIO.

M1ik0COOHUCTICHI MOTHBAIlll, TOOTO «CHIBIpAIls» Ta «KOHKYPEHIIISH, MOXYTh
OyTH TaKOX BHKOPHUCTaHI JUIsl 3aiyueHHs y4uHiB. Hampukmnan, nisiapHICT MOXe OyTH
MOKpaIleHa NUISIXOM MOJAUTY OJHOTO 3aBJIaHHS Ha 3aJieKHl YaCTHHH (HANPHUKIA],
npoieaypa «masin) ado 3a JOMOMOro KOMOIHOBAHOTO TMiJpaxyHKy OaiiB, 1100
CHOHYKAaTH YYHIB 10 cmiBmpari. TakuM e YUHOM, MPUBAOIHBICTh 3aBAAHHS MOXKHA
MiBULIUTH, CTUMYJIIOIOYM MOTHBAIIIO 0 KOHKYPEHII1 3 IHIIMMU Ta CTBOPIOIOYU
3aBJIaHHS, B SIKOMY J1i KOHKYPEHTIB BIUIMBAIOTh OJWH HAa OJHOTO a00 HEHAaBMHUCHO
JI0TIOMararoTh KOHKypeHTaM (HalpuKIIaj, HUISIXOM MOPIBHIHHS 0aiiB 3 6araMu 1HITUX
a00 peUTUHTYBaHHS).

«Bu3HaHHs» O3HAyae, 10 NPUBAOIUBICTD AISUIBHOCTI MOE 3POCTH, SKILIO
3YCHJUISI Ta TOCSTHEHHS YUHS BU3HAIOTHCS Ta OI[IHIOIOTHCS 1HITUMU.

SIK110 MOPIBHATH YMOBH, 1110 CTUMYJIIOIOTh 1HAMBIAYaJIbHY Ta MI>KOCOOUCTICHY
MOTHBALIIO CTYJIEHTIB, onicani ManoyHowm Ta Jlennepom, 3 HaluM aHa130M 0OpaHuX
ITPOBUX HaBYaJbHUX IUIaTGOpPM, MOXKHA 3pOOWTH BHUCHOBOK, IO 1HJIWBIAYyalbHI

MOTHBATOpU, TOOTO  «BUKIUK», MNIATPUMYIOTbCS  ITPOBUMH  HABYAJIBHUMH
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mwiathopmaMu y ¢Gopmi: a) pi3HUX PIBHIB CKIQJAHOCTI; 0) MOMIIMBOCTI ajarnTarii 10
piBHS KOHKPETHOTO CTYACHTa; B) CHCTEMH MiApaxyHKy OaiiB, BiJCTEKECHHS
pe3yJIbTaTIB, 3BITIB MPO MPOTPec, JOIMIOK, 10 3a0e3NeUYI0Th MOCTIHHUN 3BOPOTHUI
3B'130K. «LlikaBicTb» MIATPUMYETHCS IFPOBUMHM HABYAIbHUMHU IJIATGOPMAMH Y
BUTJIAAI  NPUBAOIMBOTO  JU3aiiHy  (BI3yaJIbHOTO/ay/1adbHOTO/KIHECTETUYHOTO);
010JTIOTEK pecypciB 1 MaKeTIB PECypCiB; JOCATHEHb, SKI MOXKHa PO30JIOKYBaTH.
«KoHTponb» miaATpuMyeThesi reiiMipiKOBaHUM CEPEJOBUIIEM Y BUIJISAL MPUAHATTS
pillieHb, OPIEHTOBAHUX HA JIOCATHEHHS METH; aBaTapiB, BUOOPY IrPOBUX MEPCOHAXKIB;
aJanTHUBHOTO HaBYalbHOro cepefoBuina. «CmiBopais», «KOHKYPEHIIsS» Ta
«BU3HAHHS» — MIDKOCOOHMCTICHI MOTHBALIi — MIATPUMYIOTHCS Yy (hOpM1 TaOIHLIb JI1IEPIB;
OaJliB Ta 3HAYKIB, PEUTUHTY «3alM CIaBW», IO 3a0X0YYy€ MEPETISAaTH PEe3yIbTaTH
IHIIUX JIOEH.
Taoaunsa 2

36 'a3Ku Midc naamgopmamu ma nCUXonN02iUHUMU MOMUBAMOPAMU

Ilaatdopma OcHoOBHI MOTHBaTOpPH

Legends of Learning ®danTasisg (aBaTapu), mikaBicTh (mocmimkeHHss STEM), KOHKYpeHITis.

Minecraft Education KonTponp (micouHuist), WikaBicTh (AOCHTIIKEHHS), CHIBIpaIs
(OymiBHHUITBO).

Kahoot! KonkypeHuis, BU3HaHHSI, BUKIUK (IIBUAKUN 3BOPOTHHI 3B'A30K).

GradeCraft KonTtpos (cy0’ekTHICTh yuHs), BUKJIUK (piBHI BUKIHKY ), BU3HAHHS
(3Haukn).

Jlxepeno: mo0ya0BaHO aBTOpaMu

[TimcymoByrO4H, pe3yiabTaTH MOKA3YIOTh, IO €IEMEHTH Teimidikalii MOXYyTh
NEPETBOPUTH 30BHIIIHI BUHArOpOJM Ha BHYTPIIIHIO MOTHUBALIIO, 3MEHIIUTH
BUKOpHUCTaHHA (Pi3WYHUX pecypciB (mamip, JOTICTUKA), Ta TOKpaIIUTH HaBdaHHs. [lei
BHUCHOBOK ITIJITBEPPKYETHCS OCTAHHIMU MeTa-aHal3aMu reimidikaliii y BUIIINA OCBITI
(2020-2024), sxi mokasany, 110 MepCcoOHaATI30BaHa TeiMi(iKallis 3Ha4HO MEepEBEPIIye
yHIBEpCAJIbHI HaBYanbHI Miaxonaud. JlOCHiKEHHs IEeMOHCTPYIOTh, IO aJarTarlis
ITPOBUX €JIEMEHTIB /10 1HUBIAyallbHUX Y0100aHb IPU3BOAUTH JI0 MMiABUIIEHHS PI1BHS

3aiyueHocT! Ha 35-40% Ta mokpalieHHs pe3yabTariB HaB4aHHA Ha 25-30% nopiBHSHO
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13 3arajpHOIO0 rehmidikamiero [24]. Kpim Toro, iHTerpaiiis aJanTUBHUX CHCTEM
reiimidikarii Ha OCHOBI IITYYHOTO 1HTEJNEKTY IEMOHCTPY€E MOTEHIAT TWHAMIYHOTO
PETYJIIOBaHHS PIBHIB CKJIAJIHOCTI Ta MEXaHI3MIB BHHArOpoJd Ha OCHOBI JIaHUX TPO
pe3yJbTaT HaBYaHHS B PEXKHUMI PEATBHOTO Yacy, CTBOPIOIOYM OUIBII CTIMKI Ta
edeKTUBHI HaBUaIbHI AocBiam [ 14].

BucnoBkmn. Ilepexim 10  «memaroriyHoi  TriOpUAHOCTI»  BiJ3HAYa€
dyHnaMeHTabHy TpaHC(OpMAIlll0 Cy4acHOi OCBITH, A€ CHHEpPrid MUK >KUBUM
BUKJIaJJaHHAM Ta NU(PPOBUMHU 1HHOBAIISIMU (HOPMYE CTIHKE, IHKITIO3UBHE Ta BUCOKO-
MOTHUBaIliliHe cepenoBuie. KomrekcHuil ananiz gociipkeHsb 3a 2018-2024 poku
CBIUUTH, 10 BIPOBaIKeHHs iHTerpoBaHux cTpykTyp KOK-refimidikarii mo3Bosnse
MIJBHINMTH  TIOKa3HUKKM  OCBITHROI  CTiikocTi Ha 45-60%  mopiBHAHO 3
KOHCEpBaTUBHUMHU Tiiaxoaamu [25; 26]. KoHlenTyaabHOIO OCHOBOIO IILOTO MPOIECY
crae cucremHa Teopis reimigikamii (CTI), sika mpomoHye NIOAMHOIEHTPUYHY Ta
KOHTEKCTYaJIbHO aJIalITUBHY MOJIEIb 1HKJIFO3UBHOTO HaBuaHHs [13].

Hame gocmimxkeHHs mATBepauio, MmO Teimidikamis € He MpoCTo
PO3BaXKaJIHHOIO HAAOYI0BOIO, a MIITHUM CTPYKTYPHHUM (PYHIaMEHTOM, 1110 3a0e31nedye
riOoke KorHiTuBHe 3amyyeHHs. Ouinka muargopm «Legends of Learningy,
«Kahoot!», «Minecraft Education» Ta «GradeCrafty kpi3p mpusmy TakCOHOMIi
Marnoyna Ta Jlennepa 103BoJisie 3p0OUTH Takl y3araJlbHEHHS:

1. Peamizanis BHYTpIIIHBOI MOTHBALIi: yCl MpoaHani30BaHi IIATHOPMU
e(eKTUBHO aKTUBYIOTh SIK 1HIAMBITyaJlbHI (BUKIIHUK, IIKaBICTh, KOHTPOJb, (haHTa3is),
TaK 1 MI?)KOCOOUCTICHI (CIiBIIpals, KOHKYPEHIIisl, BA3HAHHS) MOTUBATOPH. AJaNTUBHI
PIBHI CKJIQJHOCTI Ta CHCTEMH BIJICTEKEHHS MPOIPECy CTBOPIOIOTh ONTHUMAaIbHUI
IHTEIEKTyIbHUIM BUKJIUK, IO € KPUTUYHHUM JIJIS1 TATPUMKH 13HABAIIBHOTO 1HTEPECY.

2. JludepeHnuiaiiiss CcTpaTeriyHUX pOJICH: TMOPIBHSJILHUM aHali3 BUSBUB

crierfiaizamiro wiatGopM y Mekax MoJIelli irpOBOTO HaBUAHHS:
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— onanyBaHHs KOHTeHTY: «Legends of Learning» Ta «Kahoot!» nemoHCcTpy10Th
HaMKpallly y3roJKEHICTh 13 HaBualbHUMHU mporpamamMu (ocobmuBo B STEM) Ta
3a0€3Me4y0Th MUTTEBUI 3BOPOTHHI 3B’ S30K.

— PoszButok kommnerentHoctel: «Minecraft Education» cTBoproe ymoBu st
«HaB4YaHHSA dYepe3 mio» (learning by doing), cnpusitodym pO3BUTKY KPUTHIHOTO
MUCJICHHS Ta COLIaIbHO-eMOIIIITHMX HaBUYOK 2 1-r0 CTOMITTS.

— Tpanchopmanis cucremu ouiHioBanHa: «GradeCrafty  3abesneuye
napagurMajibHuN 3CyB y OIK CHCTEMHOI reimidikaiii, peCTpyKTypy€e apXiTEeKTypy
KypCy Ta MaKCUMAJIbHO CIIPUSi€ PO3BUTKY Cy0’€KTHOCTI yUHS Ta «OPIEHTOBAHICTH Ha
3poctanHsm» (growth mindset).

BupimaipHuM  coIiagbHO-TIEarOTiYHUM  HACHIJAKOM  BIPOBADKCHHS  ITUX
IHCTPYMEHTIB € 3MIHA CTaTyCy «HeBIauil». Y reiimiikoBaHOMY CEepeAOBHILI TOMUIIKA
TpaHcOpMyeTbCS 3 IHCTPYMEHTY IIOKapaHHsS Ha I[IHHE JDKEeperIo MdaHuX JUIs
caMOBJIOCKOHaJIEHHs. POpMYyBaHHS KYJIbTYypH «HEBJaul K KPOKY BIEpe» J03BOJISIE
YUHSM EKCIIEpUMEHTYBATH Ta ITepyBaTH CBOi 3HAHHSI Yy O€3MEYHOMY MPOCTOPI,
1030aBJIEHOMY CTpaxy Mepe]l HU3bKOI OI[IHKOIO.

EdexktuBHa peamizanig LUMX pilieHb MOTpeOye BIAMOBHU BiJ YHIBEPCaJbHUX
11abJI0HIB HA KOPUCTB JIFOAWHOIICHTPUIHOTO TU3aiHy Ta udpoBoi piBHOCTI. JIuiie 3a
YMOBHU OallaHCy MK TEXHOJIOTIYHUMHU TIepeBaraMu Ta JIOJICBKUM €JIEeMEHTOM —
€TUYHUM MUCJICHHSIM 1 MI)KOCOOMCTICHUMHU CTOCYHKaMHU — OCBITHSI €KOCUCTEMA CTa€e

MO-CTIPaBKHbOMY TPaHC()OPMAIIHHOIO SISl CYYaCHOTO YUHS.
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