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Adnotacja. Nieustanny rozwoj technologii informacyjno-komunikacyjnych poddaje zmianom niemal kazdg sferg
zycia publicznego, w tym coraz czgsciej dotyka takze przestrzeni edukacyjnej. Wraz z obecnymi trendami edukacyjnymi i
pod warunkami, ktore ,,dyktuje” spoteczenstwu COVID-19, prawie przez 1 rok, istnieje potrzeba nowych lub przynajmniej
zaktualizowanych skutecznych narzedzi edukacyjnych, srodkéow, technologii, aby zmotywowaé wspoiczesnego
studenta, aby nie odwracat si¢ od nauki i nadal zdobywatl wiedze, jak to byto wczesniej. Grywalizacja jest dzi§ uwazana
za jedng z najlepszych i motywujacych technologii wykorzystywanych w procesie uczenia si¢ nie tylko uczniow, ale
takze studentow, poniewaz technologia ta zapewnia studentowi swobodg wyboru, natychmiastowa informacj¢ zwrotng,
mozliwo$¢ pracy w zespole i tak dalej. Oczywiscie kazda technologia ma swoje plusy i minusy, ale praktyka technologii
grywalizacji w amerykanskiej szkole wyzszej ma Jednak wigcej zalet niz wad, dlatego jest intensywnie zaangazowana w
prawie kazda amerykanskg instytucje¢ szkolnictwa wyzszego. Aby lepiej zrozumieé, czym jest grywalizacja, jak mozna
Jja wykorzysta¢ w procesie uczenia si¢, jak czgsto ta technologia jest wykorzystywana w amerykanskich instytucjach
szkolnictwa wyzszego 1 wcale zrozumie¢ jej skuteczno$¢, przeprowadzono teoretyczng analize publikacji naukowych
prac zagranicznych naukowcow, a takze wzigto pod uwage komentarze studentow obu krajow.
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Abstract. The continuous development of information and communication technologies is subjecting changes in
almost every sphere of public life, including, more and more often affects the educational space. With current trends in
education and the conditions that “dictates” to society COVID-19, almost 1 year, there is a need for new or at least updated
effective educational tools, instruments, technologies in order to motivate the modern student not to turn away from science
and continue to study knowledge as it was before. Gamification, today, is considered one of the best and most motivating
technologies used in the learning process not only of schoolchildren but also students, as this technology provides students
with freedom of choice, instant feedback, the ability to work in a team and more. Of course, each technology has its pros
and cons, but the practice of gamified technology in higher education in the United States still has more advantages than
disadvantages, so it is intensively involved in virtually any American institution of higher education. To better understand
what gamification is, how it can be used in the learning process, how often this technology is used in US higher education
institutions and understand its effectiveness in principle, a theoretical analysis of scientific publications, works of foreign
scientists was carried out, and comments by students from both countries were also taken into account.
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Anoranisi. HeBnnHHMI po3BUTOK iH(OpPMAIIHHO-KOMYHIKaTUBHIX TEXHOJIOTIH ITiiZIae 3MiHaM Maiike KOXHY cdepy
CYCHITBHOTO JKHTTS, IO BCE YACTiIlle 3adinae i OCBiTHIM mpocTip. I3 cydacHNMH TEHACHIISIMA B OCBITI Ta 3a YMOB, IO
«muktye» cycninbersy COVID-19 maibke pik, mocrae norpeda B HOBUX YM X04a O OHOBJICHUX €(EKTUBHHUX OCBITHIX
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3acobax, IHCTPYMEHTaX, TEXHOJIOTISX, 00 YMOTHBYBATH CY4aCHOT'O CTY/ICHTA HE BiIBEPTATUCH BiJI HAYKH 1 IPOIOBKYBATH
3100yBaTH 3HAHHS TaK, sK Iie Oyno panime. ChOroqHi refimidikamis BBAKAETHCA OTHIEI0 3 HAUKPALIIX MOTHBYBAIBHUX
TEXHOJIOTIH, 110 BUKOPHUCTOBY€ETHCS B IIPOIIECi HABYAHHS HE JIMIIIE IIKOJIAPIB, a K CTYACHTIB, OCKIIBKH IS TEXHOJIOT1s 3a0e3-
meuye cBoOOMy BHOOPY, HAJaHHS MUTTEBOTO 3BOPOTHOTO 3B’SI3KY, MOXKIIUBICTH TPAIFOBATH B KOMAaH/Ii TOIIO. 3BUYAWHO,
B KOXKHIH TEXHOJIOTII € CBOI IlepeBart Ta HeloMiKH, OHAK TPAKTHKA reiimiikoBanoi TexHosorii y Bumii mxoii CIIA mae
BCE XK OlIIbIIE NepeBar, TOMy iHTCHCHBHO BUKOPHCTOBYETBCS MaiKe B KOXXHOMY aMEPHKAHCHKOMY 3aK/Ia/li BULLOI OCBITH.
Jsist Kpaworo po3yMiHHs TOTO, 1O TaKe reI/IMlq)lkaum SIK i MOXXHA BUKOPHCTOBYBATH B MpOIIeCi HABYAHHS, K YacTO IO
TEXHOJIOTiI0 BUKOPHCTOBYIOTH Yy 3aknanax Bumioi ocitr CIIA, a Takox i e(peKTHBHOCTI 3arajioM IPOBEACHO TEOPETHY-
HUI aHalli3 HAYKOBHX ITyOJTiKamii, mpamp 3apyO0iKHIX HAYKOBIIIB, B3SITO IO YBard KOMEHTApi CTYIEHTIiB 000X KpaiH.
Kurouosi ciioBa: reiimidikartisi, MoTuBallis, 3anyueHicts, [KT, kommereHiii, colliaibHa BUHATOPO/IA.

Beryn. Bukopucranss reiimigikaltii B OCBITI CTaJIo MPEAMETOM BHBYCHHS 0arathox HayKoBIliB (JI. Burorchkui,
O. CromsipeBcbka, €. Jloopunceka, B. Bykartos, K. Fleischmann, E. Ariel, K. Werbach, S. Deterding, D. Dixon,
R. Khaled, L. Nacke, D. Dicheva, C. Dichev, H. Gerber, D. Gooch, A. Vasalou, L. Benton, R. Khaled Tta in.).
HayxkoB11i 30cepemKyroThbesl Ha TaKUX MPOoOIeMax, K JOCIiKEHHS eIeMEHTIB IpU B HABYaHHI, BA3HAYCHHS MIOTEH-
niany re¥iMicgikanii, a TakoX HaMararoTbCs 3p0O3yMiTH, 1[0 THM, XTO IPAKTHUKYE L[I0 TEXHOJOTII0, BCE K HEOOX1THO
Mi3HATH, OCATHYTHU T, SIK IX MOTHUBYBAaTH, aJKE 3alliKaBUTH CTYJICHTA Ha BIICTaHi craec Bce ckianmHime. Takox
MOCTAKOTh MUTAHHS MPO Te, UM e(PeKTHBHA TEXHOJIOTISA reMidikalii B HaBYaHHI 3arajioM i 4d 3/aTHa BOHA 3a0e3-
TIEYUTH SKICHY OCBITHIO MiAroToBKy ctyneHTa (Deterding, Dixon, Khaled, Nacke, 2011: 9—15). BimminHicTIO Teii-
Midikarii Bijf iIHIIWX OCBITHIX TEXHOJIOT1H, 3aCHOBaHUX HA TPUHITUITAX I'PH, € 3aCTOCYBaHHS IiIX0/IiB, XapaKTEPHUX
JUTSL KOMIT IOTEpHUX irop, B OCBITI 3 METOIO MiJBUINEHHS 3aIy4€HOCTI CTYACHTIB 10 mponecy HaBuaHHA. O. CroJs-
peBChKa BBaXkae MEPUINM MPUKIAIOM B icTopii reimidikarii rpy Carmen Sandiego 1985 poky, sika cTBoproBajacs
JUIA TOro, mo0 3axonuTu AiTel reorpadieto (Kyxapenko, bepesencbka, byraiuyk, Omiiinuk, OniiiHuk, Pubanko,
CHpOTeHKO CTOJI;[peBCLKa 2016: 49-58). HpI/IBa6J'II/IBICTB TPH Ha KIITajT World of Warcraft momsrae B 3amyue-
HOCTI, KOOTIepallii y9acHHUKIB JJIs1 BAKOHAHHS KBECTIB, HAllaIiB UM IHIINX CHUTFHIX KOMaHTHHX Tiil. B irpax Angry
Blrds, Pocket Law Firm Texx 3aknazieHa CBOS i7iesi HABYAHHS Ta PO3BHUTKY JIIOIWHU, SK-OT TPCHYBaHHS KPUTHIHOTO
MUCJICHHS Ta HAaIlOJIEIMBOCTI. TakoX BapToO 3BEpHYTH yBary Ha momyisipHy rpy The Sims, Minecraft Ta inmmi irpu-
CUMYIISITOPH, JIe CTBOPIOIOTHCS BIPTyalibHI CBITH 3 00 €KTaMH CaMHM KOPHUCTYBaueM, TOOTO MICisi HAaBUUTH JItojIeH
YOroch Ta CTBOPIOBATHU I[OCH CBOIMH PyKaMU Uepe3 Ipy 3aKiIa/ieHa B KOMIT FOTEPHUX irpax e 3 XX CTOMITTS, Xoua
nepii BUsBY reiiMidikamii Ta i BATOKH B OCBITI MO)KEMO aKTUBHO CIIOCTEPIraTH JIMIIE 3apas.

OcHoBHA yacTHHA. J[0CTiIKEHHS IPOOIeMH BUKOPUCTAHHS TeiMi(iKalii K HaBYAIFHOI TEXHOJOTIT y BHIIIH
IIKOJTI Tiepea0adae Taki KpOKHU: JOCTIIUTH eMITipHYHEe 3HAYCHHS MOHATTS TeiiMidikallii, BAKOPUCTAHHS 1€l TeX-
HoJorii 3akianamu Buimoi ocitH CIIIA, mpoBecTH mapaiienb MiXX BUKOPHUCTaHHSIM TEXHOJIOTIT B aMEpPHKAHCHKIH
BHUIIIH IIKOJII Ta YKPAIHCHKIH i, BIATIOBIIHO, 3p0O3yMiTH BCIO €(heKTUBHICTB Ta Ai€BICTH aKaJEMidHOI TPH.

Marepian i MeToan AocCHiIKeHb. Y TOCIiIKECHHI BUKOPUCTAHO HaBYAJIBHUN MOCIOHMK «MeTonu HayKOBHX
nociipkeHby (I'paduenko, denoposuy, [apamenko, 2009: 16-23).

Pe3yabraTtn Ta ix odrosopennsi. OcBiTHii TpeHn reimidikanii (6i0 anen. gamification) 3aKianae B 1e MOHITTS
Ppi3HI TepMiHH: «irpodikalis», «irpoBisailis», «akaJaeMiuHa rpay, «OCBIiTHI irpu» Toio. [Hpopmalliio npo irpoBy Tex-
HOJIOTF0 TI0YaJTH ITyOJTIKyBaTH Ta PEKOMEHYBaTH ii sIK HaB4abHY HemoaasHo. Y 2012 poiri OyI1o 3amymeHo HaBdalib-
Huit kypc Kesina Bepbaxa Ha mnardopmi Coursera, 1o 3a0e3meqrB MiIbHOHAM KOPUCTYBadiB CBOEPIIHY «iXKy» IUIS
PO3IYMIB Ta PO3YMIHHS, IO IrpPOBHM MPUHIHUI POOOTH MOXKHA BHKOPHUCTOBYBAaTH He e B po3podmi IT, copri
YM MpoAaXax, a W MOEIHATH IF0 TEXHOJIOTII0 3 HaBYaJbHUM mpouecoM. OTie, CIiJ] CIepiry 3pO3yMiTH, IO TaKe
reiimidikauis (Werbach, 2012): e TexHoNOrisl, KOIK irpoBi NpaBuiia BUKOPUCTOBYIOTh JUIS JOCATHEHHS peajbHUX
uineid. To6T0 3a paXyHOK Ipr HyJHI 3aBJAHHS CTAlOTh LIKaBUMH, a cKianni — npoctumi. Illo maethest Ha yBasi i
reiiMi)iKalliero OCBITH, aJUKe y BHILIH IIKOI BXKE NPUCYTHI eleMeHTH rpu? CTyICHTH OTPUMYIOTH Gali 3a TPABHITbHE
BUKOHAHHS 3aBJaHb, T06TO OTPUMYIOTh TaK 3BaHY «BHHATOPOZLY» Yy BHINIAII OLIHOK, YCIIIIHO 3aBEPIICHHX CECIid,
TMiABUIIICHUX CTUTICH I Ta MOXKITMBOCTI TIEpEX0/ly Ha HACTYITHI KypcH a0o K 3aBepIICHHS HABUYAHHS B YHIBEPCUTETI.

BaaxaeTbes, o ocBiTa He € edekTuBHOO Oe3 reiiMidikarii. Yomy? [liT € TOTEHIIIHHNMH IITEOBUMH YUHSIMU,
a TaKOXX MiJUTITKAMM 1 3TrOJIOM CTYJCHTAaMH YHIBEPCUTETIB. [3 TOUKM 30py LIBHJIKOIO MOUIMPEHHS TEXHOJIOTIH yci
TPYIIH, 0COOIHBO MOJIO/B, SIK PABHJIO, GLIBIII HETEPILISYI, a/DKE BOHH 3BHKIIA JI0 Bi3yalbHOrO HaBYAHHS 1 IIBHIKHX
MIHIIMBHX 300pa)XeHb, SIKi PUBAOIIOIOTE 30BHI i 3aXOIIOIOTH po3yM. CiCTH Ha OJHE MICIIe i IPUBEPHYTH yBary
JI0 OTHOTO 00’€KTa (SK-OT KHUTH) IM TOCHTB CKIIA/IHO. HpOBeCTH 4ac y COLIiaNbHUX MePekax, CKPOISIH CTOPIHKY
3BOPOTHOTO 3B’SI3Ky, TPOXH TpocTime. J{nHaMigHnil Ta eMOUifHO HaBaHTaXEHHUH 3MiCT 300pakeHb, Bineo, iHpo-
rpadik GopMyIoTs Macy iH(pOpMaIlii, ika Mai>ke HIKOJIU He 3amaM’ ITOBYETHCS] KOPHCTyBadeM HoBHIcTIo. Taka mpo-
KpyTKa CIIyTYe€ JIUIIE «BOUBIIEIO» Yacy abo IMPOCTO PO3BArolo, 00 JO3BOJIUTH HAIIOMY MO3KY Biamouutu. Cripasa
B TOMY, III0 HAalll MO30K CTa€ OUIBII JieAaunuM, (POPMYIOUH LIOJACHHY 3BHUKY PO3CIAOIATHCA, MPOKPYUYIOUH, a HE
KOHLIEHTPYIOYHUCh Ha OJIHIH OKpeMiii pedi. Mu noctymaeMocs MiCLIEM pedam, sIKi He HECYTh KOAHOTO 3HaUEHHS JIs
Hac, 1 BOIHOYAC 3a0yBaeMo, IO Take IMCLUMIUIIHA B HABYAHHI, 5K IOJIATa€ HE B JOTPHMAHHI IUKUIGHIX HPaBHII,
a B cCaMOMOTHBALliT (inbTpyBaTH iHPOPMALLIfO, sika HAM HACTIPABJIi MOTPIOHA, i PilllyqOCTi 3amaM’ ITOBYBATH, Tiepe-
DAty ii 1 BANTHCS Ha MICITi, HEe BiAKIaIal0d Ha oTiM. Ha 0cHOBI boT0 yHiBepcHTETH OaraTbox Kpail, 30KpeMa
it CIA, moganu npoxyMyBaTH, CTBOPIOBAaTH IPOTpaMH, JOJATKU Ta iHII BeOpecypcu A e(eKTUBHOTO Ta MOTH-
BaI[ii{HOTO TUIY HABYAHHS.

CILIA BUPI3HSIOTHCS CBOEK KPEATUBHICTIO B PiLIEHHAX 1100 reiiMidikarii, ocobauBo yHiBepcuteTn BarmmHr-
tony, Kamidopnii, [lencunpBanii Ta iHmmx mratiB. [0 BCECBITHHOBIIOMHUX MPUKIAIIB Teiimidikarii B OCBiTi
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MoxeMo 3apaxyBaru: Kickstarter — aMepHKaHCBKY KpayA(aHIHHTOBY nnaT(bopMy, 10 3allyCTHIIA KaMIIaHilo Ha
ocHoBi 6ora Canny — poGoTa-irpaliiky, SIKOK MOXHA KepyBaTH IMCTAHIIHO Yepe3 Iporpamy i ska BHKOPHCTOBY-
€ThCS JIJISl HABYAHHS CTY/ICHTIB MPAKTUYHUM HaBUYKaM HarmucaHHs koxy (Brown, 2021); Khan Academy — ocBiTHIO
HEKOMEPIIHHY OpraHizaiito, o po3polise iHTepaKTHBHI KOPOTKI BiZIEOYPOKH 1 HaJa€ KOPUCTyBadaM MpPaKTUYHI
BIIPaBU Ta NOJATKOBI MaTepianu Jjsi TBOPUOTO HABYAHHS PI3HUX MPEAMETIB y 3pydHOMY s Hux Temmi (Noer,
2012); Quizlet — MoOiTBHUI 1 BEOJOAATOK TSI BUBYCHHS MATEMATHKH, HAYKH, MOB, MICTEIITB Yepe3 irpH Ta Qurern-
KapTu Ha Oe3KOIITOBHI OCHOBI; BHKOPHCTOBYETHCS MOJIOBHHOIO yHiBepcuteTiB CLIA i mokasye o4eBHIHUHN Tpo-
rpec; Duolingo — rpa juis BUBYEHHS 1HO3eMHO1 MOBH 3 Oinbliie HiX 8 MinbioHaMu 3aBaHTaxeHb Y Google Play
(comianpHMIT TOAATOK 3aKJIMKA€e BHPIBHIOBATH Oalli, OTPHUMYBATH BipTyaJbHY BAJIOTY i BUMTHCS CIITBHO 3 APY-
3siMn); Kahoot — pimmennst mis enexrponHoro HaBudanHs (Kahoot company, 2013: official page). [1ix gac rpu Oyas-
sIKa JIIOIMHA BiguyBae ceOe koM(OpTHillIe 1 BIEBHEHIIIEC y Mpoleci BUKOHAHHS Oy/b-sIKHX ITOCTABIEHUX 3aBJaHb
Bix Bukianayda (Kvartalnyi, 2020).

e onuH sickpaBwii IPHUKIIAJI 3aCTOCYBaHHS refimidikamnii y Bumtii mkomi CHIA — BUKopuCTaHH irpOBOTO MHUC-
nennst. [Tonynsapauii MaccadyceTChbKIiA TEXHOIOTIYHAN IHCTHTYT CIUIBHO 3 yHiBepcuTeToM KopHeria Ta €1bChbKIM
VHIBEPCUTETOM MPUIYMAIU CEPiF0 HABYAIBHUX KBECTIB 13 MPUB’S3KOIO JI0 BiAMOBIJHOTO HABYAIBHOTO 3aKJaly.
Bonn BUKOPHCTOBYIOTH NMpUHIMITY TeiiMidikarii Ha comiansHux cropinkax MIT, a came na Facebook-cropimmi,
13 MPOCTUMH 3aBIaHHAMHU. BoHU po3MimyroTs otorpadii kamiryca, 1e CKIaIHO PO3MISIITH AeTaMi, i 3alUTYIOTh,
YH 3Ha€ XTO-HeOy/b, Ie Ha TePUTOPii KaMIlyca MO>KHA 3HAUTH Ti 4 iHII eneMeHTH. [IpencTaBHUKY yHIBEpCUTETIB
Ha3BaJIM 1 3aBIaHHA «Bragaii ne». €1bChKuil YHIBEPCHTET II0YaB BUKOPUCTOBYBATH 1[0 KOHIICTIIIIO B 3aBIaHHI il
cBoe Ha3Bowo «/le @ Yale», a KopHenn onyOnikyBaB Takuii sxe BapianT «Bramaii ae». Llel Tun 3aBiaHb aae iHIIANA
OIS/l HA YHIBEPCUTETChKE MICTEUKO, SIKE ITiIKPECITIOE HOTO JIeTall i HAMaraeThCsl 3aIyYUTH CTYICHTIB HE JIUIIE JI0
HaBYaHHS, a ¥ 710 icTopii Ta apXiTEKTypH PiAHOTO 3aKiary. 3a MpaBUJIbHI BiAMOBIII B MOMIOHUX KBecTax Oyia po3po-
OreHa cucTeMa couianbHOI BUHATOPOIM: JIOAWHA OTPHMY€E BU3HAHHS SIK 3ipKOBHUil rpaBens (3a Te, 110 BiH OyB Iep-
[IMM, 32 PaBUIIbHY BiJINIOBi/Ib TOILO); JTIOAMHA OTPUMYE MOSIKY BiJl BUKJIAAaqiB YK JUPEKLii 3aKiay; OpraHizamis
myOIiyHO Hajae kopuctyBadesi VIP-niepeBaru (ZOCTYII 10 3aKPUTOI CTYAEHTCHKOI IpynHu Tomo). EQekTuBHiCTh Bix
TaKol COIIaJIbHOI BUHATOPOIH € TaKO0: SIKIIO CHCTeMa 0alliB 30epiracTeCs, TO B KOPUCTYBAYIB € MPUYIHA [TOBEP-
HYTHCS Ha CTOPIHKY/Tpod1iJib OpraHizaiii i BHeCTH ObIle iHGOpMaIlil; KOPUCTYBadl BiT4yBarOTh, 1[0 OpraHi3amis
X IiHYE, 1 MO3UTUBHO CTABIATHCS 10 HET; BIII3HABaH1 KOPUCTYBaui BiIuyBaloTh ceOe JijiepaMu B CIIUTBHOTI 1 3 O1JTb-
1010 IMOBIPHICTIO BUCTYIUIATH SIK 3aXUCHUKH OPEHIY; OUEBHIHA MOTHBAIIS CTIOHYKa€ KOPUCTYBadiB pOOUTH CBil
BHECOK IIBUAKO i eheKTHBHO, TOMY 1[0 icHye KoHKypeHIis (Leishman, 2012: MIT official page).

3 oceni 2019 poky ctynenTu KamidopHaiiicbkoro aepsxaBHoro yHiepcurety JloMiHrec-Xinn3, siki 6epyTh y4acTb
y MOBCSAK/JCHHIN NISNBHOCTI KOJNEIXKY, AK-OT NPHEAHYIOTHCS 10 CTYAEHTCHKOI Irpynu abo MpOXOIsTh PEECTPALi0
B LIEHTPI MCHUXIYHOTO 3AO0POB’sl, MOKYTh BHKOPHCTOBYBAaTH CBill JOCBIN Ui OTPHMAHHS BiIIYTHHX BHHATOPO.
i 3ycruist € 9acTHHOKO eKcrepruMeHTanbHol kammnanii Charge On y kosiemki, sky Llentp Bumioi oceitu [lymriaca
Vuisepcurety IliBnenHoi KamidopHnii po3pobus y maprHepcetsi 3 Get Schooled, sika m03Boiisie CTyJIeHTaM OTpH-
MYBaTH IIPU3H 32 BUBUCHHS | BUKOPUCTAHHS pecypciB Kamiyca. Tak, CTyAeHTH, SKi IPOYUTAIN PO MOPAaH 100
37I0pOB’sl TA YIIPABIIHHS CTPECOM, MOXXYTh OTPHMATH Halip Ui AOIIAAY 3a CO00I0, B SIKMH BXOISTH KHIDKKA-PO3-
MaJIbOBKa, piBHOKOHLOpOBi KyJIbKH BiJI CTpecy 1 pOMAIKOBHIA Yaid.

JloCHiHAKY CIIONIBAIOTBCS, IO NPOCKT CPUATHME YTPUMAHHIO CTYJICHTIB Ha TEPIIOMY POLL HABYAHHS, CTH-
MYIIOIOYH iX Ji3HABATHCS PO JOCTYIIHI PECYPCH i POSBUBATH 310POBI 3BUUKH, SKi MiJIBUIIATE AHCH 3a/IMIIHTHCS
B KoJIe/DKi. 1S IIbOTO BOHHM BHKOPHCTOBYIOTH TeiMidiKallito ab0 BUKOPUCTAHHS IrpOBUX (PYHKIIH, TAKUX 5K ITiA-
PaxyHOK OYOK 1 JIiJIepiB, OO CTUMYJIIOBATH Y4acTh CTYACHTIB. [ eliMi(ikallis TaKoK MIMPOKO BHKOPUCTOBYETHCS
B HaBYAaHHI HAa poOOYOMY MICIIi CTY[CHTA: Maii>ke MMOJOBHUHA IPEICTABHUKIB OKOMIHHS Z IiJ] Yac ONUTYBAHHS 3as-
BUJIH, 1[0 BOJIIOTH YYUTHCA 32 AOTIOMOTOIO irPOBUX MiIXOAIB. I3 pO3BUTKOM MOMYISIPHOCTI reimidikaniifHoro mia-
XOJly BUIIMIA HaBYAJIbHUH 3aKJIa]] TAKOXK BHBYAE ii SIK CIIOCIO CTUMYIIOBaHHS YCHIXiB CTyAeHTIB. Y JlomiHre3-Ximn3
€ OIIVIH 13 JIEKITBKOX KOJEIKIB, SIKi EKCIIEPUMEHTYIOTh 31 CTPATETi€l0 320XOYCHHS CTYACHTIB O BUBUCHHS JKUTTS
B KaMImyci mo3a kimacoM. [IpecTaBHUKH YHIBEPCHTETY PO3POOMIH KiIbKa THIIB 3HAYKiB-HATOPOI, SIKI CTYIEHTH
B JlomiHTe3-X1113 MOXKYTh 3apOOHTH, 1100 JOMOMOTTH iM IPOJOBKUTH HAaBYaHHS B Koiemki. IIpodecop mkonm
iHpopmaruku Miunrancekoro yHiBepcurery Kiid Jlamme mmst cBoro OakasaBpCBKOTO Kypcy 3pOOHMB HaBYaHHS
y BUIJIsLAI rpu. Jlammie HaiaB cBOiM CTy[eHTaM CBOOOIY BUOOpY BapiaHTIB IJIst JOCSATHCHHS LIeH HABYaHHS 1 3aKIIH-
KaB X OpaTH y4acTh y Tak 3BaHUX «TibAisX». BiH MBUIKO HaflaBaB iM 3BOPOTHHUIA 3B’ 30K PO IX YCHIIIHICTb uepes
CHCTEMY MOHITOPHHTIY, KEPOBaHy H0Oro MOMIYHUKAMU 3 HABYAHHS, 100 111e OLIbIe PO3MUPUTH MOXKIMBOCTI CBOIX
BrxoBaHIIB. OCHOBOIO IIbOTO EKCIIEPHMEHTY 3 reiiMi(ikallii € HalaHHs CTyAeHTaM aBTOHOMIi, IO JO3BOJISIE M IIIe
OlITbIIIE TIIKABUTHCS TUM, III0 BOHK BUBYatOTh (Schwartz, 2019).

JlapTMyTChKHE KOJIEIDK CIIIBHO 3 YHiBepcUTeTOM BebOcTepa BHKOPUCTOBYBaIM reiiMidikairo, mob 3po0uTh
Opi€HTAIiI0 CBOTX CTY/ICHTIB OLIBII iHOPMATHBHOIO Ta IHTEPAKTHBHOK. BOHN HaB4am CBOTX CTY/CHTIB Opi€HTY-
Baruck Ha SCVNGR — Mo0inbHuUil gonarox ams reI/IMlq)maun B AKOMY 3aKJIaJICHI MapIIPyTH 1 3aBJAHHS 3aMiCTh
TarepoBHX PO3ATKOBHX MATepiallis, MO0 KOXKEH CTYACHT MII' Ai3HATHCS OLIbIIE PO KOMEIK 1 Kamiyc y popmi
MOJTFOBAHHSI 33 CMITTSIM 3a ormoMororo ceoro cmaprdona (Keller, 2011).

VuisepcuteT Ilepapio po3poOuB BiacHy miardopmy udpoBux OeHmkiB mix Ha3Boro Passport. [Tinardopma
HaJla€ MOXKJIMBICTD BUKJIaJayaM CTBOPIOBATH U(POBi OCH K1 1 BUAaBaTH iX cTyaeHTaM. CTyICHTH K MOXKYTh 3apo-
OnsTH 1 BimoOpakaTH 11l IMQPOBI 3HAYKK B MACTMOPTi, MO0 MPOJEMOHCTPYBATH CBOI KOMIIETEHIII] 1 JOCATHEHHS
1 OMITTUTHCS] HUMH B COLIIANIFHUX Mepeskax, Takux sk LinkedIn i Facebook. [TaciopT BuKOpHCTOBYBaBCS AT BUIAY1
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OeiiIuKiB CTyICHTaM, SIKi IPOHIILTH BOCEMUTIKHEBHI Kype 38 HAHOTEXHOJIOTisiMH, mofibHmMu 1o MOOC, 6e3 Hapa-
XyBaHHS KPC/IMTIB, a TAaKOXK JUIS BUJadl CTyICHTaM OCHIDKIB, NOB’A3aHNUX 13 MIKKYIBTYPHHM HaBYaHHsM, 33 iX
po0OTY B pi3HMX BiAmiNeHHSAX 1 AucrmiutiHax. beimki Hapasi BHKOPHCTOBYIOThCS ab0 po3pOOIAIOTECS y TAKUX
BUIIMX HABYAIBHHX 3aKIaJaxX, sk MaccadyceTchKuii TEXHOJIOTIYHHN lHCTI/IT}IT KapHerl -Mennon, KanidopHii-
cekuit yHiBepcuTet, JleBic i CeTOH-X0JI, a TaKoXX BUJIAIOTHCS TaKMMHU opraHizamismu, sk NASA, HarmionanbHe
VIpaBIiHHS OKEaHIYHUX 1 aTMOC(hEpHUX A0CITIKEeHb, MiHICTEpCTBO y ciipaBax BeTepaHiB Ta ocBiTH CIIA Ta iH.
Hemonasuo YuiBepcuret [lepapio cTBOPUB NporpaMy MiABHUINEHHs KBamiQikaiii, B Kili CTYIEHTH PO3BUBAIOTHCS
Ha BIIACHUH PO3CYI, IEMOHCTPYIOUH BOJONIHHS KOHKPETHUMH HABUYKAMH, 8 HE PE3yJIBTaTaMH, [0 BUMipPIOIOTHCS
TIJIBKH B OITIHKaX. 3aMICTh OIIIHOK IIs IIPOrpaMa O3HaHOMITIOE CTYICHTIB 13 1X KOMIICTEHIIISIMU, SKi1 BKa3yloTh po0o-
TOJABIISIM Ha Te, IO MOXKYTh poouTH BUuyckHuKkH (Raths, 2013; Tally, 2012).

biomiorekn VYHiBepcurety mmrary IliBHiuna Kapomina reiimidikyBaiid TpauiliiHe O0i0MiOTEYHE HaBYAHHS.
Sk anpTepHaTHBY 3BHYAiHIM OXHOPA30Bii 010MIOTEUHINM IHCTPYKINi, KA 4acTO CKJIAJAEThCS 3 MOKa3y BeOCaWMTy
6i6uioTeKH Ta MOSCHEHHS TOTO, SIK BUKOPHCTOBYBAaTH bibmioTeky Ta ii pecypen, bibmioreka YHlBepcmeTy CTBO-
pria MOOLIBHE TIONIOBAHHS 33 CMITTSIM, SIKe BUBOJHTE CTY/CHTIB y 6i6/ioTeKy caMOCTIiiHO i 3MyIye ix B3aeMoxi-
SITH 31 cHiBpoOITHHKAaMH 010J1I0TEKH, OCIIIKYBaTH Oi0TI0TEUHI POCTOPH 1 BITKPUBATH caMi KOJIEKIii 0101i0TeKH.
CryneHTiB OyJIO TOMIJICHO Ha KiIbKa KOMaHJ 13 YOTHPHOX OCI0, KOXKHIH i3 SIKUX OyJ0 JaHO TMaKeT 31 CIIUCKOM i3
T’ ITHAIATH TUTaHb Ta iPodTouch. V cTyneHTiB Oya0 ABaAISTh I’ SITh XBHIIMH, 1100 BiAMPABUTH CBOT BiMOBI/I HA
MUTaHHA 3a gornomororo iPod, moku BoHu OGpoaniu 6i6mioTekoro. 11 BiAMOBIAI mepeBipsuin 0i0IioTeKapi B pexKUMi
PealbHOro 4acy, i KokKHa KoMaH/a 3apo0uisiuia Ganu 3a IpaBuiIbHI BiAMOBiAl. Koy 4ac MUHYB, CTyICHTH HOBEpTa-
JIHCsL B KIAC, 106 mobadutu 3po0ueHi Humu (ororpadii, Ai3sHATHCS HPaBHIbHI BIIIOBIAI HA 3aIIUTAHHS, Ji3HATHCA,
sika KOMaHJa IepemMoria, oTpuMary npusu. CTyIeHTH i BHKJIA/A4i IO3UTHBHO BiATYKHYIIUCS Ha o irpoBy 6i0ui-
oreuHy B3aemoito. IIpomsirom Box cemecTpi 6iGinioTekH YHIBEPCHTETY NPOBEIM IOHA JCB’SHOCTO MOIIYKIB
cMitTs, oxonmuBIny moHax 1 600 crymeHtiB. 3 onmuTaHuX CTyACHTIB 91% BH3HANM 3aHATTS BECEIUM i MPUEMHHM,
93% 3asBWIIH, IO AI3HAIUCS MIOCh HOBE Mpo 0i0mioTeky, a 95% BKa3zaiu, 10 BOHH BiguyBaiu cede KoM(OpTHO,
3BEpHYBILUUCH A0 CIIBPOOITHHKA 3a JOIIOMOTIOO IICII 3aBEpLICHHS 3aHATTA. BHKIagadi TakoX MOXBAIMIM LeH
3axij 3a HOro 34aTHICTh NPUBECTH CTYACHTIB 10 OBl ITMOOKOTO pO3yMiHHS, HABYAHHS 1 Maii)ke MOBHOTO 3rajy-
BaHHS BaXUIMBUX (QyHKIIH 6i6miorexu (Burke, 2012: conference).

OxpiM HaBYaHHS CTYIEHTIB y cTuii reimidikanii, yniepcuret CIHIA Takox 10ar0Th Mpo HaBYaHHS BUKJIA-
na4iB. Y MaccadyceTChbKOMY TEXHOJIOTTYHOMY 1HCTUTYTI po3po0JeHo MporpaMy HaB4aHHA i BuUkiaaadie MIT
Scheller Ta ocBiTHIO apKay, 110 HAIJIEH] HA CTBOPEHHS 3aXOIUTUBUX Ta €PEKTUBHUX OCBITHIX TPOTrpam i3 BUKOPHUC-
TaHHSIM MOXIIMBOCTEH HOBUX OCBITHIX TexHOor1i. [IpencraBHuku 1iporo 3BO NpakTUKYIOTh A0CTIAXKEHHS, 3aCHO-
BaHI Ha IW3aiiHi, 1Js BUBYEHHS 1 pO3pOOKH pillleHb CTOCOBHO MOIMIMPEHHUX MpoOieM y BHKJIAJaHHI Ta HaBYaHHI
(Klopfer, Osterweil, Salen, 2009: 11-44; Groff, Clarke-Midura, Owen, Rosenheck, Beall, 2015: 11-27).

BucnoBku. OTxe, MoxxeMo 6aunTH, 110 3akiaau Bumoi ocBiTi CLIA, He3Baxaroun Ha THIH MOKOMiHb, TPYI-
HOIII y 1X 3aJIy4€HOCTi Ta MOTHBAILIii O HABYaHHS YH HA MPOOJIeMH TII00aIbHOTO XapakTepy (3 OCTaHHIX MpUKJIIa-
nis — COVID-19), nocriifHo nepedyBatoTh y MOIIYKaX, JOCTIIKEHHIX, EKCIIEPUMEHTaX TUX UM 1HIINX KOPHCHUX
IpakTHK B ocBiTi. [Ipobnema iMmueMenTanii refimigikoBaHoi TEXHOIOTI B aMEpPUKAHChKiM OCBITI — i/1esl HE HOBA,
TOMY, 3BICHO, KO)K€H HAyKOBeIlb, I€arOTiYHUH MpaniBHUK MOCTIHO CHOCTepirae ii sk mepeBaru, Tak i HeJOMIKH,
OJTHAK MepeBara aMepuKaHIIiB MOJISITa€ B TOMY, III0 BOHU HE 00AThCSl €KCIIEPUMEHTYBATH 1 BKJIAJAATH KOIITH B 171e1 Ha
KIITAJT «IIEPETBOPIMO HABUAHHS B TPy 1, 10 HAIrONOBHIIIIEe, BOHU FOTOBI O aJaNTallii Mmifi HOB1 METOH, TEXHIKU
B OCBITI, MICNIA SIKOT BUITYCKHUK OY/Ib-SIKOTO aMEPUKaHCHKOTO IHCTUTYTY, YHIBEPCUTETY CTaHE TPaMOTHUM, KBai]i-
KOBaHHUM Ta KOHKYPEHTOCIIPOMOXXHHM TPaBIIEM Ha PUHKY Mpalli. SKIo mpoBecTy napaieib MK aMEpPUKaHCHKOIO
Ta yKpaiHCHKOIO OCBITaMU 3 IOCBiy BUKOPUCTAaHHS TeXHOJOTII reiimidikartii, To reiimicikariist B ykpaiHChKiit OCBiTI
II¢ HE Ma€ CBOTO MOCTIHHOTrO MicId B HaBYaJbHOMY Ipoueci. [IppyunHaMu 1bOro € HeOCKOHANIE TEXHIYHE OCHA-
HICHHS 3aKJIJiB BUIIOT OCBITH, BIICYTHICTh BiAMOBIAHUX KOMIIETCHTHOCTEH Ta HeOaXKaHHS BYMTUCS HOBHUM Ie/a-
TOTIYHNM TEXHOJIOTISIM 13 TeAaroriynoro 60Ky. Bunpasutu 110 npo6iaeMy MOXKHA JIHIIE TTOCHIICHOO MiTOTOBKOIO
MearoriyHuX KaJapiB A0 BUKOPHCTAHHS HOBITHIX HABUAIBHUX NPHHOMIB, 30KpeMa i reiimigikoBaHOi TEXHOMIOTII;
Y4acTIO B 0OMiHi IOCBIIOM CIiNIbHO 3 TieaaroriyHuMu npenctaBHukamu CHIA (Terep e Mo)kHa 3iHCHATH OHJIAIH,
0 CYTTEBO CIPOIIYE KUTTA Oylb-SKOTO MENArorivHOro MpalliBHUKA AK (i3MYHO, TAaK 1 MarepialibHO), a TAKOXK
3a0e3MMeUnBIIH 3aKIIaJn BUIIOI OCBITH YKpaiHM BCIM HEOOXITHUM TEXHOJIOTIYHHM OONIaJHAHHSAM, a0H BiTYM3HSHI
HayKOBIIi Ta II€IarOTH MaJIM MOJIMBICTD YTLTIOBATH CBOI HAYKOBI PIIICHHS Ta TEXHOJIOTI9HI €KCIICPUMEHTH.
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