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in reforming education against the background of active hostilities. The
relevance of this problem lies in the fact that the trend of ‘life-long learning’ as
‘lifelong learning’ is opposed to the traditional ‘lifelong learning” and involves
the continuous development of personal effectiveness of today’s students, and
educational technologies, methods and techniques are designed to provide
them with constant access to learning and prepare future professionals
to be competitive and proactive in the VUCA world. The use of modern
educational tools through the principle of interactivity changes the logic of
the educational process (learning does not take place from theory to practice,
but from the formation of new experience to its theoretical understanding
through application), which meets the requirements of considering several
interactive technologies: problem-based learning, organisation of project
and research activities, digital technologies, contextual learning, game
technologies, technologies for the formation of 4K (critical and creative
thinking, cooperation and communication). The potential of interactive
educational tools will ensure that future specialists achieve the educational
outcomes in demand in the 21st century, develop ‘flexible’ competences, and
professional competitiveness.

Keywords: innovative educational technologies, modern interactive
technologies, problem-based learning technologies, contextual learning
technologies, technology for organising project and research activities, 4K
forming technologies, digital technologies, game technologies.

1. ITocraHoBKa 1Ipo6aemMn

PosBuTokipedpopMyBaHH CydacHOI OCBITU Bi4OYBa€THC TiJ BILAVIBOM
OypXAMBO 3POCTAIOYOrO MOTOKY iH(oOpMaliii, aKkTUBHOTO BIIPOBa/KeHH:
AVICTQHIIITHIX TeXHOAOTilI, HeTaTMBHOTIO BILAVBY TOTAaAbHOI M poBi3artii
SKUTTSI, COITiaAbHO - €KOHOMIUHMX UMHHUKIB, BilICbKOBMX KOH(AIKTiB,
nangemii COVID-19. Jo akTmBHOTO BIPOBaA>KeHH: 1HHOBAIiIIHIX
TEXHOAOTiNl B OCBiTy CIIOHYKalOTh BeJeHHs aKTUBHIUX OOMOBMX Aiil B
YKpaini, oKynarjis 4acTMHM TepUTOPiil, MacoBa Mirpailis HaceAeHHs,
0oOMe>KeHHsI AOCTYIly MOAOAL A0 OCBiTH, KyAbTYPIH.

2. Bukaaa ocHOBHOTO MaTepiaay

CeiTOBMIT ~ OCBiTHII ~ HpoOCTip, IO CTPIMKO  PO3BMBAETHCS,
BII3HaYa€ HeOOXiAHICTb MOIIYKY, Big0Opy Ta BIIPOBaj Ke€HHs OCBIiTHIX
TEXHOAOTIN 3 ypaxyBaHHSIM iXHbOI e(eKTMBHOCTI Ta pe3yAbTaTMBHOCTI
B AOBIOCTpoKoBOMYy Iepiogi. Tpena «life-long learning» sx «HaBuaHH:
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yepes yce SKUTTSI», NMPOTUCTaBAeHe TPajAUIIHOMY «HaBYaHHIO Ha Bce
KUTTsA», TlepeAdayda€ IOCTIHMII PO3BUTOK OCOOMCTOI epeKTUBHOCTI
CbOTOAHIIIIHIX CTyAeHTiB. AJe, BUKOPMCTAHHS Pi3HOMaHITHMX OCBITHIX
IHCTPYMEHTIB He 3aBXAU BiAIllOBiza€ BMKAMKaAM 4acy i IlepCcOHaAbHUM
rorpedam 3a3HaueHo] 11iAbOBOI ayAUTOPIl.

I'oTroBHicTh 40 e(eKTMBHOTO pearyBaHHs Ha IIPOOJAeMHI CHUTYyallii,
IO BUMHMKAIOTh B yMOBaX HeBM3HAa4eHOCTi, HEOOXigHO pO3BUBATU K
MeTaKOMIIeTeHIIiI0 BUOOPY 3 BUKOPUCTAHHAM BiAIlIOBiAHOTO IIyay
OCBITHIX TeXHOAOTiNI, MeTO4iB i mpuitomis [1, ¢.357]. Takum uymHOM,
TpaAMlliliHa TeXHOAOTis HaBYaHH:, sKa IT0OyJ0oBaHa Ha OCHOBi KJAacHO-
YPOYHOI CIICTeMM Ta IT0sACHIOBAaAbHO-1AI0CTPaTUBHOTO CIIOCOOY HaBYaHH:,
He € KOHKYPeHTO34aTHOIO TOMY, IIIO He € THYYKOIO i He BYUTh THYYKOCTI.

Inmepaxmueni oceimui mextoAozii (aHrA. interaction - B3a€MOAis)
nepe0avaloTh aKTUBHICTb CTYA€HTIB y IIpolleci HaB4aHH:, HajalOThb
MO>KAUBICTh KOHCTPYKTMBHO OPraHi3yBaTy Mi>KOCOOMCTiCHe ITli3HaBaAbHe
CIiAKyBaHHs Ta B3a€MOAII0 Cy0'€KTiB, 3a0e3IedyloTh iHTeHcHQikaIiio
IIPOIIeCy pO3yMiHH: Ta 3aCBOEHH:I, CCIIPUAIOTL TBOPYOMY IePETBOPEHHIO
OTPUMaHMX 3HaHb y IIpolleci PO3B'sA3aHHs IMPaKTUIHUX 3aBJaHb, IO
HallilzeHi Ha (OpMyBaHHS 3aAydaabHOTO, MOTHUBYIOUOTO, €MOLiliHO-
HaCMYeHOIO MIiHAMBOIO cepejoBUIla 1 akKIleHTOBaHi Ha pPO3BUTOK
«THYYKIUX HaBUYOK» (soft skills).

InTepakTBHe HaB4YaHHsA IlepeADaya€ Pi3HUIIO Big TpagUIliIHOL
AOTIKM OCBITHBOIO IIPOIIeCy - HaBYaHH: He Bij Teopil 40 HNpaKkTUKH, a
Bia4 opMyBaHHs HOBOIO AOCBiAy AO JOTO TEOPEeTUIHOTO OCMMCAEHH:
Jyepes3 3acTOCYyBaHHs. BianioBigHO, BiaOip cyd4acHMX OCBIiTHIX TeXHOAOTI],
MEeTOAIB 1 IIPUITOMIB Yyepe3 HPUHINII iHTepaKTUBHOCTI, Ha HaIll II0TA4,
BiAIIOBiZa€ BUMOIaM 4acy Ta 3aBAaHHAM, IO CTOATh Ilepe/ OCBITHLOIO
cucreMoio [2,c. 2033].

Posrasnemo aeski cydyacHi iHTepaKTUBHI OCBITHI TeXHOAOTII:
TeXHOOTis MP00AeMHOI0 HaBJaHH:I, TeXHOAOTisl KOHTeKCTHOTO HaBYaHH,
TeXHOAOTis OpraHi3aliil IIPOeKTHO-40CAIAHUIIEKOI AI1ABHOCTI, TEXHOAOTII
¢opmysanns 4K, digital-rexHoaorii, game-TexHOAOTiI.

1. Textonrozis npobremrozo HasuaHHs Ma€ BeANYE3HUIT OCBiTHIN
IOTeHIliaa, IpoTe Ii IIe4aroriyHi MO>KAMBOCTI He BUKOPUCTOBYIOTHCS
B Cy4yacHill OCBiTHi}l IMpaKTUIli IOBHOIO Mipoio. OcHOBM IPOOAEMHOTO
HaBYaHH: 3aKJAaB aMepuKaHCbKuil ¢piaocod i meaaror A. A'toi [3, ¢ 35].
ITpoGaemHe HaBYaHH: I1e IPOIleC HaBUYaHHs Yepe3 CUCTeMY ITpO0AeMHUX
CUTyallill, pPO3B'sA3aHHA AKUX IlepelOada€ CaMOCTiIIHy HaB4aAbHO-
Ii3HaBaAbHY AisABbHICTh CTYAEHTIB i3 3aCBOECHHS HOBMX 3HaHb i CITOCO0iB Ail
IIpY aKTUBHIN B3a€MOAIl BUKAaJaya i cTyaeHTiB. Peaaisanis miei mogeai
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B3a€MOJil, 3 04HOTO DOOKY, BUMara€ BiJ Iejarora BeAMKOI ITeJaroriqHoi
MaJICTepHOCTI Ta 4Yacy, 3 IHIIOIO - CIPUYMHAE IIeBHI TPYAHOIIl Yy
CTYAEHTIB, 5IKi TaKO>K BUTpavarOTh 3HAYHY KiABKICTh 4acy Ha OCMMCAEHHS
poO/AeMHOI CUTYallil Ta IOIIYKI IAAXiB po3B'sA3aHH: [4, c. 427-428].

2. Textiorozis — opzanisauii  npoeKmHo-0OCAIOHULLKOT  JiSAbHOCHIL
MIITHO 3apeKOoMeHJyBaJa ceOe B OCBITHIMI IpaKTHUIli, IpoTe HeoOXiAHO
Iam'siTaTy, 11O SKIO AOCAIAHMIIbKA AiSIABHICTD Hepea0ada€ BUKOHAHHSI
CTyJAeHTaMM HaBYaAbHUX JAOCAIAHMIIBKUIX 3aBJaHb 13  3a3jaderiab
HEBIAOMUM PpIIlIeHHAM, $Ki CHpPsAMOBaHI Ha CTBOPEHH: YSIBAEHDL IIPO
00'eKT abo sBHUIlle HAaBKOAMIIIHBOTO CBITy ITij, KepiBHUIITBOM BIKJAajaya,
TO IIpOeKTHA AisABHICTh NepejDada€ HasABHICThL IPOEKTHOIO 3aAyMy 3i
CTBOPEHH: HEiCHyIOUOTro 00'€KTa/sIBUIla Ta AOCATHEHHs BUIIE 3raJaHOTO
3a4yMy CTyAEHTiB, a TaKOK CTBOPeHH: HOBUX O0'€KTiB Ta sBMUIII, SIKi He €
TaKMMI, SIK BOHM, i CTBOpeHH:I HOBUX O0'€KTiB/sIBUIL, SIKi €... Takym 4mHOM,
MiACYMKOM AOCAIAHUITBKOL AISABHOCTI CTa€ 3400YTTsI HOBUX 3HaHb IIPO
HasIBHi 00'€KTH Ta sIBUIIIA, a iACYMKOM IIPOEKTHOI AisIABHOCTI - CTBOPEHH:
HOBMX O0'€KTiB i sABMIN. TBepAKeHHs «IIPOEKT = IPOAYKT» CIIpaBeAANBe
AAsl pO3yMiHHs crielniky TeXHOAOTII OpraHisariii MpoeKTHOI AisLAbHOCTI.
PisHOMaHITTS MiAX0AIB A0 peaaisaliil MPOEKTHOI AiSAbHOCTI B KOHTEKCTi
OCBITHBOTO IIpOIleCy Ja€ 3MOIy IIeJarory ONTMMaAbHO KOHCTPYIOBaTHU
3aHATTA 3 ypaxyBaHHIM crieliiky IPOeKTHIX 3aBAaHb i KOMaHAV ITPOEKTY.
Ha nam morasa, 6iasmry egeKTUBHICTh AeMOHCTpye agile-komaHaa, uni
Ail He 6A0KYIOTLCSI HAAAMIIIKOBMMM peraaMeHTamMu 3 OOKy Ilejarora i ums
TOTOBHICTB 40 3MiH Ha OyAb-KOMY eTalli peaaisallii IPOeKTHOI AisLAbHOCTI
€ Ba>KAMBIIIIOIO 3a ITOYATKOBI ycTaHOBKM. HacTynmHMM Ba>KAMBUM eTariom
IIPOEKTHO - A0CAIAHUIILKOL AisIABHOCTI € eTall IIpeACTaBACHH: pe3yAbTaTiB.
EdextuBanm 1yT BusBAsIOTECA popMatu «Ileda Kyda» (popmar «Ilega-
Kyda» - 1le MUCTeIITBO MpeJcTaBAeHHsI KOPOTKMX AOIOBiJel, crelliaabHO
oOMexxeHMx 3a (OPMOIO i TPUBAJICTIO, IO CyTi, MiHi Ipe3eHTarllis,
cynposo/xysaHa 20 caaligamMiy, Ha KOKHY 3 SKIX BigBogUThCs 20 ceKyHA)
i «IliTu-TIpesenTartisi» (KOpoTKa po3HOBiab, 110 cKaaga€Thes 3 100-150 cais
abo 3aliMa€ OAHy XBUAMHY, TOOTO 4yac IOI3AKM AiPTOM 3 ITOTEHLIIHIM
iHBECTOPOM) MPO KOHULEMIIO HPOAYKTY, HPOeKTy, IO JAa€ 3MOIy
«IIpogaty igero/mpoaykT». Li popmaru roryiors cTyAeHTiB 40 peaabHOTO
KUTTA 1 (POPMYIOTh HaBUMYKM CaMOIO3MUIIOHYBaHHS AAs I10AAABIIION
IIpoeciitHOl AiAABHOCTI.

3. Digital-mextoAo0zii ABAAIOTH COOOIO HalaKTyaAbHIININII OCBiTHiN
IHCTPYyMEeHT B yMOBax IIPOTPecylodoro BHIXOAY B OHAalH IIPOCTip.
Ka0uoBuMH TYyT € TEXHOAOTisA 3MiIIaHOTO HaBuaHHs (aHra. blended
learning) i Mogean «IlepeBepHyTuit Kaac», sKi 3MIiHIOIOTb SIK CBi4OMICTb
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y4YacHMKiB, Tak i opraizamiiinmii ¢gopmat. SIKIIO B TpasuLiitHOMY
HaBYaHHI B KJAaci mejaror Ipeg'siBAs€/BUKAaja€ MarTepial, a CTyAeHTHU
JIOTO CIPUIIMAIOTD i BUKOHYIOTh HU3KY Aill, CIIPSIMOBaHMX Ha 3aCBOE€HHS
AAsl TIOAAABIIIOTO BMKOHAaHH:A AOMAIIIHLOTO 3aBAaHHS Ha 3aKpillA€HH:
3aCBOEHOTO BXe II03a paMKaMM KAacy, TO «IIepeBepHyTe HaBYaHH:I»
3a4a€ iHIIy TeXHOAOTIYHY TOHaAbHICTh. Bukaaa marepiaay i mpakTuane
JIOTO BiAIpalllOBaHHS MIHSIOTBCA MICIIAMM, CTYACHTM 3HAllOMASTBCS 3
TeOPeTUYHMM MaTepialaOM CaMOCTIIHO 4O 3aHATTA (Iij 4yac Ieperasgy
Bigeo/eKllili, iHIIIMX MaTepiaaiB), a B KAaci eAaror IigTpUMye poOoTy
CTYAEHTIB, CyIIPOBOAXKYE IIPaKTUYHY AisIAbHICTD i3 3aCBOECHH: MaTepiaay,
KOHCYABTYE 1 MOSCHIOE «ITPOOA€MHI MiCIIsI».

4. Textiorozist kormexcmmozo nasuanms (anra. CBL - context-based
learning method) nepeabauae BuKOpUCTaHHA CUTyallii B KOHTEKCTi,
3400yTTsl IPaKTUMYHOIO AOCBidy axiBLsl B paMKaX IIpodeciitHOro
KOHTEKCTY AaHOIl raAysi/ccl)epM, PO3B's13aHH:A HpocpeciﬁHI/Ix KeviciB
[5,c.46]. 3posyMmiao, IO LSl TEXHOAOTis peKOMeHJOBaHa HacamIlepej
Aast cucteMu npodeciitHOl BUINOi ocBiT. BogHouac BoHa Moske OyTm
BIUKOPWCTaHa i B CUCTeMi BUILOI OCBITU y BUTASAAL €A€KTUBIB Ta iHIIOIO
aKTUBHICTIO ITpOOPi€HTAIIIIIHOTO CIPSAMYBaHH:: 11032y pOYHa AisLAbHICTD
Ta OpraHisallisl IIOAill Ha PO3BUTOK THYYKMX HaBMYOK, IIO HEOOXiAHi
Aas mpodeciit MaltOyTHBOTO, YCBiAOMAEHHS MiXIIpeAMETHMX 3B'S3KiB i
MeTaIlpeAMeTHUX ITOHATD 1 ABNIII.

5. Texnoaozii 4K 00'eaHaHi, 3p03yMiao, He ANIIe OAHIE€IO ITI0YaTKOBOIO
aiteporo (aHra. creative thinking, critical thinking, communication,
cooperation), a 71 HOBMM OayeHHSM OCBiTM, BUKAaJeHUM I d4ac
BcecsiTHBOTO eKOHOMIUHOTO popyMmy (2015). CyTh IOAsITa€ B HACTYITHOMY:
HaBuaky XXI CTOAITTSI BKAIOWAIOTH (PyHAAMEHTaAbHY TIPaMOTHICTD
(BiaTIOBigb Ha 3amMTaHHA «SIK CTy4eHTU 3aCTOCOBYIOTh 0a30Bi HaBMUKM
AAsl pO3B'sA3aHH: ITOBCSAKAEHHNX 3aBJaHb?»), KOMIIeTeHIIil (BiATIOBigb Ha
3anmMTaHH:A «fIK CTyAeHTH BiAIOBiAaIOTh CKAAAHUM BUKAMKaM?») i AKOCTi
0CcOOMCTOCTi (BiAIOBiAb Ha 3allMTaHHA «SK CTyaeHTM BiAOBiZAIOTDh
MIHAMBOMY OTOYeHHIO?»). IToHATTS (yHAaMeHTaAbHOI TIPaMOTHOCTI
BKAIOYa€ MOBHY, MaTeMaTM4Hy, IIpMpPOAHNYIO-HAyKOBY, (iHAHCOBY,
KyAbTYPHY Ta IPOMaAsSHCBKY I'paMOTHICTh, a TakoX IKT-rpamotHicrs. Jo
3HaUYIINX SIKOCTel 0CODMCTOCTI HaleKaTh AOIUTANUBICTS, iHIIIiaTUBHICTS,
HaI0AerAMBiCTb, aAalTUBHICTh, Aid€pCTBO, COliaabHa Ta KyAbTypHa
oOisHaHicTb. Aae, came KowmmeTeHuii 4K (KkpuTuyHe MUCAEHH:,
KpeaTUBHICTb, KOMYHiKallisl, KOoIlepallisl) CTaHOBASTL KAIO4OBe sApPO
HaB4oK XXI croaiTTsi: KpUTHMYHE MMCAEHH:S - YMiHH:A aHaAi3yBaTu
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10Aii, cTaBUTH IIiA CyMHiB iHpOpMaIlilo, sIka HaAXOAUTH, POPMYAIOBATI
OOTpyHTOBaHi BMCHOBKM, BMHOCUTH BAaCHI OIiHKM, 3MiHIOBaTH (3a
1oTpedu) BAACHI epeKOHaHH: Ta 3aCTOCOBYBaTM OTPUMaHi pe3yabTaTi
AAsl PO3B'si3aHHS IIpO0AeM; KpeaTUBHe MMICAEHHs - BMiHH:A OIIiHIOBaTU
cuTyalilo 3 pisHMX OOKiB, reHepysaTu igei, HeCTaHAApPTHO MMCAUTH
Ta BHUCYBaTM HE3BUYHI pilleHHs A4 peaji3allii iAeil, yXBaalOBaTu
HeCTaHJApTHI pillleHHsl Ta IIOY9yBaTUCS BIIEBHEHO 3a OOCTaBUH, IO
3MIHIOIOTBCS, 30KpeMa, 3a yYMOB AeilluTy pecypcis; KOMYHIKaIlis -
YMiHHSI AOcCATaTU AOMOBAEHOCTel, YTPUMYBaTy BAaCHY MHO3UIIIO Ta
y3TOAXKYBaTH IIO3MIII iHTepecaHTiB, YMIHHA 3aXOIIMTU ayAUTOPIIO Ta
AOHEeCTH IIIHHICTh CBOEI ITO3MIIiI, «IIPOAATH i4el0»; Koomepallis - BMiHH
IIPOAYKTUBHOI B3a€MOAI1 Y CITLABHIN A1AbHOCTI, KOAM 3yCUAAS y4aCHUKIB
00'€4HyIOTbCs, @ OCOOMCTUI BHECOK Ta YCIIIIHICTh POAi ITO3HAYAIOThCS
Ha MigCYMKOBOMY IPOAYKTI /1 YCIIIIITHOCTI CIIIABHOTO ITPOEKTY.

6. Beamuesnmit OCBiTHiIIl IIOTeHIiaa MalOTb 12P06I MEXHOAOZIL.
O0'eanani pisHi BUAM irpOBIX TEXHOAOTIN, METOAIB i HPUIIOMIB y KAacTep
game-TexXHOAOril, OCKiABKM 115 Ha3Ba MaKCHMMaAbHO TOYHO BigoOpaskae
cnenudiky merapopurpu XXIcroairrsiskaiouae crpareriio edutainment-
HapuaHHs (education + entertainment) uepes possary, reiimigikaniio sk
BUKOPMCTaHH:1 irPOBMX €A€MeHTIB 4415 AOCSTHeHH: HeirpOBUX HaBYaAbHIX
3aBdaHb. KpiM TOro, 40 Builje BKa3aHOIO KAacCTepy HaleXUTbh OKpema
TEXHOOTis OLIIHIOBaHHS Pe3yAbTaTiB A4 POPMYBaABHOIO OLiHIOBAHH:
(PBL mogeas, anra points - 6aan, badges - sHauxy, auisky, leader-boards
- pentTMHIOBi TabAaui, TadAUII Aigepis), a TaKOXX pi3HOMaHIiTHI irposi
dopmarn (oHAaMH Ta oPpaaiiH): CUMYAALII - iMiTalliliiHe MOAeAIOBaHH:,
pOABOBI HaBUaAbHI irpM, AiA0Bi irpM, KOMII'IOTEpHi irpu-TpeHaxkepu,
IrpU-TpeHiHIM/CIOKeTHI irpM-eKIIH Ta HACTiABHI irpM Ha PO3BUTOK
«THY4YKMXx» HaBM4OK[6]. ITpm BMOOpi irpoBmMx TexHOAOTiNl BUKAajadyam
AOIIiABHO BpaxoByBaTy KaAacuikalliio mejaroriyaux irop (sa cgeporo
AlAABHOCTI, 3a XapaKTepOM MeAarorivHoro Iporecy, 3a TeXHIKOIO I'py, 3a
IIpeJMeTHOIO 004acTIO, 3a irpoBuM cepeosuitiem) [7,c.148].

Mogaeap opranisaniii OCBITHBOTO IIpoliecy uepes3 Judakmuuny py
nepegbava€ YOTUPU eTaIlu:

nepuiuii - BBe A€HH: irpOBOTO CIOXKeTY / IIOCTaHOBKa irpoBOTO 3aBAaHH:I
/ CTBOpEHHS ITpO0.AeMHOI cuTyariii;

Opyzuil — XiA TpU, pO3TOpTaHH:A irpoBOi Aii, MPOXKMBaHHs IIPO0.AeMHOI
cuTyanii B il irpOBOMY BTiZ€HHI, B3a€MOAisl CTYAEHTIB 3 eAeMeHTaMU
IrpoOBOI peaabHOCTI, OAVH 3 OAHUM 3a irpOBMMU ITpaBuAaMU;

mpemiil — THAOUTTS irpoBMX MiACYMKiB (OTOAOIIEHHS irpoBMX
pe3yAbTaTiB, HigpaxyHOK 0aiB TOIIO;
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yemeepmuii — OOTOBOPEHH: 3 BUKAaJadeM eTalliB Ta Pe3yAbTaTiB Ipu,
irpoBux Aiil Ta Hepe>XXMBaHb YyYacHUKIB, aHaai3 irpoBoi/MoaeAbOBaHOI
cuTYyallii, BUCHOBKI 1 HaB4aAbHO-IIi3HaBaAbHi migcyMku rpu [8,c.133].

IrpoBi yeaeHaxi aomoMaraioTh HPUMHATY 1 ageKBaTHO BiAIIOBiCTI
Ha JKUTTEBI cUTyallil Ha sKi 34aTHa pearyBaTyi OCOOMCTICTD, sIKa BOA0OAi€
He TiAbKM 3HAHHAMM, BMIHHAMM Ta HaBMYKaMy, a i cpOpMOBaHUMU
KOMIIETEHIIiSIMIA.

3. BucHOBKMI

TakuM 4YMHOM, 3aCTOCYBaHHS Cy4dacHMX OCBITHIX iHCTpyMeHTIB
yepe3 NPUHIUII iHTePaKTUBHOCTI 3MIiHUTDH AOTIKY OCBITHBOTO IIPOIIECY,
3a0e31eunTh AOCATHEHHs MalOyTHiMI (axiBisaMu 3atpeOysaHux y XXI
CTOAITTi OCBiTHiX pe3yAbTaTiB, c(POPMOBAHMUX «THYYKUX» KOMIIETEHIIil,
11podeciitHOl KOHKYPEeHTOCITPOMO>KHOCTI.
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TETSAHA OHIIIEHKO, OJAEHA KOPHIEHKO, O/AEHA
PSIBOKOHDb, BOAOAVIMIP CA/AIOHOB. ITpo6aema IOIIyKy
i BOpoOBagXeHHsI CydacHMX iHTepaKTUMBHIX TEeXHOAOTIN sIK
npyHOUI e(peKTUBHOCTI pepOpMyBaHHS OCBIiTH ITij Jac BeJeH-
HsI aKTUBHUX OOMOBMX AiNt. Y cmammi 06/pyrmosana Jouirbiichb
NOWYKY Ma 6NposadKeHHs CYUACHUX OCEIMHIX MEXHOA0I 3 Ypaxyea-
HAM IXHDOT eexmueHoCi ma pesyAvmamueHocmi nid 4ac pePopmyear-
HS 0C6imU HA MAL 6e0eHHs axmueHux 0otiosux 0ill. AxmyarvHicmbv uiel
npobaemu noasizae 6 momy, uyo mpend «life-long learning» Ax «HAGUAHHS
yepes yce Kumms» npomucmasASemvcs mpaoutiiHomy «HAGUAHHIO HA
6ce kummsi» i nepeddaiae nOCMIiiiHuULl po36UMOoK 0co0UCHOL eekmugHoc-
mi Cb0200HIULHIX CMYOeHMIE, 4 0C6IMHT MEeXHOA02IL, Mmooy ma nputlomu
noKAUKAMI 3a0e3newumu im nocmitinutl docmyn 00 HAGUAHHS 1 nidzomy-
samu MaiOdymuix Paxisyic KoOHKYPeHMOCHPOMOKHUMYU MA NPOAKMUE-
numu y VUCA-csimi. 3acmocysarnst cy4acHux oceimuix incmpymenmis
yepes NpUHYUN THMEPAKMUCHOCTT 3MIHIOE A02IKY 0C6IMHDOZ0 Npolecy
(nasuarns 6i00yeaemucs He 6i0 meopii 00 npaxmuxu, a 610 Popmyeanis
106020 00c6i0Y 00 11020 MEOPeMUHO20 OCMUCACHHS Uepe3 3ACHIOCY8AHHS),
W0 61010610a€ 6UMO2AM PO3ZAS0Y KIADKOX THMEPAKMUEHUX 1MeXHON0ZITL:
NpPoOAeMHO20 HAGUAHHS, OP2aAHI3AIT NPOEKMHO-00CAIOHULDKOT JISAbHO-
cmi, digital-mexnoAoziii, KOHMEKCMHO020 HAGUAHHS, AMe-1MexXHOA0Ril,
mexHoAozili popmysarns 4K (kpumuurozo ma xpeamueH0z0 MUCAeHHS,
Koonepauii ma xomywixayii). [lomenuiar iHmMepaKmueHux oceimmix im-
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cmpymermic sadesnequmv 0ocszHeHH MAUOYmMHIMU Paxicusmu sampe-
oysarux y XXI cmorimmi 0c6immix pesyAbmamis, CHOPMOBAHUX «2HYH-
KUX» KOMNemeHuiil, npodecitinoi KOHKYPeHmMoCnpoMoARHOCHIL.

KAarouoei caosa: itnosauiiini oceimmi mexHoA02ii, CyuacHi iHmepaKmue-
Hi MeXHOA02IT, 1MeXHOA0ZIT HPOOAEMHO20 HABUAHHS, MEXHOA0IS KOHIMEK -
HO020 HAGUAHHS, TEXHOA0ZIS OP2aAHi3ALil NPoeKmHO-00CAIOHULLKOL JiAbHO-
cmi, mextorozit popmysants 4K, digitalmextiorozii, game-mexHoroeit.

TATIANA ONISZCZENKO, OLENA KORNIENKO, OLENA
RYABOKON, WOLODYMYR SALIONOW. Problem poszukiwania
i wdrazania nowoczesnych technologii interaktywnych jako zasady
efektywnosci reformowania edukacji w warunkach aktywnych dziatan
wojennych. W artykule uzasadniono konieczno$¢ poszukiwania i wdrazania
nowoczesnych technologii edukacyjnych, uwzgledniajgc ich efektywnos¢ i
skutecznosé w procesie reformowania systemu edukacji w warunkach trwajgcych
dziatan wojennych. Aktualnos¢ tego zagadnienia wynika z faktu, ze koncepcje
Jife-long learning” jako ,,nauki przez cate Zycie” przeciwstawia sie tradycyjnej
Lhauce na cate Zycie” oraz zaklada nieustanny rozwodj osobistej efektywnosci
wspdlczesnych studentéw, a technologie, metody i narzedzia w edukacji
powinny zapewniac studentom staty dostep do wiedzy oraz przygotowywac
przysztych specjalistéw do bycia konkurencyjnymi i proaktywnymi w Swiecie
VUCA. Zastosowanie nowoczesnych narzedzi edukacyjnych opartych na
interaktywnosci zmienia logike procesu ksztatcenia — nauczanie nie odbywa
sig w schemacie od teorii do praktyki, lecz poprzez ksztattowanie nowych
doswiadczer, ktdre nastepnie sq teoretycznie analizowane poprzez stosowanie
w praktyce. Podejécie to odpowiada wymaganiom kilku kluczowych technologii
interaktywnych, takich jak: nauczanie problemowe, organizacja dziatalnosci
projektowo-badawczej, technologie cyfrowe, nauczanie kontekstowe, technologie
gier, technologie rozwijajace 4K (krytyczne i kreatywne myslenie, kooperacje
i komunikacje). Potencjal interaktywnych narzedzi edukacyjnych pozwala
przysztym specjalistom osiggnaé kluczowe efekty ksztatcenia wymagane w
XXI wieku, a takze ksztattowac tzw. elastyczne kompetencje oraz zwigkszaé ich
konkurencyjnos¢ zawodowg.

Stowa kluczowe: innowacyjne technologie edukacyjne, nowoczesne
technologie interaktywne, technologie uczenia sie opartego na problemach,
technologia uczenia sig kontekstowego, technologia organizacji badan
projektowych, technologie tworzenia 4K, technologie cyfrowe, technologie
gier.
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