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TISUTBHOCTI Ta BTPYYaHHs B MPAKTUYHIN poOOTi , mepeadadeHnx KBasi(iKaiitHUMH
XxapakTepucTukaMu (axiBiiB ramxy3l 3HaHb | OXopoHa 340pOB’S Ta colliajlbHE
3abe3reueHHs, crneniaabHocTi [5 MeacecTpuHCTBO.

[linBoasuM MiACYMKH, MOKHA BUBHAUUTH, IO BUPIIIAJbHA POJIb B OpraHizaiii
camMocCTiitHOi poOoTH 3100yBadiB (HaxoBOT MEPEABUINOI OCBITH HAJICKUTh CaMe
BUKJIaJlayy, SKUH Ma€ poO3Mi3HATH Ta BCEOIYHO PO3BUBATU  Kpalli  SKOCTI
3100yBayda OCBITH K MaliOyTHROTO (haxiBIlsi BUCOKOI KBamidikalii, HaBYUTU HOTO
CaMOCTIfHO  TpalfoBaTM 3 HAYKOBOIO  1H(QOpMALII€l0, 3aKJIACTH  OCHOBH
camooprasizailii Ta CaMOBUXOBAHHS 3 THUM, abu copMyBaTH BMiHHS Oe3MepepBHO
NiBULIYBaTH BiacHy Kaaiidikanio. ToMy crpsiMoBaHICTh 3100yBaviB OCBITH Ha
IHTEHCHUBHY CaMOCTIiHY poOOTy BiJl TMOYATKy HaBUYaHHS Yy KOJICIKI HEOJIMIHHO
MOJICTIIUTh Y MaiOyTHbOMY TIpoIleC iX ajamnTailii a0 npodeciiiHol AisIbHOCTI.
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THE IMPLEMENTATION OF MODERN INTERACTIVE TECHNOLOGIES
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The development and reform of modern education are taking place under the
influence of rapidly growing information flows, the active implementation of distance
learning technologies, the consequences of total digitalization of life, socio-economic
factors, military conflicts, and the COVID-19 pandemic. The ongoing active
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hostilities in Ukraine, mass migration of the population, and limited access of young
people to education and culture necessitate the active search for and implementation
of innovative educational technologies [4, p. 33].

The traditional paradigm of “learning for life” has transformed into the concept
of “life-long learning,” which implies continuous personal and professional
development of modern students. At the same time, the traditional teaching model
based on the classroom-lesson system and the explanatory-illustrative approach is
gradually losing its relevance and competitiveness [3, p. 357].

Interactive educational technologies involve active student participation in the
learning process, facilitate constructive interpersonal communication and interaction
among the subjects of the educational process, and emphasize the development of
“soft skills.”

Interactive learning significantly differs from traditional instruction: it moves
not from theory to practice, but from the formation of new experience to its
theoretical understanding through practical application. The implementation of
modern educational technologies based on the principle of interactivity meets
contemporary requirements and the current challenges facing the educational system.

Let us consider the main interactive technologies:
1.Problem-based learning is an educational process organized through a system of
problem situations, the resolution of which involves students’ independent cognitive
activity in close interaction with the teacher.

2. Project-based and research activities involve the development of a project
concept, the creation of a new product or model, and the presentation of the results
obtained. Effective presentation formats include “Pecha Kucha” and pitch
presentations, which prepare students for real professional environments.

3. Digital technologies represent one of the most relevant educational tools in the
context of ongoing digital transformation. Key approaches include blended learning
and the flipped classroom model. In this model, students study theoretical material
independently before class, while classroom time is devoted to practical activities,
discussion, consultation, and clarification of complex issues.

4. Context-based learning (CBL) involves modeling professional situations and
solving practical cases, which ensures that future specialists gain professional
experience within their field of study [1, p. 46].

5. The 4C technology (creative thinking, critical thinking, communication,

cooperation) focuses on developing key competencies of the 21st century. It
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encompasses the formation of critical thinking, creativity, communication, and
collaboration skills, as well as fundamental literacy, including linguistic,
mathematical, scientific, financial, cultural, civic, and ICT literacy.
6. Game-based technologies possess significant educational potential as they
integrate various teaching methods and techniques. When selecting game-based
technologies, educators should consider the classification of pedagogical games (by
sphere of activity, nature of the pedagogical process, game technique, subject area,
and game environment) [2, p. 148]. Game-based challenges contribute not only to the
acquisition of knowledge, skills, and abilities but also to the development of key
competencies.

Thus, the application of modern educational tools based on the principle of
interactivity ensures that future specialists achieve the required educational outcomes,

develop flexible competencies, and enhance their professional competitiveness.
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