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NOHSTIMHO-KATETOPIAJIBHUM AITAPAT 3ACTOCYBAHHS T’EUMI®DIKALIT
B OCBITHBOMY IPOLIECI

Y ecmammi npeocmasneno pesynemamu cucmemamusayii i y3aeanvHenHs Cy4ACHO20 NOHAMILHO-KAMe20PidlbHO20
anapamy 3acmocy8antsi 2eUmMiQikayii 6 0caimmuboMy npoyeci Ha niocmaei 30iliCHeH020 MeoPeMuYHO20 AHAI3Y HAYKOBUX,
MemoOuyHUX, npakmudnux npays. 11i0 sacmocysanusm eetimiixayii 6 0ceimubomy npoyeci 3anponoHO8aHo po3ymMimu
CMBOPEHHSL 3A2ANILHOZ0 [2P0B020 cepedosunia Oisl peanizayii HaYaIbHO20 NPoYecy, Pe3yibmamom aKo2o Ha niocmasi
niOBUUeHHsL MOMUBAYLI 00 3MICIMY HAGYAILHOL OISLILHOCMI € eheKMUBHICINb QOCACHEHHS HAGYALLHUX YLlell.

Ha niocmasi ananizy nyénixayitl yKpaincoKux OOCHIOHUKIE POZKPUMO 3A2aNbHi 1l OKpeMi NUMAHHA cetumigikayii 6
oceimi, 8i0OKpeMIeHO pO3YMIHHA NOHAMM 2eUMipiKayii 6 WUPOKOMY i 8Y3bKOMY SHAYEHHAX, HA3BAHO AKMYAIbHI HANPAMU
eelimiixayii ocgimu: po3sumox ma GNPOBAOICEHH OCGIMHIX i20p i 3aCMOCYB8AHHS 12POBUX MEXHIK | MEXAHIK 3 0C8im-
HbOIO MEMOI0, 008e0EHO, W0 «i2podikayisy i «2eUMigiKayisLy € 63aEMO3AMIHHUM CJLOBECHUM SUPANCCHHAM NOHIMMSL, WO
Mae Oeqpiniyii 00HAKOB020 3MICT).

Biominnicmoe cetimichikayii 6i0 epu susHaueHo 3a pe3yibmamamu aHanisy npaysb 3apyOidcHux UeHux, oe yi NOHAmms
PO3MENHCOBYIOMBCA. Yepe3 8UbYO008YBAHHS AHMUHOMIL «2pa —3a0a8ay, «yile —Yacmunuy, yepe3 nPOCmip icposux NOHAMb
10 8ePMUKATILHIL OCI «Mema — Po36azay, COPUIOHMATbHIL OCI «BIOCYMHICMb 2elMNIes. — HAABHICNb 2EUMNIIEAN.

Jlo nowsamilHo-kamezopianibHo20 anapamy 3acmocy8anHs 2euMiQikayii 6 0ceimHbOMy npoyeci y3a2albHeHO MAakKi
NOHAMMSL: 12P06i KOMNOHEHMU, 12P08A MEXAHIKA, i2P06a OUHAMIKA, HelepO8ULl KOHMEKC HABYAbHO20 3MICIY — meMa-
MUKA HAGYAHHSA, YNl HAGUAHHA, KINbKICMb [ CIPYKMYpa MOoOYi6, pe3yibmamu HA84anHs, ieposa ecmemuka / Ou3aiix,
OYIHIOBAHHS, MUNONIOZIA YYACHUKIB 2eUMI(IKOBAHO20 HABYATLHO20 NPOYECY.

Kniouogi cnosa: 3acmocysanns ceiumigixayii 6 oceimubomy npoyeci, iepogi KOMNOHeHmMU, i2p08a MeXauika, ieposa
OUHAMIKQ, HeiZPOBULI KOHMEKCM HAGUAIbHO20 3MICTITY, MUNOJI02Isl YUACHUKIE 2eUMIQIKOBAHO20 HABYANILHO20 NPOYEC).
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CONCEPTUAL AND CATEGORICAL APPARATUS OF GAMIFICATION
APPLICATION IN THE EDUCATIONAL PROCESS

The introduction of gamification in higher education institutions has been becoming increasingly widespread since
the beginning of the twenty-first century, due to a number of relevant reasons, including: the change of traditional textual
culture to digital, the emergence of alternative digital learning tools, changes in the ways of assessing educational
outcomes, the spread of new educational ethics and aesthetics, etc.

Systematizing, generalizing, and organizing the modern conceptual and categorical apparatus of gamification in the
educational process is the purpose of the study, the results of which are presented in the article.

Among the theoretical methods used in the study, the priority was given to the system-analytical method of studying
philosophical, psychological and pedagogical sources. As an additional method, the method of scientific modeling was
used to illustrate the ordering of the main categories and to create a structural and functional model of future physical
education teachers' readiness to use gamification.

As a result of the study, the basic definition is the recently accepted understanding of gamification as the use of game
elements and game mechanics in a non-game context. Gamification in education is defined as the introduction of game
design elements and game experience into the learning process. The use of gamification in the educational process is
proposed to be understood as the creation of a common game environment for the implementation of the educational
process, which results in the effectiveness of achieving educational goals by increasing motivation to the content of
educational activities.
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Based on the analysis of publications by Ukrainian researchers, the article reveals general and specific issues of
gamification in education, distinguishes between the understanding of the concept of gamification in broad and narrow
meanings, names the actual areas of gamification of education: development and implementation of educational games
and application of game techniques and mechanics for educational purposes, proves that «gaming» and «gamificationy
are interchangeable verbal expressions of the concept that have definitions of the same content.

The difference between gamification and game is determined by analyzing the works of foreign scholars, where these

FINTS

concepts are distinguished: through the construction of antinomies “game — fun”, “whole — parts”’; through the space
of game concepts along the vertical axis “goal — entertainment”, horizontal axis “absence of gameplay — presence of
gameplay”.

The conceptual and categorical apparatus of gamification in the educational process is represented by a scheme that
summarizes the following concepts: game components, game mechanics, game dynamics, non-game context — educational
content, game aesthetics/design, typology of participants in the gamified educational process.

Key words: application of gamification in the educational process, game components, game mechanics, game
dynamics, non-game context of educational content, typology of participants in the gamified educational process.

MeTonuka 3aCTOCyBaHHs refimMidikaliii B OCBITHIX Mpoliecax 3akiajiB 3arajbHoi CepeaHbOl, BUIIOT, MPO-
(heciitHOT OCBITH HE € HOBOIO, aJIe paHillle He BUOKPEMITIOBAJIACS, a PO3IIISIIAJIacs YacTille 3a BCE K CKJIaIoBa
METOAMKH OpTaHi3aiii i IpoBeneHHs irop abo irpoBHX TeXHOJOTIH. YpoBakeHHs reiiMidikarii B 3aKkimagax
BHUIIOT OCBITH HaOyBae enani 6inpiroro nomupenHs 3 nodarky XXI ct., mo o0yMOBIEHO PsIIOM aKTyaJbHHUX
MPUYHH: 3MiHa TPaIULIHHOI TEKCTOBOI KyIbTYpU HU(PPOBOIO, BAHUKHEHHS AJbTEPHATUBHUX LU(PPOBHUX 3aCO-
0iB HaBYaHHS, IPUXIiJ Y IIKOJU W YHIBEPCUTETH HOBHX ITOKOJIHb MIKOJSPIB 1 CTYJIEHTIB, OCOOHMCTICHI, COIIi-
aJTbHI XapaKTePUCTUKH SKUX 3HAYHO BIAPIZHSIIOTHCS BiJ IMONIEPEIHIX ITOKOJIiHE, 3MiHa CIIOCOOIB OITIHIOBAHHS
OCBITHIX pe3yJbTaTiB, MOIMIHPEHH HOBOI OCBITHBOI €THUKH ¥ €CTETHUKH TOIIO.

He3Bakaroun Ha akTHBHE 3aCTOCYBaHHsI reiiMidikallii B mejarori4Hii MpaxkTHIli, Y IeIaroriyHOMY TUCKYpCi
TepMiH reiimidikanii moku mo He Ha0yB LIMPOKOTo nomupeHHs. TirymaueHHs reimidikanii i i1 micust B ocBiT-
HBOMY TIPOLIEC 3ANUIIAETHCS AOBUILHIM — BiJl 3CTOCYBaHHS LTICHUX irop, irpOBUX METOOUK JI0 OKPEMHX
ITpOBUX €JIEMEHTIB. 3 TO3HUIIiT HAYKOBOTO Te3aypyca AUJAKTHKU MOHSATIHO-KaTeropiajJbHUH amapar 3acTocy-
BaHHS TeiMidikarii B OCBITHROMY TIPOIIECi Ha IeH Yac TaKoK 3IMINAETHCS OCTATOYHO HE BIIOPSIIKOBAHUM.
ABTOpH TPaKTYIOTh TeiMi(iKaIlito JOCUTH MO-Pi3HOMY 1 BiTHOCSTH IIF0 KaTeropiro 10 e(heKTUBHUX MPUIOMIB
ITiIBUIIIEHHS MOTHUBAIIi1, TO CKJIaJI0BOi OCBITHBOTO CEPEIOBUIIA, 0 iIHCTPYMEHTIB Y HaBUaHHI, 0 MOJIEIIi B3a-
€MHH MIXK eJaroroM i y4HsMu Towlo.

CucreMarnsyBaTH, y3arajJbHUTH i YIIOPSAKYBAaTH CyYacHUH TOHATIHHO-KaTEropialbHUM amapar 3acTocy-
BaHHsI reliMiQikallii B OCBITHOMY Ipolieci OyJI0 BU3HaY€HO METOI0 HAIIIOTO JIOCTIKEHHS, Pe3yJIbTaTH SKOTO
TIPEACTABIICHI Y CTATTI.

BinmoBigao 10 Metn chopMyIbOBaHi 3a60anH:: 3MIMCHATH TEOPETHYHUIN aHAaIli3 HAyKOBUX, METOAMYHUX,
MPaKTUYHUX MyONiKaLii 1 BUSABUTH CTaH PO3POOIEHOCTI OKpPECIEHOT MPOOIeMH; CUCTEMaTH3yBaTh i y3araib-
HUTH TIOTJISAM HAyKOBLIB Ha Pi3HI acleKTH; YINOPsAKYBaTH OCHOBHI KaTeropii 3acTocyBaHHS reimigikarii
B OCBITHBOMY TIPOILIECi Y BIAMIOBIIHUI MOHATIHO-KaTeropiaJbHUH anapar.

Cepel BUKOPUCTAHUX y TOCIIDKEHHI TEOPETUIHHUX Memodig TIPIOPUTETHUM OyB CUCTEMHO-aHATITHIHHMA
MeTOJl BUBYCHHS (i10COPCHKUX, MICUXOJIOTO-TIEAATOTIYHUX KEpe — UIsl BUABICHHS CTaHy PO3POOJICHOCTI
MOHATIITHO-KaTeropiaJbHOro anapaTy 1010 OKPECIEHOI MPoOaeMHy i BU3HAYEHHS TEOPETUYHUX 1 METOIUYHHUX
migcTaB HOro cucTeMaTH3alii Ta y3aralbHeHHs MOTVISiB HAyKOBLIB Ha Pi3HiI aceKTH. SIK J0naTKOBUN BUKO-
pHUCTaHO METOA HayKOBOTO MOACTIOBaHHS — ISl UTIOCTpallii BHOPSIIKYBaHHS OCHOBHHX KaTeropiii 1 CTBOPEHHS
B MOAAJIBIIOMY CTPYKTYPHO-(PYHKI[IOHAILHOI MOZIENi TOTOBHOCTI MalOyTHIX yUUTENIB (i3UUHOI KyIETYPH JI0
3acTocyBaHHS refimidikallii B 0CBITHROMY Iporieci (BiIITOBITHO A0 OCBITHRO-IPOGECIHHOI MPOTpaMH ITiAro-
TOBKH 3/100yBaviB BUIIOI OCBIiTH TepIioro (0akamaBpchKoro) piBHs y ramysi 3HaHb 01 «Ocgita / [lemgarorikay,
cneriansHOCTi 017 «Di3nvHa KyasTypa i CropT», OCBITHBOI porpamu «DizuyuHa KynbTypa i CopT»).

O2na0 Odicepen HaMU MPOBENICHO 13 BpaxyBaHHSM BH3HAUEHHUX paHillle eBOMIOUIHHIX aCHEeKTiB i MPOCTexe-
HOTO MPOOIEMHO-XPOHOIOTIYHOTO JIaHIora [16] 3 ypaXyBaHHSIM TaKUX 3HAYYIIUX KPUTEPiiB: BiANOBIAHICTh
0a30BOMY MOHSTTIO reiiMi(ikalii B OCBITHBOMY IPOIIECi — Y IIMPOKOMY 1 By3bKOMY 3HA4Y€HHI; HITICHICTD Ta
lepapXivHICTh KOHCTPYKTIB reiMidikariii Iy momaabIoro 3acTOCYBaHHS B OCBITHBOMY IPOIIECi; CTPYKTY-
pPYBaHHS HEIrpoOBOTO KOHTEKCTY SIK OCHOBH JUIsl TeriMi(ikarii 3MiCcTy HaBYaIIbHUX JAUCIUILTIH; BapiaTHBHICTH
EKCTparoysLii iIrpoBUX KOMIIOHEHTIB, MEXaHiK, AMHAMIKH, €CTETUKH; OCOOIMBOCTI BpaXyBaHHs COLiaJIbHUX 1
MICUXOJIOTIYHUX BUJIIB TUTIOJNOTI] YUHIB JUIsl reiiMiikariii OCBITHROTO MPOIIECY.

VY po6oTi Mu cripaivcs Ha aKkTyalibHi mpaili 3apyOi’KHUX JOCIITHUKIB, IPUCBSYEHI IIJIICHOMY Ta YacTKO-
BOMY aHaJi3y HOHSTTS, CTPYKTYPH, BHYTPIIIHIX i 30BHIMIHIX XapaKTEPUCTHK reiMidikaIii, MOXKJINBOCTSIM Ta
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0COOMUBOCTSM 3acTocyBaHHs reiMigikaiii B ocBiti — K. Jlinexan Tta iH. [14], K. Bep6axa i JI. XanTepa [20],
I. Kamonerro Ta in. [8], X. ['epoep [12], K. CibopHn i [. Denc [19], K. [liues Ta /1. [diueBa [11] Ta iH.

3a 6a3zoBe BU3HAUEHHs reiiMidikaliii HaMH BXHUTO 3arajibHONPHUHSATE OCTAaHHIM YacoM ii mpencTaBiIeHHS,
sIKe TPYHTY€ETHCS Ha BU3HAYEHHI, 3arporioHoBaHoMy K. Bep6axom Ta Jl. XaHTepoM, — «tBUKOPUCTAHHS irPOBHX
CJIEMEHTIB Ta irpOBHX MeXaHIK y HeirpoBoMmy kKoHTekcTi» [20, c. 31]. 3a Bu3HaueHHs reiiMigikamnii B OCBITI
B3sTO iHTeprperanito [. KanoHeTTo Ta iH. — «BBEIEHHS CIIEMEHTIB irpOBOTO JM3aifHy Ta irpOBOTO JOCBIAY
B Mpolec HaBYaHHD» [8, c. 53], OCKUIBKY Take TIyMayeHHs Ja€ HaM MiJCTaBU Ul YiTKOTO JIeTepPMiHyBaHHS
KOHCTPYKTiB Tefimidikanii Ta KpUTepiiB iX moganpIoro 3acTOCyBaHHs.

BaxxnmuBumu 11 Hac Oynu myOuikamii yKpaiHChKUX JOCTIIHUKIB, Y SKHX, HA HALTy AYMKY, I€TalbHO PO3-
KpHTI 3araibHi i OKpeMi MUTaHHs reiiMigikalii B OCBiTi, 30KpeMa: MPeACTaBICHHS y3aralbHEHOTO OMUCY
KaTeropiajbHOTO anapary reimigikarii B OCBIiTI 1opociux 3a nomomororo curorncucy — O. Camonymcbka [1],
anani3 reiimidikanii popmanbpHOro i HeopManbHOTO OCBiTHIX NpocTopiB — O. TkaueHko [4]; mpeacTaBiIeHHS
TepMiHa «reimMidikarii» yepe3 TpaHCKOAyBaHHS y mpoteci TepmiHoTBopeHHs — O. Tpimyk ta iH. (O. Tpimyk,
H. ®irons, H. Bonik) [6]. ABTOpH BBaXKatoTh, IO reiiMi(ikaliito B HABYAIEHOMY MpOIec BiIPi3HSIE «HAIPaB-
JICHICTh YYaCHHKIB MPOLIECY Ha peajibHy METY, OB’ sI3aHy 3 BIACHOIO TiSUIBHICTIO, @ HE Ha TPy 3apajy IPH...»
[6, c. 74]. Lis Te3a mUpOKO MiATPUMAaHa YKPaiHCbKUMH TEMAaTHYHUMH MacMeia.

O. TkaueHKo 3ayBaxKye, IO B HAUMPOCTIIOMY po3yMiHHI Teiimidikaris (irpodikaris, reiimizanis, BiJ aHII.
gamification) — BUKOpHCTaHHS irPOBUX MPAKTUK 1 MEXaHI3MIB Y HEIrpOBOMY KOHTEKCTI JUIsl 3aTy4eHHsI KiHIle-
BUX KOPHCTYBauiB 0 BupimeHHs nmpobnem [5]. ITix reiimidikariiero ocBiTH aBTOpKa po3isiaae BAKOPUCTAHHS
irop, irpOBHX TEXHIK Ta irpOBUX MPAKTHK 3 OCBITHHOIO METOIO. 3 3aponoHOBaHOTO 03HAYECHHS TOCIITHUIICIO
BKa3aHO Ha JIBa MPOBiJHI HaMpsMH relimidikamii oCBITH: PO3BUTOK i BOPOBAKEHHS OCBITHIX irop (y Tomy
YHCI KOMI IOTEPHUX) 1 3aCTOCYBaHHA irpOBUX TEXHIK 1 MeXaHiK (irpoBoi Mojei, irpOBOTO KOAEKCY, IrpOBOTO
Marepiajy) 3 OCBITHBOIO MeToIo [5, c. 273].

Ocrannro Te3y miaTBepkye aedinimis JI. CepreeBoi mono «reiMidikaliii sk TEXHIKH IS 3ayYeHHs], a
IrpOBOTO HABYAHHS — SIK TEXHIKH, sika 0€3MOCePEeAHFO BUKOPUCTOBYE Ipy SIK iHCTpymMeHT» [4, c. 13]. HacTkoBo
MOTO/PKYEMOCS 13 I[I€F0 TIO3MINEI0 OCHITHUKIB [2; 3; 5] moa0 BiIOKPEeMJICHHS PO3YMIiHHS MOHSITTS T'eiMi-
¢ikamii y mupokoMy # By3pKoMy 3HaueHHsX. [eiimidikamist y wupoxomy mpaxmyeanni € IpouecoOM TOIIH-
PEHHS TPH, BUKOPUCTAHHS irPOBUX MPAKTHK, iFPOBOTO JOCBIAY 3 OCBITHBOIO MeTOI0. Takuii miAXia gae 3Mory
pO3MIsAaTH TPY SIK METOA HaB4aHHs, (popMy HaBYaJBHOI MiSUIBHOCTI, SIK 3aci0 oprasizauii IiiCHOTO OCBIT-
HBOTO TIPOIIECY. Y 8)3bKOMY MPAKMYEAHHI — BAKOPUCTAHHSI CYTO IrPOBUX TEXHIK, MEXaHIK, TUHAMIKH (irpoBOi
MOJIEJI, iIrPOBOTO KOJICKCY, IrPOBOTO MaTepially TOIIO), TOOTO CKJIAJOBUX IPU B HABYAILHOMY ITPOIECI 3 OCBIT-
HBOIO METOK0. Y IIbOMY 3Ha4YCHHI reiiMiikaliisi XapakTepu3y€eThesl BIICYTHICTIO TPaliInBOCTI 3apaji po3Bardy,
MTOBHOIO MiIOPSIIKOBAHICTIO HABUAIBHIN METI.

O. CamonyMchKa aHami3ye TEpMiH «redMigikamis» sSK TepMiH-HEONOTi3M. 3 JEKCHKOJIOTIYHOTO MOTJISILY
MOHATTA «reiMidikaiis» BXOOUTh 10 MEepeKIaeHoi TEPMiHOJIOTIT — 3 aHIiHCHKOI gamification ckiamaeTbes
3 Tpu (Bix aHmI. game) i fication (Big sat. facio — «poOii0») — YaCTHHU CKIIAIHOTO CJIOBA iHO3EMHOTO T0XO-
JDKEHHS, 10 TIO3HAvYae Aio, 3AiCHeHHs, 3BepiueHHs Tomo [1, c. 520]. Sk Bka3dye aBTOpKa, «IepeKiIacHui
TEpMiH Ma€ OUTBII aJIeKBaTHO 3BYYaTH B PiJHINA MOBI SIK «irpodikaris», aje B MPaKTUL YKpaiHCHKOT OCBITH 32
OCTaHHE JeCATUPIuYA OiNbLI BYKUBAHUM BUSBHBCS TpaHCHOPMOBAHMI 3 aHIMIHCHKOT MOBH TEpMiH «reimidi-
Kais». Y mepemiky pisHOMaHITHUX JKepel Li€l TEMaTHKH YacTO TaKOXK 3yCTPidyaeMo MOABOEHE 3aCTOCYBaHHS
BOTO TepMiHa «irpodikaris / refimidikanis»». Mu TakoX MOTOIKYEMOCS 3 THM, L0 «irpodikarmis» i «rei-
MiQiKkalis» € B3aeMO3aMiHHUM HaliMEHYBaHHSIM, CIIOBECHUM BHPaKCHHSM TMOHATTS, 10 Mae AediHiuii ogHa-
KOBOTO 3MicTy» [2, c. 155].

BigminnicTs reiiMidikarii Big rpu HaMy po3KpHUTa Yepe3 aHaji3 mpalb 3apyOiKHIX BUCHHX. ABTOPHU PO3-
MEXKOBYIOTb 111 TOHATTS: Yepe3 BUOYJOBYBaHHs aHTHHOMIH «rpa — 3a0aBay, «IIiJie — YaCTUHI»; Yepe3 MpOoCTip
IrpOBUX MOHSATH MO BEPTHKAIBHIN OCi «MeTa — po3Bara», TOpU30HTANBHIH OC1 «BiACYTHICTh TeHMILIest — HasIB-
HICTh TeHMILIES».

3apy0ixHi BueHi C. Jlerepainr (Himeuuuna), /1. ikcon (Benuka bpuranis), P. Xanen ([anis), JI. Haki
(Kanagma) y crarti From Game Design Elements to Gamefullness: Defining “Gamification” npomnoHyIoTb Bif-
Pi3HATH OpraHizamilo i IpoBeIeHHS irop BiJ 3acTOCYBaHHs reiMidikamii uepes3 po3MesKyBaHHs OHSITTS «TPH»
1 «reiimidikamii» yepe3 BUOYIOBYBaHHS aHTUHOMIM: Tpa — 3a0aBa, mine — yactunu [10, c. 12]. Tum camum
MOHSATIIHE TOJIe TUTNTHCS Ha OKpeMi KBaJpaHTH, € JOCITITHIUKH BiJOKPEMITIOIOTE: TI0 OCi «IIiJie — YACTHHM» —
MOBHOIIIHHI irpH Ta NPUKIAAHI irpH Bix irpodikarii; mo oci «rpa — 3a0aBa» — rpaliiuBUi IW3aiiH Ta irpamKku
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BiJ irpodikamii. ['efimidikarisi, Ha JyMKy aBTOpiB, IOB’s13aHa, 3 TPOIO SIK MPOCTOPOM i3 HAOOPOM MEBHUX Mpa-
BWJI, I'POBHX 3aBJaHb 1 IIJICH, IrPOBUX €JIEMEHTIB, a TAKOXK 13 MOMIJIMBICTIO JIOCATTH IIEBHOTO PIBHSA irpoBOi
matictepHocTi [10].

B iHmi# citoi 3MicToBUX KoopauHAT revmMidikarii, sKy 3ampononyBaB A. MapiieBcki, aBTopoM 3po0ite-
HUI Harojaoc Ha HAasABHOCTI TaKMX BAXKJIMBUX XapaKTEPUCTUK I'PH: iIrpOBE MHCJICHHS, irPOB1 €JIEMEHTH, Iel-
MIuIeH 1 po3Bara. BigMiHHiCTh refimidikamii Big rpu nmondrae y 30CepeKeHOCTi Ha peaiizalii mo3airpoBoi
CepHO3HOT METH, BiZICYTHOCTI Takol XapaKTepUCTUKHU reiimMidikarii sIK «IpocTo Uil po3Baruw» i BiACYTHICTbH
reiimmuiest [15]. TeliMIutelt — MMpoOKo BXKUBAaHUM B iIrPOBUX CHUILHOTAX TEPMiH, SIKUH OXOILUTIOE Pi3HI CYKYII-
HOCTI TICBHUX METOIIB B3a€EMOII T'pH 3 TpaBlieM, Habip MpaBwiI i MeXaHIK. 3 aHDIHCHKOI gameplay Jacrime
MIepEKIaaoTh K «TPAMIUBICTEY, MPUBAOIUBICTE IS TpaBIs, Xoda mHpodecioHaau-rediMepn HaivacTime
BHKOPHCTOBYIOTh TPaHCHITEpaIlito gejmplej, He mepekiagarodn.

VY cxemi A. MapueBcki po3BOIUTH HOHATTS «redMidikamis» i «irpoBuil Iu3aiiH», Mo nepedyBaloTh
B OIHOMY KBa/IpDaHTi Ha CX€Mi, 3alpONOHOBAaHIH MOMEPEAHBOI0 TPYIOI0 aBTOPIB Yepe3 HasBHICTh relMILIes!.
JlocniAHNUK MPOIIOHYE OCi, [0 PO3MEKOBYIOTH IIPOCTIp ITPOBUX MOHATH: BEPTUKAJIbHA BiCh «METa — PO3BAray,
TOPU30HTAIBHA BiCh «BIJICYTHICTh TEWMILIES — HAsIBHICTH reimIutes». [etiMidikartis nmepeOyBae y KBaapaHTi
3 HasABHICTIO MMO3aIrPOBOI IIiMTi ¥ Bi/ICYTHICTIO reiimimies. Irpu — y KBaJIpaHTi 3 HassBHICTIO TeHMILIES 1 HasB-
HicTIO po3Bard. [lpuknazaHi Xk irpu, sk i reiiMigikarisi, CTBOPIOIOTBCS Il BUPILICHHS! HEIrPOBUX 3aBIaHb,
TOMY BOHH € y KBaJ[paHTi 3 METOIO 1 B HUX MPHUCYTHiil rerimmuieii [15].

Sk npuKIaj nepexoay rpu B reiMiikailiro 1 HaBImaku 3aJIeXKHO BiJl JOCBIly KOPUCTYBadya MOYKHA Ha3BaTU
SJIEKTPOHHUH pecypc JUIs BUBYCHHsI YKPAiHCHKOT MOBH, Y SIKOMY JUIsl OCSTHEHHS [IEBHOTO IrpOBOTO PiBHSA (a
BiH Y CUCTEMIi IPHUPIBHIOETHCS 10 PiBHS BOJOIIHHS MOBOIO) IIOTPIOHO BiMOBICTH HAa MUTAHHS KOMIT IOTEPHHIX
repoiB, 3pOOUTH PsiI IHIIMX IHTEPAKTHBHUX [Tl 13 BUKOPUCTAHHIM 33/1aHO1 IeKCUKH. Takuii pecypc Oyze reii-
Mi(iKaIli€lo OCBITHROTO MPOLECY ATl TOTO, XTO BUBYAE MOBY, 1 IPOCTO TPOIO sl HOCiS yKPaiHCHKOI MOBH.

[IponoBxyroun 3anpoNOHOBaHI TOCTIAHUKAMHU JIOT14HI PO3MipKOBYBaHHS, MU JIMIIUIN BUCHOBKY, IO I'eli-
Mi(iKallist He € CyKYyITHICTIO irOp Y THM OiJbIlIe OKPEMOIO I'POIO, IIe — 3arajibHe irpoBe cepeOBUIIE IIst Oyib-
SIKOTO IIJIECTIPSIMOBAHOTO TIPOIIECY, PE3YIBTATOM BIPOBAPKEHHS SIKOTO € HE MPOCTO MiJBHICHHS MOTHBAIII]
abo iHTepecy 10 3MICTy MEeBHOI MISTILHOCTI JIOfEeH, a 3MiHa CHCTEMHOI MTOBEIIHKH JIIOMWHH, TPYIH JIIOACH,
OKpeMHUX iHAMBIAIB 2060 cycHinbcTBa 3aranoM. CaMe ToMy B Halliii poO0Ti MU HE CITUpaNKCs Ha HayKOBI1 Ipaii,
MPUCBSYCH] AOCHTIPKEHHIO OBHOL[IHHUX 1rop 1 X 3aCTOCYBaHHIO B OCBITi, @ IPOaHaIi3yBaJll KOMILJIEKC KOH-
CTPYKTiB Teiimidikanii 3 MeToro noaanboro BOyI0oByBaHH iX B OCBITHIHN mpolec.

Hnst yHidiKamii KOHCTPYKTIB re#Migikarii mogo 0CBITHROTO MPOCTOPY HAMH BUKOPHCTaHI IOHSTTS, Ha SIKi
BKa3yioTh K. Bep6ax i JI. XaHTep, — KOMITOHEHTH, MeXaHika, muHaMika [20]. g cTpyKTypyBaHHSI IUX CKJIa-
JOBHX TeiiMiikarii aBTOpH MPOIMOHYIOTh 3aCTOCOBYBATH ITipaMiy, i€ epImM i 6a30BUM piBHEM OYIyTh KOM-
noHenmu reimidikanii, APyrum i cepeatim — npunyunu i mexanixu poOOTH, a TPETIM, BEPLIMHOIO, € OUHAMIKA
rpu. Jlo xomnonenmie HanexaTb: aBaTapH, 3Ha4YKH, KOJEKIi, po30JOKYBaHHS BMICTY, MOJApyHKH, TaOmumi
JijepiBs, piBHI, 6anu, BIpTyalbHI IpeAMETH TOWO. Mexanika sBIsie COOOI0 MEPEeNiK MpaBuiI, SKi BU3HAYAIOTh
pe3y/IbTaTUBHICTD B3a€EMOJIIi BCEPEAMHI CUCTEMH, 1€ Te, 10 MPOCYBAE IPaBIIB yIepes i 3a0be3reuye quHa-
MIKY sIK peaKIlit0o KOpUCTyBauiB Ha CYKYITHICTh IUX MeXaHikK. /[0 MexaHik BITHOCATH OUiKyBaHHS BHHATOPOIIH,
3MaraHHs, KOHKypEHLi0, CIiBIIPAL0, BUKJINKH, [IAHCH, 3BOPOTHUHN 3B’S130K, OTPUMAaHHS pecypciB. Junamixa
nependayae 0OMexKeHHs, IPorpec, eMollii, icTopii, crocyHku Too [20].

Crnimpatouuch Ha BKa31BKH PO HE3aBEPILEHICTh MPOLIECY BU3HAYECHHSI iIrPOBUX KOMIIOHEHTIB Y AOCHTiKEHHI
K. liuesa, [I. JliueBoi, siKi HAroJOUIYIOTh, 10 «EMITIPUYHI JOCITIIKSHHS 11010 PO3YMIHHSI TOTO, SKI €IEMEHTH
TpY Ta 32 AKUX 00CTaBUH MOXKYTh IPU3BECTH JI0 OaKaHOT OBEIHKH, HE € LIJIKOM CHCTEMaTn30BaHUMH...» [11],
HaM¥U POOOYHM TOHATTSIM BU3HAYEHO i2po6i KOMNOHeHmU. 33 CBOEIO CYTTIO BOHHU € OLIBII 3PO3YyMITUMHE AJIS
MOAAJIBILIOTO 3aCTOCYBaHHS B OCBITHHOMY IPOLIEC] SIK KOHCTPYKT OJHOYACHO JBOX MPOLECIB — HABYAJIBHOIO i
irpoBoro. [ToHATTS irpoBi e1eMeHTH PO3MIAAATAMEMO CHHOHIMIYHUM JI0 irPOBHX KOMITOHEHTIB.

C. Hikoncon Haromourye, o Hal4acTillle 3aCTOCOBYETHCSI KOMOIHAISI TAKUX ITPOBHX KOMIIOHEHTIB K
KOoMOiHaIis 6asiB, 3HAUKIB 1 CITUCKIB JIijiepiB (cKopodeHo Bix aHri. points, badges and leaders — PBL) [17].
Taka komOiHaIis 30ira€ThCS 13 KIIACHIHOIO CHCTEMOIO KOHTPOJIIO 1 OITIHIOBAaHHS HaBYAIBHUX JIOCATHEHD YIHIB
1 CTYIeHTIB y 3aKia/laX CepeHbOl Ta BUIIOI OCBITH.

3a 31aTHICTP 3ady4yaTd YYaCHUKIB A0 HABYAJIBHOTO MPOLECY i MOTHBYBATH iX 10 OTPUMAaHHS HaBYaJIbHUX
pe3yNIbTaTIB BiAMOBINAIOTE ieposi Mexanixu. JIsi BU3SHaUEHHsI piBHS IXHBOTO BILIMBY B OCBITHHOMY KOHTEKCTI
HaMU NpoaHaJli30BaHi KaTeropii THX IrPOBUX MEXaHIK, METOJUKY SIKHUX CJIiJI TOKJIaTHO OMKCATH, 11100 To1aTh
JI0 CTPYKTYPH FOTOBHOCTI MalOyTHIX YYUTENIB 10 reiMichikoBaHOT OCBITHHOT MiSIBHOCTI.
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HInpokoBKMBaHUMH TOHATIHHUMH KaTeTOPisIMH, SKUMHU ONEPYIOTh MOMYJSPHiI IHTEpPHET-CEPBICH, Y TOMY
YHCHl ITPOBI, € «aclekTH TeiiMidikamii» 1 «TepMiHH, SIKi 3aCTOCOBYIOTh y TeiiMiikoBaHOMY MPOrpamMHOMY
3abesmedenHi». Cepen «acmekTiB refmidikarii», KpiM AUHAMIKA 1 MEXaHIK{, HA3WBAIOTh €CTETHKY 1 COIi-
anpHy B3aemofito [4, c. 306]. Jlo oCHOBHHX «TEpMiHiB, SKi 3aCTOCOBYIOTh y reiiMi)ikoBaHOMY MPOTPAMHOMY
3a0e3IeveHHi», BiTHECeHO: TpaBIli (Bif aHTIL. players) — KOprCTyBadi i MOTEHIIKHI KOPUCTYBadi; Ail (BiJ aHTI.
actions) — peakuii, sIKi TOTpiOHI BiA KOpHCTyBaua; piBHI MaicTepHOCTI (Big aHri. levels) — crparudikamis
KOPHCTYBauiB 3a PiBHAMHU AOCSTHEHHS pe3yJbTaTiB (HANPHUKIAA, 3BHYAHHUI TpaBelb UM KOPHCTYBad MOXKE
JIITH 10 piBHS Jiiepa cepell IHIMX rPaBIliB); MOTHBALlIS — CTBOPEHHSI CIIOHYKAHb JI0 Jii, peaxuii [4, c. 307].

Pe3ynbraTi po3nisary TEOPETUIHHUX acIIeKTiB TeiMidikaiii y HayKOBUX, METOIUYHHX, TPAKTUIHHX ITyOJTi-
Kallifx MOKa3aiw, [0 3HaYHa yBara MpHIiIeHa Momugayitinomy nomenyiany reimidikamnii B ocsiti. Hocmia-
nukamu K. JliHexaH Ta iH. pO3KpUBA€ETHCS, IKUM YUHOM (POPMYETHCA B3a€MO3B’SI30K MK MOTHBALI€IO, SIKa
€ OJHHUM 13 MPOBIAHUX (AKTOPiB, 1 aKaJEeMIYHUMH JOCSITHEHHSAMH YUHIB uepe3 iXHi BUTpaueHi Ha HaBUYAHHS
sycuiis 1 gac [14]. 1. KanoneTTo Ta iH. BUCYBarOTh MPOIO3HIIiI0 TeHMi(iKyBaTl OCBITYy AJISi BCTAHOBJICHHS
B3a€EMHUX CTOCYHKIB, aiil i moBeminku [8]. . Komimr i I'. PaBix BIpoBaKeHHS IrPOBUX €IIEMEHTIB 1 MEXaHIK
JI0 HaBYATHHOI JisSTTFHOCTI OOTPYHTOBYIOTEH IPUBAOIHMBICTIO, TPAHIMBICTIO 1 CTBOPEHHSM ITOJIS JUTSI 3aHYPEHHS
VYHIB y HaBYAJILHUH TpoI1iec, oAiOHO 10 TOTo, sIK II€ BiOyBaeThes B irpax [9].

A. JlibeporoM AociiKeHI MOXKIMBOCTI OLIHKM iHAWBIAYaJIbHOTO IICUXOJOTTYHOIO Ta (PyHKIIOHAJIEHOTO
BIUIMBY IrpOBUX KOMIIOHEHTIB Yy HeirpoBux koHTekcTax [13]. OcobnuBy yBary My 3BEpHYIH Ha PO3MEXKY-
BaHHA «IIMOOKOI 1 TOBEpXHEBOI reiMidikarii» 3 mo3umii MexaHiky 1 ¢ppelimidra ta X MCUXONOTIYHOT CHIIH.
[ToBeniHKa THX, XTO HABYAETHCS, PETYIIOETHCSI MOTUBAIIIEIO Pi3HOI IMTMOWHN. Y4YHI HE TIJIbKM MOTHBOBAHi 70
HaBYaHHS ITO-Pi3HOMY, ajie iX MOTHBAIliI BapilOETHCS 3aJICKHO BiJ CHUTYyaIlii, Jacy, TPHBAJIOCTI, KOHTEKCTY,
TOKJIaZIeHUX 3ychiib. JlOIIBHOIO, Ha HAII MOTIISA, Oy[le eKCTPAIOJIALis PI3HOMAHITHIX THIIOJIOTiH TPaBIliB,
10 BUKOPUCTOBYETHCS y TeM-In3aiiHi, A1 onTUMi3awii reiiMigikarii oCBITHHOTO IpoLecy.

B irpoBoMy A0CBifi i CbOTOAHI aKTyaJbHUM 3aJMILAECTHCS TPYMyBaHHS MEPCOHAXIB TPaBILiB 0araToko-
pHUCTyBalbKuX irop, 3anpornonoBane P. baptiom [7]. Lli Tunonoriyai ocoOMMBOCTI Cy0’€KTIB OUIITBHO BHKO-
pUCTaTH OCHOBOIO IS BiIOOpY ¥ MPOEKTYBAHHS CIleHAPiiB refimi(ikariii B OCBITHBOMY MPOIIECi, OCKITBKH B
KOXKHIll HaBUANBHIA CHTYyaIlii MPOSBISIFOTECA XapaKTEePHI MM THITOJIOTiSIM OCOOUCTICHI BIIACTHBOCTI Y4HIB.
Jis mosicHeHHst MOTHUBaIlii rpaBmiB P. bapTi BuminuB MBI IIKaNH: «J1is — B3aEMOJIsH 1 «TpaBIli — cBiT». Miciie
iX mepeTuHy AOCHIJHUK-PAKTUK Ha3BaB IUIOIIMHOIO iHTEPECIB 1 BUAIIUB TaKi rpynu: Kap’ €pUCTH, BOMBIII,
JOCHITHUKH, KOMYHIKaTOpH. Y pO3IIUpEHY BEPCil0 CHCTEMH THMIB rpaBuiB P. baptiom yBeneHo «ycBimoM-
JICHWH — HEyCBIIOMIJICHUIT», IO MO3HIIIOHYE TPABIIIB Y TPUBUMIPHOMY MPOCTOPI W PO3ALISIE€ HA BICIM THIIIB,
KOKHUH 13 Ha3BaHUX IIE Ha JIBa, 3aJIKHO BiJ TOTO, UM € JIii TPaBIliB YCBIAOMJICHIMH 49U Hi [7].

Ilin Heieposum Kormexcmom MH PO3yMIEMO 3MICT OCBITH Ta Ti pE3yJbTaTH, SIKI OKpECJIeHI HaBJYaTbHUMU
[porpaMamu 3arajibHoi cepeqHbol, BUIIOI, NPOQEciiiHOi OCBITH, SKHX MalOTh AOCSAITH CyO €KTH OCBITHBOI
JisUTBHOCTI IPOTSITOM BU3HAYEHOTO Yacy.

[Moromxyemocs 3 miaxoaoM J0 HeirpoBoro koHTekcty BueHHX O. Camonymcwkoi, 1. 3apimHsk Ta iH. sk
IO CYyKYITHOCTI CKJIAJJOBHX 3MICTy HaBUaHHS: TEMATHKW HABUAHHS, IUJIeH HaBYaHHS, KUIBKOCTI 1 CTPYKTypH
MOJYJIIB, pe3yJIbTaTiB HaBUaHHsA, cepTudikyBanHa Tomo [18]. HeirpoBuii KOHTEKCT HAMH BHU3HAYEHO KITIO-
4oBHM 0a30BUM MOHATTSM, 3 SKOTO CIIijl TOYMHATH BIPOBa/KeHHS TeimMidikarii (puc. 1). Lini # pe3ynbrarn
HaBYaHHS, TeMa, CTPYKTypa, 3MiCT HaBYaHHS, MOTHBALlisl TUX, XTO HABYAETHCS, NAIOTh BIAMOBINI HA CTapTOBI
MUTAHHS: 10, 5K 1 I 90T reimMidikyBaTH.

Tinpku Tichs BOTO BBa)KAEMO KOHCTPYKTUBHHM PO3POOJISITH irpOBUH iHCTpyMEHTapiii — irpoBi KOMIO-
HEHTH, iITpOBY MeXaHiKy, IPOyMyBaTH irpoBy AMHAMIKY, OOPMIISTH ITPOBY €CTETHKY, 3aCTOCOBYIOUH ITIEBHUN
ITPOBUH AU3alfH TOIIO.

Heieposum xonmexcmom y paMKax HallOro €KCIEPUMEHTAIBHOIO NOCTIKEHHs CIyTyBaB HaBYaJbHHUN
3MICT JUCLHUIUIIH 1HBapiaHTHOI 1 BapiaTUBHOI CKJIQJOBHX, SKi BXOISATH IO OCBITHRO-TIpodeciiHOi mporpaMu
MiATOTOBKHK 3400yBaviB BUILOI OCBITH mepuioro (6akaaaBpchKoro) piBHs y ramysi 3HaHb 01 «Ocsita / [lexna-
rorikay, crenianbHocTi 017 «®Di3uyHa KyIbpTypa i criopT», OCBITHROI porpaMu «DizuyuHa KyJIbTypa i CiopT».
30kpema, CriemiallbHy yBary i3 Ii€l0 METOI0 MU MPUIUTHIN TUCITUILTIHAM: « Teopis Ta MeToarKa BUKIIAaHHS
CIOPTHBHUX AWCUHUIUTIHY; «lliABHUIIIEHHS CIOPTUBHOI MaiicTepHOCTi 3 00paHoTo BUAY criopTy». LliarpyHTsim
JUTSL aHATI3y HEIrpOBOTO KOHTEKCTY CTalM: TeMaTHKa MOIYJIB MpOTpaMH HAaBYAIBHOI MUCIMILIIHY, iX I i
3aBIaHHS, KUIBKICTB 1 CTPYKTYpa MOJIYJIiB, KOHTPOJIb 1 OLIHIOBAHHS, 3arajlbHi pe3yJbTaTu HaB4yaHHA. BucHo-
BKaMHM TaKOTO aHaJli3y CTaJM YiTKe BU3HAYCHHS TEM, SKi MU IUIAHYEMO MiJJIaTH reiiMidikariii, i BUIaICHHS
TEM, Y SIKAX 3aCTOCYBaHHSI IrPOBHX KOHCTPYKTIB HE € JIOPEUHHM.
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Irpoai
KOMNOHEHTH

llp-ﬁl-l:-l oCTeTHKa’
IFPOBHA AW3and

Iipoaa ectatucal
IFpOBMA QMaanH

[

KoHTponk

MoTuraLis PeaynbraTti

Irpopa
OWHBEMIKS

Irposa
MeExaHiKa

Irposa ecreTnsa /
rpoBAR AM3aRH

Puc. 1. Koncmpyxmu nousmitino-kamezopiaibHo20 anapamy 3acmocy8anHs eetmigpikayii
8 OCBIMHLOMY NpoYeci

VY3aragpbHUMO Halle PO3yMiHHS TPENCTABICHUX ITPOBUX KOHCTPYKTIB MOHATIHHO-KATEropialbHOTO aria-
paTy 3actocyBaHHS refimiikarlii B OCBITHbOMY IIPOIIECi.

leposumu komnonenmamu € Bce T€ 00NaqHaHHS peabHe 1 BipTyalbHe, SKe BUKOPHCTOBY€THCS ISl HAJaHHS
irpoBUM MeXaHiKaM IIE€BHOI BUPAa3HOCTI Ta/abo (yHKuioHadbHOCTI. [y HUX XapakTepHUMH € (opma, KOIip,
Marepiaj, MoIoKeHHs, o0epTanHs, MacTad Tomo. Hanpukman, kapTku, KyOuku, ¢imku, Mapkepu, Oermxi,
ITpOBI MOJISL, Taiyin, OJIOKHOTH, MiHIATIOPKH TOIIIO.

leposa mexanika siBIg€ cOO0I0 CYKyIHICTh MPOIIECIB BiIMOBIIHO BU3HAYEHUX ITPOBUX MPABMIIL, SIKI pyxa-
FOTh JisMHU 1 QOPMYIOTh B YYaCHHUKIB 3QJIYICHICTh, BU3HAYAIOTh PE3YJIETATHBHICTH B3a€MOIIi BCEPEIUHI TeH-
MiikoBaHoi cucremMu. OCHOBHUMH NMPUHIIMIIAMHU € JTiT, 3MiHH, 3BOPOTHHI 3B’ s130K. Hanmpukiaa, mporecu odi-
KyBaHHSI BAHArOpOJH, 3MaraHHs, KOHKYPEHLIisl, CIiBIpals, BUKJINKH, IIAHCH, 3BOPOTHHUH 3B’ 30K, OTPUMAaHHS
pecypciB ToIIo.

leposa Ounamika — 1e CyKyIHA KiJIbKICTh 3HaUyIMX irpOBUX BHOOPIB YYaCHUKIB Ha OAWHUIIIO Yacy,
HaBYaJIbHE 3aHATTA a00 3MICTOBHI MOAY/H IIONO OCBITHBOTO 3MICTY, sIKa 3a0e3Meuye 3arajibHy KapTHHY Teii-
Mi(hiKOoBaHOTO TPOIIECY K PEaKIlil0 YYACHHUKIB OCBITHROTO MPOIIECy Ha MEBHY CYKYIHICTh irPOBHX MEXaHiK.
JuHaMimi XxapakTepHi mapaMeTpy PUTMY, TEMITY, TOHAIILHOCTI, SIKi KEPYIOThCS IHCTPYMEHTaMu OalaHCyBaHHS
(hopMoI0 ITPOCTOPY, HATALITYBaHHIMHU IIapaMeTpiB MexaHik. JluHamiky 3a0e3meuyroTh Xij i J1orika mofii, pos-
MOBi/JIb 1 HAPATUBHUI TOTIK, B3a€MUHH YYaCHUKIB (KOMaHIHA PoOOTa, B3a€EMOIOIIOMOTa), IIUISIX €MOIIHHOTO,
THTEJIEKTyaJIbHOTO POCYBaHHS, SKH Tiepeioadae 0OMeKEHHS, IIPOTPeEC TOIIIO.

Hampuknaza, oOMexeHHSA-TIMITH, BUMYIIICHI KOMIIPOMICH; 3aIiKaBICHICTh-TOTMUTINBICTD, AyX CYIICPHU-
LITBa, pO3YapyBaHHsI, 3aJOBOJICHHS; TIOCIiJOBHA PO3MOBi/Ib, HETIEpEpBHA CIOXKETHA JIiHIs; BIITHOCHHU COIliallb-
Hoi B3aemopii, o GOpMYIOTh OUYTTSl TOBAPHCTBA, CTATyCy 1 albTPYi3My TOLIO.

[in ieposum duszatinom abo IrpOBOKO €CTETUKOI0 MU PO3YMIEMO ITUTICHUH NPOIIEC CTBOPEHHS (DOPMHU 1 3MICTY
IrpOBOTO MPOLECY TS HABYAJILHOTO HEIrpoBoro koHTekeTy. CaMe irpoBHii An3aifH BU3HAYa€ HaOip MOKIMBUX
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BapiaHTIB, 3 IKUX YYaCHUK MO>KE BUOMpPATH MiJ yac reiiMiikoBaHOr0 HaBYaJILHOTO MPOLIECY: YMOBH IIEPEMOTH
1 TOpa3Ku; MOXKIIMBI BapiaHTH KOHTPOIIO; POPMHU B3aEMOJIiT; PiBHI CKIIaTHOCTI TOIIO.

Taxum 4MHOM, 10 TOHATIHHO-KAaTeTOPialbHOTO armapary 3acTOCyBaHHS Teiimidikallii B OCBITHROMY TPOIIECi
HAa TiICTaBi CHCTeMaTH3allii Ta y3aralbHEHHS Pe3ylbTaTiB MPOaHANTi30BaHUX TEOPETHIHUX aACIEKTIB y HAyKO-
BHX, METOJMYHUX, MPAKTUYHUX MyOJiKaIligX YBIAIIUIM TakKi MOHATTS: irpOBI KOMIIOHEHTH, irpOBa MEXaHIKa,
irpoBa IWHaMiKa, irpoBa eCTeTHKa / TU3aiiH, HeIrpOBHI KOHTEKCT / 3MICT HAaBUYAHHA: TeMaTHKa HaBYaHHS, L
HaBYaHHS, KUIBKICTh 1 CTPYKTypa MOJYIIiB, pe3yJIbTaTH HaBYaHHS, KOHTPOJIb Ta OLIHIOBAaHHS.

[Mix 3actocyBaHHsAM reiMigikallii B OCBITHBOMY MpOIIECi BBaYKAEMO JOIUIBHHM PO3YMIiTH CTBOPEHHS
3arajlbHOTO ITPOBOTO CEPEAOBHINA IS peajizaimii HaBJaJbHOTO IPOIECY, PEe3yIBTaTOM SKOTO Ha MiACTaBi
BUIIEHHS MOTHBAIlIl IO 3MICTy HaBYAJbHOI JisSUTBHOCTI € €(PEeKTHBHICTh NOCATHEHHS] HaBYAIBHUX IiJIeH.
[Momanpiie Hatre TOCITIHKEHHS MPUCBSIYEHO PO3POOIIi MOIETi TOTOBHOCTI MAHOYTHIX YUHUTENIB (Di3HIHOT KYITb-
TYPH 10 3aCTOCYBaHHs reiiMiikarii B OCBITHBOMY MPOLEC.
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