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YV emammi 0ocniooceno cenesuc ma u3HaveHo KIIOYO8I 6eKMOPU PO3GUMKY 2elimighikayii 6 cucmemi 3a2a1bHoi cepeonbol
oceimu. Bemanoeneno, wjo cyyachi yugposi incmpymenmu ma zetimigpixosani niamepopmu (ClassDojo, Kahoot!, Minecraft
Education) sucmynaiome egpexmusnum cepedoguiyem 0 CMUMynI08aHHs 6HYMPiuHb0i Momusayii, akmugrHocmi ma no6yo0osu
NEPCOHANI3068AHUX MPAEKMOPIE HABYAHHS 3000y6auie ocgimu 6I0N0GIOHO 00 iXHIX @ikogux ocobausocmel. IIpogedeno
KOMNIEKCHULL pempOCNeKmUeHULl aHaniz emanie CMaHoeieHHs ceumighixayil, sKuil 3acéiouus mpancgopmayio ieposux
NPaKmuk 6i0 eniz00uyHUX OUOAKMUYHUX Memodi6 00 CKIaoHux yugposux exocucmem. Hazonoweno na cmpameeiumiil
8aXHCIUBOCT MOOEPHI3ayii 0ceimHb020 npoyecy uepe3 imniemenmayiio kKonyenyii “Hoeoi ykpainucekoi wxonu” ma nepexio
nedazoza 00 HOB0I NPogecitinoi poi — apXimeKmopa 0CceimHb020 cepedosuwa 8 yMoeax 2106aivHoi yugdposizayil.

Knouogi cnosa: cetivichixayis,; icmopis ceumigpikayii; nouamrkosa oceima, 3a2anbHa cepeoHst 0ceima; npoiibha cepeons
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GAMIFICATION OF THE EDUCATIONAL PROCESS IN GENERAL SECONDARY SCHOOLS:
A RETROSPECTIVE ANALYSIS AND CURRENT DEVELOPMENT VECTORS
The article provides a thorough study of the genesis and scientifically substantiates the key vectors of gamification
development as a leading innovative technology in the system of general secondary education in Ukraine. The authors
conducted a comprehensive retrospective analysis of the stages of gamification formation: from the initial empirical prototyping
and the use of game attributes in the scout movement to modern digital transformation and the synergy of game mechanics with
intelligent learning management systems (LMS). Special attention is paid to the continuity of national pedagogical traditions, in
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particular, the philosophical understanding of play as the foundation of cognition in the works of A. Makarenko and
V. Sukhomlynskiy, which became the conceptual basis for the modern didactic integration of game practices.

During the study, it was found that the use of interactive digital tools and specialized gamified platforms (ClassDojo,
Matific, Kahoot!, Minecrafi: Education Edition, Classtime) acts as an effective mechanism for bridging the gap between static
educational content and the dynamic cognitive profiles of modern students. The necessity of differentiating game mechanics in
accordance with the age psychology of learners is proven: from visual and emotional reinforcement in primary school to
mechanics of social interaction in middle school and complex professionally oriented simulations in the senior profile stage.

The transformation of the teacher’s professional role is substantiated, which, in the context of digitalization, shifis from
reproductive knowledge translation to the functions of an “architect of the educational environment” capable of designing
complex motivational ecosystems. Three strategic vectors of the industry development are identified: strategic-conceptual
(implementation of the “New Ukrainian School” principles through the de-standardization of learning), technological-digital
(integration of STEM, 3D modeling, and VR/AR technologies), and theoretical-methodological, which involves overcoming the
gap between spontaneous practice and scientific verification of gamification’s long-term effects. The work emphasizes that
systemic gamification is a cross-cutting educational strategy capable of providing sustainable intrinsic motivation and high

student engagement in the challenging conditions of blended learning.
Keywords: gamification; history of gamification; primary education; general secondary education; profile secondary
education; New Ukrainian School (NUS); digital platforms; motivation; architect of the educational environment;

digitalization,; game mechanics.

OCTAaHOBKA Mpo0JeMHu. AJjanramisi cuc-

TEMH 3aKJIa/1iB 3arajbHol cepe/lHbOl OCBi-

T (33CO) 10 BUKIIMKIB BUCOKOTEXHOJIO-
TYHOTO HU(PPOBOTO CYCHIJIBCTBA MOTPEOYE MEPEXOITy
Bl MACUBHMX MOJENEI 3aCBOCHHS 3HAHB 10 AWHAMIU-
HUX 1HHOBaIiMHUX cTpaterid. KimodoBoio cymeped-
HICTIO Cy4YacHOi NWJAKTHUKH € HEeBIJMMOBIIHICTE MiX
TPAJMIIIHHOIO apXITEKTOHIKOIO 3MIiCTy OCBITH Ta TpaHC-
(hopmaniitHuMu 3MiHaMHU y TICHX0(]i310JIOTIYHIX MeXa-
Hi3Max CIIPUHAHATTS iH(OpMaIii CydacHUX 3100yBadiB
ocity. ['eliMidikaliisi OCBITHROIO NPOIECY BUCTYIIAE
e(peKTHBHUM MEXaHI3MOM MOOJIAHHS I[bOTO PO3PUBY
Ta 3a0e3revye BUCOKHI piBeHh MOTHBAIIl Yepe3 3a/10-
BOJICHHsI 0a30BHX NCHXOJIOTTYHUX NOTpeO yuHiB. Hay-
KOBa Mpo0JIeMa TI0JIsIrae y He0OXiTHOCTI TEOPETUIHOTO
OOIPYHTYBaHHS Ta MPAKTUYHOTO CTPYKTYPYBAHHS MIPO-
necy reimidikarii K e(pEeKTUBHOTO THCTPYMEHTApIto,
mo 0a3yeThcsl HA TPUBAIOMY JOCBIZII PO3BUTKY irpo-
BHX TEXHOJIOT1H HAaBYAHHS Bi/IMOBITHO BEKTOpaM IU}-
POBOI OCBITH.

AHami3 ocTaHHIX JOCTiKeHb i myOmikamii.
IIpobnema refimidikarii € mpeaMeToM aKTHBHUX JHC-
KycCiil y CBITOBIM Ta BITYM3HSHIN memarorimi. AHami3
HAyKOBOI JITEPAaTypy BITYM3HSHHUX Ta 3aKOPIOHHUX
JIOCITTHUKIB CBIMYUTH TIPO 0araToacHeKTHICTh M€l
npooiemu. CyuyacHHi CTaH pPO3POOJICHHS IPOOJIEMH
refiMidikauii B HaAyKOBIi JliTeparypi XapakTepu3yeThCst
PO3TATY>KEHICTIO JTOCHITHUIIBKUX MiAXOIB. 30KpeMa,
BHOKPEMJTIOIOTHCSI TaKi TPIOPUTETHI HANIPSIMKA 3a3Ha-
4qeHol MpoOJeMHr, a caMe: KOHIENTyali3alliss TepMiHO-
norigroro amapaty (K. Marsees, C. Toso4ko); GpyHK-
MIOHATPHUN aHaji3 IU(POBOTO CcepeloBHINA TeiMidi-
koBaHoro HaB4aHHs (I'. Ko3y® Ta iH.); mOCHiKEHHS
MICUXOJIOTIYHIX MEXaHI3MIB CTHMYJIFOBaHHS MI3HABAIThb-
Hoi aktuBHOCTI (JI. Bucouan, M. MaTkiBCbKHIi); METO-
JMKa iHTerpari irpoBuX KeHciB y (haxoBy IrOTOBKY
BumreniB (JI. Muxaiinosa) Ta IpOEKTyBaHHs IEPCOHA-
J30BaHUX TPAEKTOPIA HABYAHHS 3 BUKOPUCTAHHSIM
enemeHtiB reimidikarii (H. JliBitpka, €. ['opOeHko,
B. Crenienxo, JI. TiToBa).
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Baromuit BHECOK y CTaHOBIICHHsI eiHimil “rermi-
¢ixamis” Ta yYTOYHEHHsS 11 3MICTOBOTO HAIlOBHEHHS
3pOOWITH MPOBIIHI YKPATHCHKI Ta iHO3EMHI JTOCIT THUKH,
IO J03BOJIMJIO C(OPMYBATH IPYHTOBHY IOHSTIIHO-
KaTeropianbHy 0a3y mporo suima. Jocmiaank K. Mat-
BeeB [5] BHM3HAUMB cKIamHUKKM Tehmidikamii (irpoBy
MEXaHiKy, JUHAMIKy, €CTETHKY) Ta JIOCTIIUB JBa Ha-
MIPSIMKH 1i pO3BUTKY: CTBOPEHHS TIOBHOITIHHMX OCBITHIX
irop Ta aJanTarlis IHCTPYMEHTIB reiMidikarii 10 0CBiT-
HbOrO KOHTEHTY. C. TOJNOYKO y CBOEMY IOCITI/DKEHHI
3[IHCHUIIa TEOPETUKO-METOJOJIOTIYHMIT aHaIli3 reiMmi-
(ikanii “sK miTICHOrO OCBITHBOrO (eHomera” [12].
Bona Br3Haumna crierQiky BUKOPUCTAHHS €JIEMEHTIB
refiMidikauii Ha PIBHAX MOYATKOBOI, 6a30BOI Ta BUIIOL
oceitu. Okpemy yBary C. Tonouko 3ocepezmia Ha Me-
XaHi3Max BHYTPIIIHBOI Ta 30BHIIIHBOI MOTHBALIT y4HIB
gepes irpoBi eJIeMEHTH.

Hayxosii M. Markiscekuii [7], T. Tapac [7], €. JIyd-
KeBMY [7] Ta IHII JTOCTIHKYBaM POJIb TeiiMigikarii B
yMoBax IU(POBOI TpaHchOpMaIlil 3aKIaIiB 3araTbHOT
CepeHbOl OCBITH. ABTOPH TPOAHAITI3YBAIN TTOTEHITIAT
miatdopm ClassDojo, Kahoot! Ta Minecraft: Education
Edition st cTBOpeHHS 1HAMBIAYaJIbHUX TPAEKTOPIH
HABYAHHS Ta BIPOBA/HKCHHS CJIICMCHTIB reiiMidikartil.
YMoBH iHTerpanii reiimidikarii B OCBITHIN mporec Ha
npuknan cucremu Classcraft puuamm I'. Kozy6o [4],
S1. llunkapenko [4] ta inmi. B cBOiX JOCHTIIPKEHHIX
aBTOPY 3a3HAYaAIOTh HA IMO3WTHUBHHUI BIUIMB TreiMidi-
Kallii, 10 TMiATBEPHKYEThCS aKaJIeMITHOIO YCITIIITHICTIO
Ta coIiami3aIio y4HiB. 3HaYHa yBara HayKOBIIB TpH-
CBSIYEHA JOCIIHKEHHIO TOTOBHOCTI BUMTEINIB 1O BHKO-
PUCTaHHS ITPOBHUX TEXHOJOTiH. AHAJI3 BIUIMBY I'eiMi-
(hikarii Ha hopMyBaHHS MOTHBAIlIT MAHOYTHIX IeAaro-
riB BuB4yaiau JI. Bucouan [2], €. Boxonsko [2], I. T'oH-
yapopa [2], JI. MuxaiioBa [8] ta inmi. [lpuHnwmmm
BHOOpPY IMPOBUX CJIEMCHTIB 3aJICKHO BiJl PIBHS IiAro-
TOBKHM Ta IHJWBIIyaJIbHUX 3aIHUTIB 3700yBa4iB OCBITH
BuBuaina €. ['opoenka [3]. Haykosui B. Crenenko [10]
ta JI. TitoBa [10] 30cepemimcst Ha By3bKOCIICHIAII30-
BaHOMY 3aCTOCYBaHHI revimidikailii (HaBUaHHS porpa-
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MYBaHHIO) Ta OCOOJIMBY yBary INpUAULSUIA 3HAYCHHIO
CcoLiaJIbHOT B3a€MOJIIT Ta iIrpoBOi €CTETUKH B OHJIAHO-
BOMY CEpPCIOBHILI.

DyHmaMeHTaTBHI 3aca Iy TeiMidiKalii 3akIaieHo y
mparpgix  3axigHux  gochigaukiB.  Haykosrmi  Kevin
Werbach ta Dan Hunter y cBoix mparisgx onuicanu enie-
MEHTH TeiMidikarii, a came: quHaMiKa (OOMEXEHHS,
eMoIIi{), MexaHika (3MaraHHs, CITIBIpaIsi) Ta KOMIIO-
Hentu (Oaym, Oeiimki) [15]. Karl Kapp y xamsi “The
Gamification of Learning and Instruction” nomas Bij-
MIHHOCTI MK refimidikaiiero Ta HaBYAILHUMH IrpamMu
[14]. T'onoBHMIA aKLEHT 3pOOJICHO HA METOJOJIOTTIHIH
IIHHOCTI CTPATEriyHOr0 MMCJIEHHS JUISl BHPIICHHS
pooIIeM.

[opsix 13 TeOpeTHIHUMH HaNpaIFOBAaHHIMH 3aXiJI-
HUX JIOCJITHUKIB, Ba)KJIMBO BPAaxXxOBYBAaTH HaIliOHAIb-
HUI KOHTEKCT irpOBHX TEXHOJIOTIH HaB4aHHS. OCKib-
KH KOHIIETIT TeiiMi(ikariii 6a3yeThCcsl Ha yHIBEpCATBHUX
MPUHIMIIAX JTOJCHKOT JTiSUTLHOCTI, HOTO MATPYHTS
MOYKHA BITHAHTH Y TPAUIIISAX YKPATHCHKOT MeIaroriKHy,
Jie Tpa 37aBHAa BUCTyNala iHCTPYMEHTOM HaBYaHHS.
Codist PycoBa, 3aCHOBHHMIII YKPATHCHKOT JIOIIKUIBHOT
HeAaroriky, BOayajga y HApOJHUX irpax HEBHYEPITHE
JUKEpEJIo HaI[lOHATBHOTO BHXOBaHHs [9]. Bona min-
KpECIIiJIa, [0 Tpa PO3BUBAE HE Juiie (i3H4HI CUITH, a
M MopaibHI SIKOCTI Ta TBOpYicTh. Bimommit nemaror
AHTOH MakapeHko y CBOiii poOOTi BUKOPHUCTOBYBAB
CKJIQJIHy CHCTEMY 3BEIICHUX 3arOHiB, pariopTiB, CHMBO-
JiKku Ta putyaiis. Lle Oyna rpa-mparsd, Tpa-000B’ 30K i3
YITKUMHU TIpaBHJIAMH, BiIIOBIIAIBHICTIO Ta COIiaTb-
HOIO iepapXxiero. Came Iie CTajio ChbOTOTHI OCHOBOFO IS
BIIPOBA/DKEHHS €IeMEHTIB Teimidikariii Ha mudpoBux
ocBiTHiX wiardopmax. A. Makapenko nucas: “I'pa 6e3
3yCH/IIb, Tpa 03 aKTHBHOI MiSUTBHOCTI — 3aBXK/IH [OraHa
rpa” [9]. Bacuns Cyxomimnebkuit y “Ilkomni pamocti”
PO3IJISIIAB TPY SIK “BEIMYE3HE CBITIIC BIKHO, KPi3b SIKE B
JIyXOBHHI CBIT JWTHHH BIUBAETHCS ILTIOMIMN TOTIK
ysBiieHs”. BiH BukopucroByBaB “Kaszku mIkoiaM min
royoum HeOoM™ sk irpoBYy (OpMYy TTi3HAHHS TIPUPOTH
[9].

AJe morpu 3Ha4HYy KUTBKICTh HAYKOBHX PO3BINOK,
MPUCBAYCHUX IUAAKTHIHOMY TMOTEHINATYy OKpPEMHX
U(POBUX MIATHOPM I103a YBATOIO JTOCHIJHUKIB 9aCTO
3aJIMIIAETHCS TUTAHHS ICTOPUYHOI HEIepEepBHOCTI BIT-
YM3HSHMX MeJaroriYHUX TPAAULii y KOHTEKCTI cydac-
Hol reiimidikanii. IcHye neBHMI po3puB MiXk TeOpeTHY-
HMM OOIPYHTYBAHHSM IrPOBHX TEXHOJIOTIH HaBYaHHS
Ta NMPaKTHYHOIO peai3aliero cucteMu reimidikanii B
YKpaiHChKUX InKonax. ToMy MeTolo cTarTi € 3xikic-
HEHHSI KOMITJIEKCHOTO PETPOCHIEKTHBHOTO aHaNli3y eTa-
MiB CTaHOBJIEHHSA TehMiikarlii sK HayKOBO-TIEAaro-
TIYHOTO METOJTy Ta OKPECJCHHS CyJaCHHX BEKTOPIB 1i
iaTerpamii B ocBitHii mporec 33CO Vkpainn Ha
OCHOBI CHHTE3y BITYM3HSHOTO JOCBily Ta CBITOBHX
TIPaKTHK.

Buxnan ocHoBHoro martepiamy. [eiimidikamis —
[Ie BUKOPHCTAHHS C€JIEMEHTIB 1 INPUHIMIIB irop y

HEIrpOBHX KOHTEKCTaX (OCBiTa, Oi3HEC, 37J0pOB’sl, Map-
KCTHHT) IS TiJBHUIICHHS MOTHBALi, aKTUBHOCTI Ta
3MIHH TIOBEJIIHKH. Y Cy4acHOMY HAYKOBOMY JHCKYpCi
rerimiikarisi po3rIIsIacThCs K OaraTorpaHHui iHCTPY-
MEHT, 1[0 €BOJIIOIIOHYBAB Bijl 0a30BOTO BUKOPHUCTAHHS
€JIEMEHTIB irpOBOTO JH3aliHy B HEITPOBHX CEPEIOBH-
ax 10 KOMIDIEKCHOI CTpateTii TpaHcgopMartii J0CBi-
ny. Y cepsicHiii cepi rerimidikaris BHCTyIae 3aco-
0oM 30araveHHsI MOCITYT ITPOBUMH MOMITHBOCTSIMH TSI
CTBOPEHHsI JI0JIaTKOBOI LiHHOCTL. B ocBiti reiimidi-
Kallil0 PO3MIBAAIOTh SIK IEIATOTIYHUNA MIXiM, SKHA
CIPSIMOBAHWUN HA TiJBHIICHHS MOTHBAIIl Ta AKTUB-
HOCTI y4HIB 4epe3 irpoBi NpuHIMIHK. BaskiMBoio Teo-
PETHYHOIO MEXKEIO € pO3pi3HeHHs reimidikamii ta rpu
(sax 3maranus) um possar. KiouoBoro MeToro reiimi-
(ikamii € He MPOCTO JO3BULIA, a CTpaTeriuyHe 3ary-
YEeHHS KOPUCTYyBaya.

Konmnenryamnizarmist refimidikartii sk METOy ITiJBH-
MIEHHSI TPOJYKTUBHOCTI Ma€ TPUBAY ICTOPIO: BiJ
MapKETHHTOBHX MPHHAOMIB TMOYaTKy XX CT. JI0 TEXHO-
JOTTYHMX pimeHb y ramy3i IT. TlouaTkom BBeIeHHS B
HeAaroriyHy Hayky nudpooi reiimidikarii BBaKaeThb-
cst 1980 pik, ko Piuapnom bapriom (YniBepcurer
Eccekca) Oyno creopeno npoekr MUDI1 (Multi-User
Dungeon) sik mepmioro 6araToKOpHCTYBalbKOrO Bip-
TyaJIbHOTO CepeloBHUIlla Ha 0a3l TEKCTOBOro iHTEp-
(eiicy. Ilg cucrema crama mpooOpa3oM CydaCHHX
BIPTYaJIbHUX CBITIB 1 TIEPIIAM JIOCBIIOM 3aCTOCYBaHHS
ITpOBMX MEXaHiK JUIsi OpraHizaiii KOMaHIHOi B3ae-
Moii.

Ha ocHOBiI peTpoCHeKTHBHOTO aHai3y HayKOBOT
JITEpaTypHu JOIIBHO BUOKPEMHUTH IT SITh KIFOUOBHX
eTamiB CTAHOBJICHHS TeiMigikamil sSK IUTICHOI Hay-
KOBO-TIE/IarOTYHOT CUCTEMHU:

I eran — ewmipuyHe MOJCTIOBAaHHS (IIOYATOK
XX cr.). le#t eranm noB’si3aHUil i3 PO3POOKOK METO-
JMKH ckayTteekoro pyxy (P. bapen-Tlayemt, 1908 p.). ¥
el nepioy OyJIo 3aKiIaJIcHO OCHOBM Bizyauizawii oco-
OWMCTICHUX JOCSTHEHb Yepe3 CHCTeMY 3HaKiB pPO3Mi3-
HaBaHHA (OeiimkiB). Ile mo3Bommno Bmepmie ampoOy-
BaTH irpoBYy aTpUOYTHKY SIK 1HCTPYMEHT MapKyBaHHS
MPOTpecy B OIAHYBaHHI MPUKIAJHAX HABHUOK Y
TIO3AIIKiTBHIH OCBITI.

Il eram — TeOpeTHKO-KOHIENTYaJbHA IPOTICICB-
trka (1970-1980-1i pp.). Etan no3Haunscest HayKOBUM
MOLIYKOM TICHXOJIOTIYHUX YHMHHHUKIB e(EeKTHBHOCTI
irpoBOi JISUTGHOCTI B OCBITHBOMY KOHTEKCTi. [loum-
Hatoun 3 1973 poKy, 3aBISKM HAYKOBOMY JOPOOKY
Y. Kynpazra, posmodascst Tpolec iHTerparii crop-
TUBHHUX CTpATeTiii BUMIPIOBAHHS YCIIXy B OCBITHE
cepenoBuIle, Mo TpaHCHOPMYBAIO MOHITOPHHT JO-
CSITHEHD Y CUCTEMY JTMHAMIYHOTO CYIIPOBOIY HaBUAIIb-
HOTO TIOCTYTTy yuHA. DyHIaMeHTaIbHE 3HAYCHHS Man
nparii T. Menoyna (1980 p.), skuii imeHTH(iKyBaB
Tpiaay BHYTPIITHHOI MOTHBAIIii: BUKIHK, (aHTa3is Ta
qoruTiuBicte. Y 1980 p. 3aBmsku cucremi MUDI
P.bapmia BinOymacs ampoOariiss  mepmoi  Mogedi
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JWACTAHIIIHOT COIIOKYJIBTYPHOI B3aEMOJIIL, JI¢ Tpaau-
II{HI onepawiiHi 3B’13KK Oy/M YCIIIIHO IHTErpOBaHi B
IrpOBUI KOHTEKCT, CTBOPIOIOYM IIPO0Opa3 CydacHHX
HAaBYAITBHHX CTILTHHOT.

I eran — ncuxorpadiyHe MOAETIOBAHHS Ta TEpMi-
HojoriuHa aetepminaris (1990-2000-uHi pp.). Tlepion
XapaKTepPU3YeThCs TUPEPEHITIAIEI0 TIX0MIB 10 HaB-
YaHHS HAa OCHOBI irPOBOI TIOBEIIHKH Ta 3aTBEPIKSHHIM
nedinimiit. Pozpobiena P. Baptiom y 1996 porii takco-
HOMisI THITIB I'paBLiB (HAKOMUYYBayl, JOCIIIHUKH, CO-
iani3aTopy, KilepH) I03BOJIMIA CTBOPUTH MEPCOHa-
J30BaHI OCBITHI TPAEKTOPIi 3aICKHO Bijl 1HAMBIIyaAITb-
HO-TICHXOJIOTIYHOrO THIy ocobucrocti. Y 2002 pori
H. ITesutiar yBiB y HaykoBuii o0ir TepMiH “reiimigika-
i’ SIK TEXHOJIOTIIO Mi/IBUIIEHHS SIKOCTI KOPHCTYBa-
IIBKOTO JIOCBiMy, IO OCTAaTOYHO BHOKPEMWJIO IIeH
HAarpsIM 13 3arajbHOI Teopii irop.

IV eran — incturymionamzargis (20092011 pp.).
Ile#t eranm xapakTepH3yeThCs TEPEXOJIOM BiJ Teope-
TUYHUX MTOOY0B IO MacITaOHOT OCBITHROI TIPAKTHKH.
Bigkputrs ekcriepuMeHTanbHOI mKomm  “‘Quest to
Learn” B 2009 poui J10BEJIO KUTTE3NATHICTD Teimidi-
KOBaHUX HAaBYAJILHUX IUIAHIB y cepesHii ociTi. Ilo-
MyJsipU3anist MeToy Halyla MIOOaILHOTO XapakTepy
3aBmsiku nparsim K. BepOaxa, K. Kamma ta Jx. Mak-
TOHIraj, a TakoX BIPOBADKCHHIO IMPOBUX TCXHIK Ha
miatopmi “Axanmemis Xan” [13]. Ile migTBepamio
epeKTUBHICTL TeiMiikarii B CerMeHTi MacoBOi
onnaiiH-ocBiTH (MOOCsS) Ta i 3maTHICTh A0 MacmiTa-
OyBaHHSI.

V eran — mudposa TpaHchopmaris (cydacHU
niepio). XapakTepu3yEThCSI CHHEPTIEI0 ITPOBUX TEXHO-
JOTIH 13 Cy4aCHHMMH IHTENCKTyaJIbHUMH CHCTEMaMH
yipasiinas HaBuaHHsM (LMS). Lleit eran peanizyeTs-
Csl 4epe3 PO3BUTOK IMOTYXHHX OCBITHIX IUIaTtdopm
(“Beeocsita”, “Ha Ypok™”) Ta nepkaBHHX LU(POBHX
inimiarus (exocucremu “Mis.OcBita” Ta “Mpis’”).

BrpoBamkenns reiiMigikanii B 3aKiiaiax 3arajibHoi
CepeHbol OCBITH 3MIHIOE poOJb Temarora. BinOy-
BAETLCS Tepexizl 0 HOBOI mpodeciiHol pori — apxi-
TEKTOpa OCBITHBOTO TelMi(hiKOBAaHOTO CepeIoBHIIa.
BignosigHo miit ¢yHKIii megaror moBHHEH BMITH HE
TUTBKYA BUKOPHCTOBYBATH TeiiMidikoBaHi muatrhopmu B
OCBITHROMY TIpOLIECi, @ ¥ BMITH NMPOECKTYBATH MOTH-
BalllifHy YacTHHY YPOKY i3 BHKOPHCTAaHHSIM IPOBHX
TexHIK. TOMy BUHTENb SIK MOAEPATOpP YPOKY, IIOBUHEH
peanizyBaTH Kijbka CTpaTeriuHnx (yHKIIH, a came:
METOJIMYHE KOHCTPYIOBAaHHS IrpOBOTO 3aHATTS (pO3-
poOKa JIOTiuHOT CTPYKTYpH YPOKY, € irpoBi eJeMEeHTH
OpraHivyHO JIOTIOBHIOIOTH HABYAIBHY MPOTpamy), pery-
JIIOBAHHSI HaBYAJIbHOI MOTHBAIIiT (TATpIMaHHS OaaH-
Cy MK 30BHIITHIMH BHHAropojamu (Oamamu, OoHyca-
MH) Ta BHYTPIITHIM O2)KaHHSM Y9HSI OTAaHyBaTH HOBY
TeMY), MOJiepallisi Mi>KOCOOUCTICHOT B3aeMoii (yrpaB-
JIHHS CTOCYHKaMH B KJIaci, PO3BUTOK HABHYOK KO-
MaHJTHOI POOOTH Ta KOHCTPYKTHBHOTO CYINEPHHULITBA)
Ta TCHXOJIOTO-NIEAATOTIYHUI CyNpoBij (3a0e3neueHHs

Momnons 1 purok Ne 3 (247), 2026

STUYHUX HOPM I'PH Ta TypOOTa IpO eMOUIHHUNA KOM-
(opT KOXKHOTO y4Hs1 y TIporieci reimidikarii).

KitouoBUM 4YMHHHMKOM e(EKTHBHOCTI Teimigiko-
BaHOTO CEPEOBHIA € HOTrO BINIMOBIAHICTH BIKOBIH
TICHXOJIOTI1, 0 3a0e3Medye mepexil Bi 30BHIITHLOTO
CTUMYJTFOBAHHS JIO CTIMKOT BHYTPITHHOT MOTHBAIIii Ta
AKTHBHOCTI. Y TMOYATKOBIHM IIKOJI irpoBa MisSUTHHICTE €
ONHIET 3 TPOBITHUX TIOpsJ 13 HaBYAIBHOI. ToMmy
eJIeMeHTH TeiMidikalii moBMHHI OyTH 30CcepepkeHi Ha
3a0e3MEeUYCHHsT BICOKOIO PIBHS HAOYHOCTI Ta EMOIIili-
HOro BIUMBY. OCKUIBKM Y4YHI MOJIOJIINX KJIAciB Xa-
PaKTEPU3YIOThCSI BUCOKOIO CEHCHTHBHICTIO JIO 30BHIIII-
HBOI OLIHKM Ta HECTIMKICTIO JOBUIBLHOI yBard, irpoBi
MEXaHIK{ MaroTh 3a0e3M1euyBaTH MUTTEBUI 3BOPOTHUH
3B’s30K. [IpiopuTeTOM € TIPOEKTYBaHHS CHUTYyalii
YCITiXy Yepe3 KOMaH/IHY B3aEMO/IIF0 a00 3MaraHHsl.

TTepexin no 6a30Boi cepenHboi ocBiTh (59 Kiacw)
XapaKTEePU3YEThCS 3MIHOIO TPOBIHOTO THITY JIisUTb-
HOCTi Ha OCOOMCTICHE CTIJIKYBaHHS 3 OJTHOJIITKAMH, 10
BUMarae QyHIaMeHTaTbHOI mepedynoBu reimidikoBa-
HOI cucTeMu. Y TIUTITKOBOMY Billi 30BHINITHS TIOXBaIa
BUMTEJISI BTpAyae CBOIO NIEPBUHHY L[IHHICTb, TOCTYIIAI0-
YUCh TMPArHeHHIO JI0 COLJAILHOTO CTaTycy B TpYIIL.
Binrak, HafiOUIBII TI€EBUMHU CTAIOTh ()OPMHU COLIATHHOT
B3a€EMOJIi, Taki sIK CTBOpEHHsS rpyn (irpOBHX KIIaHIB
a0o TUIB/IM), 16 KOXKEH y4eHb BUKOHYE CBOIO poib. Lle
JIO3BOJISIE peaizyBaTu TOTpedy 3700yBada OCBITH y
CaMOCTBEP/DKEHHI Ta HAJICKHOCTI 70 CIUTBHOTH. Bax-
JIMBAM €JIEMEHTOM CTa€ BIPOBA/UKEHHS CHCTEMH PiB-
HIB Ta MPHBIJIEIB, SKi AAIOTh YIHEBI BIAIYTTS peabHOL
aBTOHOMII B Kiaci. Y mpodiibHiii cepemniii mkouti (10—
12 kmacn) rerimidikariiss HaOyBae BHPA3HOTO IMparMa-
THYHOTO Ta npogopieHTaniiHoro crnpsimyBaunns. Crap-
IIOKJIACHUKY, SIKI OpIEHTOBaHI Ha MaHOyTHI iCIUTH Ta
BCTYI JIO 3aKjiaaiB (paxoBOi NEPEeJBHILNOI Ta BHILO]
OCBITH, BMSBISIIOTH CKENTHLM3M ILOAO  IrPOBHX
CIICMCHTIB, SIKi HC HECYTh 3MICTOBOTO HABAHTa)KCHHSL.
Ha umpomy erani Mmopeparop reiimidikoBaHOro Has-
YaHHS Ma€ 3MICTUTH aKIEHT i3 30BHIIIHBOI aTpuoy-
THUKU HA MEXaHIKH, 10 TTiAKPECITIOI0Th eKCIIEPTHICTH Ta
HaJarTh cBoOO Iy BHOOpY. EdexTrBHOIO cTpaTerieto €
BUKOPHCTaHHS “‘epeBa HaBUYOK’, SKE JO3BOJISIE
YYHEBI CaMOCTIHHO KOHCTPYIOBATH TIEPCOHATI30BAHY
OCBITHIO TPAEKTOPIIO 13 OOpaHHSM PIBHS CKJIAJHOCTI
3aBJlaHb Ta TEMITy 1X BUKOHAHHS. 3a3Ha4MMO, 110 Ieid-
Mmidikamis Ul CTapIIOKIACHUKIB HaWKpaie peai-
3YETHCS Yepe3 CKJIHI CUMYJISILIT pealbHUX MPOLIECiB,
Jie HaBYaHHS MOJEIIOE MaiOyTHIO mpodeciiiHy uu
coliaNbHy JIsUIbHICTb. Y Takuil cnocié rpa neperso-
PIOETHCSI HAa 1HCTPYMEHT PO3BUTKY CYO €KTHOCTI Ta
BIMOBIIAJIGHOCTI, J€ BHYTPIIIHA MOTHBAIlSA ITif-
JKUBITIOETHCSI BITYYTTSAM BJIACHOI KOMIIETEHTHOCTI Ta
MaiCTepHOCTI.

AmHamni3 JOCHIHKEHD T03BOJSC BUIIINTH KIFOYOBI1
TEHJICHIIIT MO0 TpPEAMETHUX Taily3ed, iHCTpyMeH-
Tapito Ta QopM B3aemoxii yuHiB. Crocrepiraerscs
aCUMETpisi BIIPOBA/DKCHHSI IrPOBUX METOMMK, SIKa
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HPOSIBJISIETHCSL Y HEPIBHOMIPHIN IIUIBHOCTI BUKOPHC-
TaHHS €JIEMCHTIB reiiMigikanii B Mexax pPi3HUX CKIIaJl-
HMKIB HaBYaJIbHOTO IUIaHy. HaiiOinbiry edexTuBHicTh
Ta YaCTOTY BHKOPUCTaHHS €JIeMEHTIB Treimidikartii 3a-
(hikCOBaHO Yy TaKWX Tay3sX SK TPHUPOJHHMYA, TyMa-
HiTapHi Haykd Ta iH(opMariiiHi TexHosorii. I[lomy-
JSIPHOIO Tay33i0 JUId reiMidikamii € mpupoaHyda
raiy3b (STEM). BuuTteri BUKOPUCTOBYIOTB irpOBi eJre-
MEHTH JIJIsl TIOSICHEHHST CKJIQJHUX TIPOIIECIB 13 (i3HKH,
ximii, Oiosorii Ta matemaruku. Hampukmazx, nocmi-
JKEHHS! TTOKa3yIOTh NMO3UTUBHUI BIUIMB Ha MOTHBALLIO
Ta pe3ysbTaTd HABYAHHS NPU BHUKOPUCTAHHI TeWMi-
(ixoBaHMX 11aT(GOPM JUIsl BUBUCHHS MIKPOOPraHi3MiB,
aHaromii un actponomii. [lin yac BHBYEHHS Tr'yMaHi-
TapHUX HayK eJeMeHTH reimidikamii BHKOpHCTO-
BYEThCSl I 30aradyeHHsi CJIOBHHKOBOIO 3aracy, Mo-
KpAI[EeHHs] HABUYOK YMTAHHS Ta 3aJy4eHHsS YYHIB JIO
KOMyHiKartii. JIocIiKeHHsI TiATBEPKYIOTh, IO irpOBi
eneMeHTH (0ayy, piBHI) 3HAYHO TIJIBUIIYIOTH 1HTEpEC
Ta 3HIWKYIOTh CTpax MOMWJIKM HPH BHBYEHHI HOBOI
temu. ['eiimiikaliisi € MPUPOAHUM CEPEIOBHUILEM JIJIS
HAaBYaHHS IpOrpaMyBaHHS. BHKOpHUCTaHHS —Takux
wiatdopm, sik Code School, abo cTBOpeHHSs BacHHUX
irop mo3Boisie  y4HsM (DOpMYBAaTH ~aJrOPUTMIYHE
MMCJICHHS! Yepe3 NPaKTUIHHI J0CBI/I,

Jdns peanmizanii reiimidikanii BUMTENI BUKOPHC-
TOBYIOTH SIK CIICIliali30BaHi, TaK 1 3arajibHi IUPPOBI
iHcTpyMeHTH. KokeH 3 HUX Mae CBilli cnenugigHuii
BIUIMB Ha HaBYaJIbHUU mporec. Bubip mmardopmu
TIOBUHEH 0a3yBaTHCS Ha BIKOBUX OCOOJMBOCTSIX yUHIB.
Jlis modaTkoBoi 1Koy pexomeHnoBaHo ClassDojo,
Matific, Wordwall Ta inmmi. [Tmatgopma Class Dojo €
HOITYJIIPHUM 1HCTPYMEHTOM JUISl KEPYBaHHSI KJIACOM.
Koxen ydeHr Mae aBarapa, SIKMH OTpUMye Oamu 3a
MOBE/IHKY, JIOTIOMOI'Y IHIIMM YM CTapaHHICTb. baTbku
MalOTh JIOCTYII 10 crathcTuky. Matific — mardopma
JUIsL BUBUCHHSI MaTeMaTHKU 4epe3 IHTEpaKTHBHI MiHi-
irpu 3 sckpaBoio rpadikoro Ta croxeramu. Cepsic
Wordwall BHKOPUCTOBYIOTH IS CTBOPEHHSI TPOCTHX
IrpoBUX BMpaB (Koseco GOpTyHH, BiAKPUBAHHS KapTOK,
TaOIpUHTH), 1IeaTbHUH TS Bi3yaJIbHOTO CIIPHIAHSITTSI.

Jiis yuHiB 5-9 wiaciB MPOTOHYIOTh BHKOPHCTO-
ByBaTH Taki 1udposi miatdopmu sik Kahoot!, Quizizz,
Minecraft Education, Duolingo for Schools Ta inmmi.
Kahoot! Ta Quizizz BUKOPUCTOBYIOTb JUISi CTBOPEHHS
OHJIAWH-BIKTOPHH, JUIsl OpraHi3aiii CHiIbHOI irpoBoi
JUsUTBHOCTI B KJ1aci (LIBHJIKICTb, a3apT, My3Hka). CepBic
Minecraft Education € edektuBHUM s OpraHizarii
KOMaH/IHUX NpoekTiB. Llei cepBic BHUKOPHCTOBYIOTH
JUIT BUBYEHHS XiMil, icTopii, Oioyorii Ta mporpa-
MyBaHHsS Yy 3HailomMmomy cepenoBumii. I[lmardopma
Duolingo for Schools — iHCTpyMEHT 1151 BUBUCHHS MOB
3 JiramMy, CMyramMu yaapHOTO pexumy (streaks) Ta
JIOCSTHEHHSIMU.

Jiis yaHiB MpOGUILHOT IIIKOJIM BUKOPHCTOBYIOTH
mwiatdopmu Classtime, Edpuzzle, Google Classroom,
Moodle Ta ixmi. OcoOmuBicTIO yKpaiHCBKOT Iiar-

dopmu Classtime € MOXKIMBICTH CTBOPCHHSI “‘KOMaH]I-
HHMX irop”, J¢ yCHiX BCHOrO KJacy 3aJeKHUTh Bij
NPAaBWIGHUX BIAMOBIACH KOXXHOTO y4Hs (HAIPHKIA],
OymiBHUIITBO MOCTa a0o TOPSATYHOK TBapuH). Ha
mwiatdopmi Edpuzzle € MOXIUBICTE 171 TIEpETBOPEHHS
Bi/Ieo Ha rpy. Y4eHb NOBHHEH NEPErIAHyTH HaBYaIbHEe
Bi/IeO Ta BIJMOBICTH Ha 3amuTaHHA. EneMeHTtn reiimi-
¢ikamii mpucytHi Ha cepsici Google Classroom, e
BHUKOPHUCTOBYIOTHCSI TI€BHI 1HCTPYMEHTH (HAPHUKIIA]
udpoBi OCHIDKU, 3aMICTh OINHOK, KBECTHU 3aMICTh
JIOMAIIIHIX 3aBJIaHb).

AHai3 aKkTyaJdpHHMX TEHIEHLIH TpaHchopmaii
OCBITHBOTO TIPOLICCY JIO3BOJISIE BHOKPEMHTH KiJIbKa
KJIIOYOBUX BEKTOPIB PO3BUTKY reiimidikanii B 33CO, a
came: cmpame2iyHo-KOHYenmyaibHull 6ekmop (BiAmNo-
BimHo HVYIII reiimidikariss po3rIsIaeTbes K iHCTPY-
MEHT TIEPCOHAIII30BAHOTO HABYAHHS); MEXHON0IUHO-
yugposutt  eexkmop (Mepexim 0 IHTEPAKTUBHUX
HaBUATHLHUX TUIAT(OPM, BipTyanbHUX TypiB, 3D-Moe-
moBaHHs Ta iHTerpoBaHnx STEM-maiictepenn) Ta
meopemuxo-memoooiociunuli eekmop (BUBYCHHS /-
(bepeHLiiiOBaHOTO BILUTMBY reiiMidikanii Ha akajeMiuHi
JIOCSITHEHHS Ta ICMXOEMOLIMHMI CTaH y4HIB).

BucHoBku. Ha OCHOBI IpOBEICHOTO PETPOCICK-
TUBHOT'O aHAJIi3y Ta JOCIIHKCHHS CyYaCHUX TCHICHIIH
MOXKHa CTBEp/KYBaTH, WO TredMidikaiis B OCBITI
MPOWIIIa TUIAX BiJl EMIIPHIHOTO TPOTOTHUITYBAHHS
(CKayTCBKUI pyX, cHCTeMa OCHIKIB) 1O CKIAIHUX
mudpoBux ekocucteM. ChOTOHI BOHA PO3TIISIAECTHCS
SIK TUTICHA TTeIaroTivHa TEXHOJIOTIs, M0 TpaHchopMmye
PYTHHHUM HaBYaJbHUH TpOIeC y TEePCOHATI30BAHY
TPAEKTOPII0 HaBYAHHS 37100yBava OCBITH 3 ypaxyBaH-
HSIM BIKOBHX OCOOJIMBOCTEH y4HIB, PEIMETHOI ray3i
Tomro. [lepcrekTHBU TONANBIIMX JOCIIHKCHb TOJIS-
raloTh y MPOBCJICHHI JIOHTITIOAHUX CIOCTCPEIKCHD 3a
BIUTMBOM KOHKPETHHX IIPOBHX CJICMCHTIB HA SKICTh
3HAHb Ta TCHUXOJIOTIYHE OJIATOMONYYYsl YYHIB y JOB-
TOCTPOKOBIM MEPCIEKTUBI, @ TAKOXK Y PO3POOLI YITKHX
METOJIOJIOTIYHAX ~ PEKOMEHJAIi Uil BUMTEIB-
TIPAKTHKIB.
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