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HACTIJIbHI ITPU B OCBITI TA
TBOPYOCTI AU3ANHEPA

Mabpens T. M., Minbuesny C. |. HacTinbHi irpu B
OCBITi Ta TBOpYOCTi AM3aiiHepa. CTaTTs npu-
CBAYEHa PONi HaCTINbHUX irop Yy AM3alH-OCBITI
Ta TBOPYOCTI, aKTYaNbHICTb AKUX Y HaBYalbHUX
TEeXHOMOrifAX aprymMeHTOBaHO B NOMepefHiii cTaTTi
aBTopa. Y [OCNIA>KEHHI YiTKO PO3KPUTO 3HAYeH-
HA @HrNOMOBHUX HEOMOori3MiB, WO 3HAXoAATbhCA B
AApi PO3YMiHHS CyTi irpoBUX TexXHOMOriin: gami-
fication, GBL, DGBL, serious games. [NpoBeaeHo
YiTKi feMapkyBasibHi NiHIT MK LUMU NOHAT TAMU
Ta 34iliCHEHO KOPOTKWIA ICTOPUYHWIA eKCKype Y X
BUMHUKHEHHS Ta CTaHoBneHHA. OCHOBHOW YacTw-
HOK [JOCNIIXKEHHA € aHOHIMHE aHKeTHe OnNUTYyBaH-
HS Ta MNoCnigoBHMI BMKNAg Woro pesynbTaTiB, AKi
06IpYHTOBYOTb BMCHOBKM [0 cTaTTi. CouianbHi
HaBWKW THYYKOCTI y cniBnpali, Bipa i cuna 6opoTw
BUKMMKN «3 6GaraTbma HEBIZOMUMU», YCBIAOMIEHA
po3sipTyanisayisi, NigBULLEHHS 3a40BONEHOCTI YXKUT-
TAM — Lie OCHOBHI apryMeHT1 3a Te, o6y BKNYaTK
HacTIiNKM B AWAAKTUYHMIA Ta TBOPYMIA NPOLEC, a He
CpUAMATL IX IK MPOCTO «KOPUCHE J03BINNA».

KntoyoBi cnoBa: HacTinbHI irpy, [AM3aiiH-ocBiTa,
irpochikadlis, TBOpYE MUCNEHHS.
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abpenb T. H., Munsyesny C. V. HacToMbHbIE MIpbl
B 06pa3oBaHMM M TBOpPYeCTBe Am3aiiHepa. CTaTbha
MOCBALLEHA PO HACTOMbHBIX TP B An3aiiH-06pasoBa-
HUM U TBOPYECTBE, aKTya/bHOCTb KOTOPbIX B y4eb-
HbIX TEXHONOrMAX aprymMeHTWpoBaHa B npefplayLuei
cTaTbe asTopa. B uccnegosaHMm YeTKO PackpbliTO
3HaYeHWe aHrnos3bIYHbIX HEONOTM3MOB, KOTOpPbIe Haxo-
AATCA Y AApa NOHAMaHWUS CyTUW UrPOBbIX TEXHONOTMiA:
reimudpmkaums, GBL, DGBL, serious games. lMpose-
[eHbl YeTKVe feMapKaLuyoHHbIE IMHAN MEXKAY 3TVUMM
MOHATWAMU 1 OCYLLLECTBNEHO KPATKUiA UCTOPUYECKUit
9KCKYPC B 1X BO3HUKHOBEHWE 1 CTaHoB/eHue. [nasHas
4aCTb UCCNEA0BaHNA — aHOHUMHBIN aHKeTHbIi onpoc
¥ nocneaytoLLee U3NOXKEHWE ero pesynbTaToB, KOTO-
pble apryMeHTUpylT pesynbTaTbl cTaTbu. Couu-
a/lbHble HaBblKW MMOKOCTW B COTPYAHNYECTBE, Bepa U1
cuna 60poThCA C BbI30BAMU «CO MHOTVMMMW HEU3BECT -
HbIMW», OCO3HAHHAasA Pa3BUPTYaIN3aLmUs, NOBbILLEHWE
Y/10BN1I€ TBOPEHHOC TN >KW3HbIO — 3TO OCHOBHbIE apry-
MEHTbI 3a TO, YT06bI BKNHOYATb HACTO/bHbIE UIPbI B
ANOAKTUYECKNIA 1 TBOPYECKWIA MpOLECC, a He BOCTpU-
HUMaTb UX KaK NPOCTO «MNONE3HbIA JOCYT».

KntoyeBble cnoBa: HACTOMbHbIE UTPbl, AW3aiiH-06paso-
BaHWe, UrpohMKaLMs, TBOPUECKOE MbILLNEHNE.

Habrel T., Milchevych S. Board games in designer
education and creativity

Background. Using of different gamification tech-
nigques and methodsisrapidly growing trend in a mod-
ern education, not only in creative fields. In education,
“game technology” plays an important role, some
educators define the game as a leading activity in the
process of which under the influence of social condi-
tions the ability to produce actionsin the mental plane
and to replace real objects. Gaming technologies are
gaining popularity in education, bringing the joy of
live interaction and unigque hands-on experience to
participants in the learning process. Games are seen
as a tool that can solve many problems. Is it possible
to make a practical connection between game enthu-
siasm and creative development? And how effectively
is creative thinking activated when a designer needsto
penetrate the backstage of game technology, turning
from user to creator?

Objectives. Empirically connect board games to the
development of personal creativity and design educa-
tion. Do to this we decide to solve several tasks: set the
level of research of the topic, identify problems that we
need to study. To systematize the results of researches
of certain problems, to classify approaches to research
and interpretation of the mechanics of board gamesin
creative work. On the basis of sociological research
find out the attitude of lovers of board games to their
mechanics and creativity. And finally make connections
between board games and designer work.

Methods. The methods are quite classic: classification,
literature analysis, brief historical overview. Design is
a fairly humanitarian field of science, and the use of
truly scientific methods in its field enhances the quality
of the narrative. The article uses the method of anony-
mous questionnaire among board game fans. The socio-
logical survey was conducted on the basis of Lviv board
games clubs (Octopus club shop and Hobby Monster
shop) and included 90 respondents. The results were
processed using |BM SPSS software, the industry stan-
dard for statistical processing.
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Results. The identified topic is now gaining popularity
among scholars, as is confirmed by the large body
of scientific literature on the subject (more than
30,000 articles have been recorded in Google Scholar;
morethan 700 papersindexed by Web of Science). After
literature overview we have to find out some bright and
dark aspects of using gamification in design education,
so lets firstly highlight the anxious ones: physical stress
and dependence, users often depend on gaming sys-
tems; reduction of attention and antisocial behavior;
cost and logistics. Access to digital or specific learning
toolsis not always easy and convenient for everyone.
But also it’s important to show positive results of con-
scious using of tabletop games and their principles in
education and design process. they contribute to human
development: collaboration, information and communi-
cation skills, social and cultural skills, enhance creativ-
ity and develop critical thinking, influence problem solv-
ing, productivity, self-management and self-regulation,
planning, flexibility and adaptability, taking risks, man-
aging conflicts and resolving them, as well as unleashing
a sense of initiative and entrepreneurship, that is, cover-
ing all the areas that the designer needs in professional
maturity. Playing as a method of teaching can increase
the level of knowledge and enable students to engage in
new ways of research. The development of game projects
for students promotes the ability to work with tasks with
many unknowns (wicked problems). Namely, this type of
tasks, as practice shows, is fundamental for future de-
signers. For the purposes of creating a game, it is useful
to consider the game not a collection of cards or a set
of rules, but rather an experience that comes from their
use. The survey showed that people who dedicate timeto
board games are more satisfied with their lives and more
fully realize their creativity. At the same time, it actual-
ized the danger of dependence on the mentioned tools,
and not only. It emphasized the need for syncretic think-
ing, which isthe key to a balanced outlook.
Conclusions. In the next article, the authors plan to
reflect three consistent issues in the field of tabletop
games design: we will reveal certain regularities of
the process of creating the tabletop games in the di-
ploma projects of students of the Department of Design
and Fundamental s of Architecture of the Lviv National
Polytechnic University. Also we are planning to point
out the interesting features of real-world developers
experience gained through in-depth interviews with de-
velopers themselves. And finally we will summarize the
results in the form of specific practical recommenda-
tions for the development of board games.

Keywords: board games, design-education, games,
creative thinking.

"pa — BuLLa (hopma LOCIAXKEHHS.
AnbbepT EHWTEIH

MocTaHoBKa NpobneMu Ta i 3B’5A30K i3 BaX-
/IMBMMW HayKOBUMW M MPaKTUYHUMWN 3aBAAHHS-
MW. AHani3 OCTaHHIX AOCNipKeHb i Nybnikauii.
TBOPYICTb AK 3AaTHICTb /IOACLKOT 0COBUCTOCTI Npu-
CYTHSl B KOXHOro iHAMBiga. No3wmuisa, 3aknageHa B
MUCTELTBO3HaBYIM HayLi Biktopom ManaHekom [13],
B IH(hopMaLiiHy enoxy MepeTBOPW/IaCch Ha akciomy,
AKa CrpOMOXHa MiAHOCUTU MOAUHY Haf, iH(Oo-Tex-
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cucTemMamu, 0Aa€ ONTUMI3MY NMOBOPHMKAM eKCNaHCii

LUTYYHOrO iHTeNeKTy. Y nonepeaHin ctarTi [1] aBTo-

pom 6y/10 PO3KPUTO NEBHWIA 38’ A30K MpoLecy po3po6-

KW HaCTiNbHUX irop i3 Au3aiiHoM B3aemopii — BiA-

HOCHO HOBMM HanpsiMOM [Ay3aHEPCLKOT MPaKTUKW.

JocnigpkeHHI0 napanenein Mix An3ainHOM HaCTISIbHUX

irop Ta Av3ariHoOM B3aemofii / [OCBiAYy KOpuUCTyBada

(IX'/ UX) npnginstoTb Yumano ysaru 3akopfoHHi Ha-

YKOBUi [26; 29; 51; 68]. «/TH0ANHOLEHTPU3M B OCHOBI

HaCTI/IKL Ym BipTyanbHOro iHTepeicy — rany3eBuil

CTaHAapT UMX BUAIB AW3aiiH-NPaKTUKK, agpke An3ait-

HepW HaCTIfIbHUX irop IHTYITUBHO PO3YMitOTh, LLUO iX

npouec mae 6yTu LifecrnpsmMoBaHM i OPIEHTOBAHWM

Ha KopucTyBaua [26].

B OCBITi «irpoBi TexHOMOriT» BigirpatoTh Bax-
NMBY poNb, 30Kpema mncuxonoru J1. BUroTCbKuiA,
A. 3anopoxeLb [15] BU3Ha4atOTb rpy SIK NPOBIAHWIA
BUA LiSNIbHOCTI, B MPOLECi AKOT Nif BNJMBOM COLLi-
aJlbHUX YMOB (hOPMYHOTLCA 34i6HOCTI BUPOONATH Al
B PO3yMOBOMY M/aHi, 3A4iACHIOBATM 3aMiHW peanb-
HMX 06’ekTiB. O. 3aitueHko [6] gocnimpkye renmidi-
KaLito My3eiHOro NpocTopy B acnekTi TMnonorii no-
BeAiHKM My3eliHOro BiggifyBaya, a b. KauaH [8] —y
CUCTEMI HOBITHIX TEXHOMOFIA HaBYaHHS iHLIOMOB-
HOT KOMMETEHTHOCTI CTYAeHTIB-MeauKiB. MUTaHHAM
PO3KPUTTA POAi HACTiNbHMX irop y An3aiiH-0CBITI I
TBOPYOCTI 3arasiom, WO MNPakTUYHO 3a/INLIAKTHCA
HeLOCNIMKEHUMM 3 NO3ULIT A13aHEPCHKOr0 MWC-
NEHHA, NPUCBATUAW CTaTTio aBTopu. Lle po3gymy-
BaHHS, WO 6a3yt0TbCA Ha HAsBHUX NiTepaTypHUX Ha-
NpawoBaHHAX, FOIOBHO 3aKOPAOHHMX: «Y1 MOXYTb
irpn neperiT Bif NefarorivyHMX LiKaBUX enemMeHTIB
[0 UEHTPaSIbHUX IHCTPYMEHTIB HaBYaHHS, 3 AKUMU
ABHUMMN OOMEXEHHAMM, 3 eNiKCMPOM eMMipuyHo-
ro 3HayeHHsA? UM MOXKHA NPaKTUYHO BCTaHOBUTU
3B’A30K MDK 3aXOMJeHHAM irpamy Ta PO3BUTKOM
TBOPUMX 34i6HOCTEN? | HACKiNbKN e(heKTUBHO aKTu-
BI3yETbCA TBOPYE MMWC/IEHHS, KOMW MPOEKTAHTY He-
00XifiHO MPOHMKATK 3a NALUTYHKW irpOBUX TEXHO/O-
riid, NepeTBOPIOKOYNCH i3 KOPUCTYBaYa Ha TBOPLA?»

MeTa cTaTTi: eMNipMyHO BCTAHOBUTM 3B’A30K
HaCTI/IbHUX irop 3 PO3BMTKOM TBOPYUMX 34i6HOCTEN
0C0BUCTOCTiI.

3aBfaHHs:

e BCTaHOBWUTW PiBEHb JOCNIAXKEHOCTI TEMM, BUSBUTU
npo6nemu, Wwo NoTpebytoTb BUBYEHHS;
JOCNIANTA Ha OCHOBI COLIONONYHMX PO3BIZOK
BiJHOLLEHHS NOOUTENIB HaCTINbHUX irop [0 iX
MexaHiKu Ta TBOPYOCTI;

* BCTaHOBUTM 3B’A3KN MiX HACTI/IbBHUMM irpaMu Ta
TBOPUICTIO An3aiiHepa.

BrikopucTaHo MeToau: aHanisy niTepaTypHUX
[pKepen, TO/IOBHO 3apy6iKHMUX, 3 O3HAYEHOI Tema-
TUKW; aHKETHOIO ONUTYBaHHA cepef NtobuTenis Ha-
CTiIbHUX Irop; MOPIBHANMBHOIO aHanisy Ta CUHTE3y
OTPUMaHUX Pe3ynbTariB.
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Buknaz ocHOBHOro marepiasny.

KaTeropianbHo-NOHATINHWIA ~ anapat  Ta
CTaH JocnifpKeHHSA. IrpoBi TexHonorii HabyBaoTb
MonNyNsAPHOCTI B OCBITI, Aapyroun pagicTb XXUBOT
B3aEMOfiT Ta HEMOBTOPHOIO MPaKTUYHOro AOCBify
yyaCHMKaM HaB4a/ibHOro npouecy. Irpu cnpuiiva-
IOTbCA AIK IHCTPYMEHT, 3[4aTHWIA BMPIWWTK 6Ge3niy
npo6nem [22]. Pi3HOMaHiTTA cyYacHOT TepMiHONOTIT,
MoB’A3aHOT 3 BUKOPUCTAHHAM irop B OCBITi, BpaXae:
HaBYa/IbHO-NejaroriyHa rpa, AuaktuyHa rpa, gi-
NOBI irpwn, OCBITHI Irpy, aKTUBHE HaBYaHHSA, iHTep-
aKTMBHI POPMU Ta METOAM HaBUYAHHS, IFPOBI METOAMN,
irpoBa AisnbHicTb Towo. OTOX Hacammnepes, akLeH-
TYEMO yBary Ha PO3KPUTTi OCHOBHUX TePMiHiB, BU-
KOPUCTOBYBaHUX Y HALLIOMY KOHTEKCTI.

Gamification (reMmicpikanis, irpodikauis,
reimMisauist) — BapTo Bif3HauYNTH, L0 iCHYe 6araTo
Pi3HOMaHITHUX BU3Ha4eHb rerimiQikauii, AKi MOXYTb
OyTu 3HaiaeHi AK y (haxoBiil niTepatypi, Tak i cepeq
HeHayKoBOI crninbHOTK [29]. Haibinbw ctanum €
BM3HAYEHHS: «3aCTOCYBaHHSA Au3ailHy irpoBMX ene-
MEHTIB Y HeirpoOBOMY KOHTEKCTi 15 3MiHW NOBeLiH-
KW y4yacHuKiB» [36]. CnocTepiraemo fsa etanu pos-
BUTKY. MepLunii, y AOKOMI’OTEPHY epy, Po3rnoyaro
1896 poKy aMepuKaHCbKOK KoMMaHieto Sperry and
Hutchinson Co., Wo sunyctuna creyiaibHi MapKu,
AKi KopucTyBadi Masin 3Mory 06MiHsAT Ha NeBHi To-
Bapu [31]. MpoTtarom XX cToniTTa irpodikavis mana
MOCTYMOBWI PO3BMTOK, 34€6iNbLIOr0 K MapKeTUH-
rOBUIA IHCTPYMeHT. HoBMIA, apyruin etan Ta Oifb-
Ui MOX/IMBOCTI NpuHecna komn’toTepusauis. 2002
poky irposuii gusainHep Hik MeniHr (Nike Pelling)
BMKOPUWCTaB MOHATTA irpodikauii npu po3poobui iH-
Tepgelicy ana 6aHkomara [55]. 3rogom (2008 poky)
TepMmiH 6yB BUKopuCTaHuiA y 6103i Bpegom Tepinom
(Brett Terill), Aknin onucye Moro Ak «BUKOPUCTaHHS
irpoBOI MexaHiKW i 3acToCyBaHHA Ti ANs iHLINX iH-
TEPHET-BNACTMBOCTEN ANA 36i/IbLLUEHHSA 3ayUYeHHS:»
[60].

HuWHi 03HayeHa Tema Habupae MoOMynspHOCTI
cepe, HayKoBL,iB, L0 NIATBEPIYKEHO 3HAYHOKO Kiflb-
KICTIO HayKOBOI NiTepatypu 3 TeMaTukm (3aikcosa-
HO Ginbwie 30 000 cTateii y Google Scholar; noHag
700 pobiT, iHgekcoBaHnx Web of Science) [20; 23;
24, 29; 35; 40; 41; 47; 48; 59; 63].

Koropra yKpaiHCbKUX HayKOBLLiB, KOTpI LikaB-
NATbCA NPO6/EMOKD PO3KPUTTSH OCOOUCTOCTI Yepes
HaBUYKN rpu, Texx uumana: O. TkayeHko [19, c. 304],
O. MuxarineHko [12, c. 36-38], b. KauaH [8], O. Ma-
Kapesuy [10] NpoBOAATL KOPOTKMIA OFNAA TEXHONO-
rii; H. Kpaseup [9, ¢. 198-206] po6uTb crnpoby npo-
JEMOHCTPYBATU eTanu CTBOPEHHSA renmiikoBaHOi
cuctemu; T. Jlyrosa y cnisaBTopcTsi 3 B. PaeBoto
MPOMNOHYIOTb 3aCTOCOBYBATU reriMigikayito ans Kna-
cudpikauii TexHoNorivyHoi gokymeHTauii [16]; I. Ce-
pepa [18, c. 216-223], J1. Cepreesa [17], H. lawok

[10, c. 134-137] — y ranysi ynpaBniHHA NepcoHa-
nom Ta motuBauii; M. CaBULbKWIA y CNiBaBTOPCTBI
3 iHWKMMK gocnigHnKamm [7, c. 423-427] — ansa op-
raHisayii Kknacrepy B MaJiorloOBEPX0OBOMY >XNT/I0BOMY
OyniBHMLTBI Ha TepuTopii YkpaiHn; O. 3ailveHKo
[6, c. 87-98] — B oCy4aCHeHHi My3eliHX NpoCTO-
piB. MigCcyMOBYHOUM, HAro10CUMMO, Lo BCi (haxisLi,
He3BaXkarouu Ha 6araToronioccs, B YHiCOH CTBEPAXKY-
t0Tb: irpodikaLlis — Le cy4yacHO, MOAHO i1 edheKTMB-
HO. Jl0 pedi, NpaKTUKK IHAYCTPIT Bynn nepeniyeHi
aBTOPOM Y nonepegHin ctarTi [1, ¢. 15], TyT goga-
MO fiULLEe TakKuMX MepcoHanit, K IHHa AbomiHa [4],
AHacrTacis NoHomapeosa [14], OneHa Adgaikosa [3].
[0 3aco6iB irpogikaLlii 3apaxoByemMO BUKOPUCTaHHS
B HaBYa/IbHOMY MPOLLECT TAKMX MeXaHi3MIB, K OUKN,
6ann, piBHI, BUKIMKK, KBECTU (3arafKku), Haropoau.
BoHu xopowi gna moTuBauii, i AK negaroriyHi iH-
CTPYMEHTV BUKOPUCTOBYIOTLCS paHille, HidXK 6ynu
ileHTU(IKOBaHI AK Taki.

Game Based L earning (GBL) — ocBiTHS (Ha-
BYa/IbHA) rpa; BUA rpu, Po3pobneHnid 4N KpaLLoro
3aCBOEHHSA HaBYa/IbHOro Matepiany [56]. MNMoyaTkoBo
MEeTOZOM NOC/YroByBa/INCS B AUTAYIN OCBITI, Ta CbO-
rOAHI HayKOBLL CTBEPLKYHOTb, L0 AaHa MeToauKa
npakTUyHa i N8 HaBYaHHA fopocnnx [27; 56; 68].

Biflwykatm BUTOKA BWKOPUCTaHHS irop B
OCBITHIX Uinax B icTopii umBinisayii — 3aBAaHHs
He 3 MPOCTUX, AyXe ippauioHanbHe Yy CBOI CyTi.
MnatoH, Cokpar, I. KaHt, ®. LWLnnnep, . TelianHra
Ta 6araro iHWKX (inocodis akLeHTyBann yBary Ha
BX/IMBOCTI TpY AN AKOCTI Mi3HAHHSA, XXUBOro [0-
CBifly Ta MOBHOLIHHOIO PO3BUTKY iHAMBIAA 3aranom.
Cy4acHICTb, fiKa HECTPUMHO «OLM(POBYE» MUHYIIE,
)KBaBO [10Aa1a Ha NoyaTKy BuLLEBKa3aHOI abpesiary-
pu «digital», nepesiBLN HOKYC HaBYA/IbHUX irop y
BipTya/ibHe CepefoBuLLE.

Digital Game Based learning (DGBL) — vy
Miyi HaBYa/IbHUX TEXHOMOriW. MMoyaTkom Ti MeHLW
Hi>K 60-niTHLOT icTOpIT cTana MoBa MporpamyBsaH-
HA LOGO, siky 1967 poky ctBopus Cenmyp [Meii-
nept (Seymour Papert). ¥ 1971-my [oH PaBiu
(Don Rawitsch) cteoptoe The Oregon Trail — no
CyTi, MepLuy cTpaTeriyHy HaByasibHy KOMMN’ KOTEPHY
rpy. A Bxe 1980 poky BuHukae The Learning Com-
pany — KOMMaHis, Lo crielianisyeTbcs Ha po3pooLi
HaBya/ibHOro M3 Ta NPOTATOM AecATUNITTA peaniso-
BY€ KiflbKa MacluTabHmx i ycniwHnx npoekTis [30].
Hemoxnmeo 06iinTn yBaroto gaty 6 cepnHa 1991
pOKy, KONW AN CBITY «BiLKPUBCA» IHTEPHET, LUO i
CNPUYMHKUB ByM NoLIMpPeHHS iHopmauii. 2007 poky
CBIT No6GaumBs rpy (4n, TOYHiLe, KOMNeKe irop) Lu-
misity — CBOEPIAHUIA TpeHaxep Ans MO3KY, Lo, 3i
CNiB PO3POOHUKIB, 34aTHUIA NOKpaLLyBaTh nam’sTb,
yBary, peakLito Ta po3BMBATU KPUTUYHE MUCIIEHHS.
MpuHarifHo 3a3HauYMMo, L0 HUHI 4OLATKOM KOpUC-
TYOTbCA MoHag 70 MAH KopucTysadis [35].
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MorofKyt4umchb 3i 3Ha4HUMK NO3UTUBaMU, fe-
AKI KPUTUYHI JOCNIAHMKM BO6aYalOTb TakoX i Hera-
TUBHWIA BNIMB B OLMKPOBYBaHHI OCBITHLOrO NpoLie-
Cy. YCi Ui HeraTvBHi BNAMBK i1 NOTEHLiAHI 3arpo3u
KnacugikoBaHo y Tpy rpynu:
 (hi3nyHa Hanpyra Ta y3anexHeHHs. Kopuctysaui

DGBL yacTo BnagatoTh Y 3a1eXKHICTb Bif, irpoBux
cuctem [46; 50];
* 3MEeHLLEHHS yBarn Ta aHTUCOL ia/lbHa NOBeAiHKa;
e [JOpOXHeya, BapTiCTb i norictmka. He 3aBxau
[OCTYN [0 UM(POBUX HaBYa/IbHUX IHCTPYMEHTIB
€ MPOCTUM | 3pYYHUM A1 KOXHOrO [46; 50].
3azHaumMmo, WO psg npobnem, aHanorivyHmx
«UiNi rpu He € 36IXXKHMMK 3 OUiKyBaHUMU pesyrbTa-
Tamy HaBYaHHS», aBTOPOM He PO3rNAjaInce. Y3a-
ra/ibHIOKYM CKasaHe, NiLKPeC/IMMO: irpy He MOXYTb
OyT NaHaueetd y HaBYaHHI Ta He 3aBXK4M MatoTb
MOX/IMBICTb 3aMiHUTW BCi HaBYasIbHI Mporpamu Ta
3ac00u, BOHU € NnLLIE YaCTUHOK (XOY i BaXK/IMBOIO)
6inbLL KOMMMEKCHOI cnctemu [58, ¢. 110-119].

Serious games (cepiio3Ha rpa) — rpa, po3po-
GneHa Ana HaB4a/lbHOT MeTK, a He Ana posearu [27];
pyX, WO OTpMMaB pPo3BUTOK Yy 60-x pokax XX cTo-
NiTTA Ta Habys HOBOT nonynspHocTi B 2000-Hi pOKK.
B 0CHOBI pOB0TH € CUMYNALLIA TUX YU IHLLINX SKOCTEN,
BNaCTMBOCTEN 4M XapaKTepucTuK. HavinonynspHi-
LMK i1 HaliBigomiwmmu e: Microsoft Flight Simula-
tor (1982) — komn’tOTepPHWIA CUMYNSTOP aBianifnoTa;
AForce More Powerful (2006) — rpa, L0 HaB4aE Me-
TOZAiB BMN/IMBY Ta 3MiHW NONITUYHOT KOH’FOHKTYPW He-
HacuibHULBKUMK MeTogamu; Peacemaker (2007) —
CUMYNALIS 13paiNbCbKO-MaNeCTUHCLKOrO KOHMNIKTY;
World Without Oil (2007) — cumynsuiiHa rpa, npu-
cBsiveHa npobnemam 3anacy Hadtu; IBM City One
(2010) — ypbaHICTUYHO-IHXEHEPHUIA CUMYNATOP
[20]. Yci 03Ha4YeHi KOMM’tOTEPHI CUMYNALIAHI irpu
MPUCBAYEHI coLialbHUM npo6ieMaM HeBUMAAKOBO,
a[Ke 3araloM «Cepio3Hi irpu» HaiyacTilue po3rns-
[al0TbC B KOHTEKCTi HaBYaHHS CTa/Ior0 PO3BUTKY
[34]. Oocsigom npefcraBneHHs abCTpaKTHUX Mo-
HATb, HANPUKNag TaknX, K npasa NOANHM Ta JeMo-
Kparisl, 3a [OMOMOroH IHCTPYMEHTIB MPOEKTYBaHHS
y criBnpayi 3 eKcnepTaMu iHWNX NpegMeTHUX cdep
TaKoX MPOAEMOHCTPOBaHO MOTEeHLia/T NepeHeceHHs
TaKMX NPOEKTIB Y HOBI irpoBi NPOEKTK, 3aX0Am Ta iH-
TepaKTUBHI MOAIT AK Y Mannx rpynax, TaK i B MiCbKnx
ymoBax [21].

SG Ta GBL cniBBigHOCATbCA MiXK COO0H K
06’€eKT Ta NpeAMeT, TOX po3yMieMo SG fK LOCb 3Ha-
YHO Ginblue, a GBL — e KOHKPeTHI MeToau [22].
Yei icHytodi nigxoan AeMOHCTPYHOTh 3MiHY napa-
OUTMW B PO3YMiHHI TOro, SIK Ha cy4dacHomy etani
CNpUIAMaEMOo OCBITY i HaBYaHHSA. HoBMMM i rono-
BHVMMW HaBMYKaMU CTatOTb: IHHOBALiiHE MUCIEHHS,
TBOpYE BUMpILLEHHSA Npo6seM, MeTaKOrHITUBHI 34i-
GHOCTI, CNiNKyBaHHA 1A cniBnpaus — i Ui HaBUYKW €
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Habararo fani Bif chopMynboBaHuUX y XX CTONITTI,
CKaXXIMO, TaKuX, IK «4NTaHHA, NMUCaHHA Ta apume-
TuKa» [52]. O3BYUeHHS LUMX NapameTpiB ieHTUYHE 3
NOHATTAMU, SIKi BKNafeHi B TePMiHU «yasibHa OCBi-
Ta» Ta «iHTepaKTMBHE HaBYaHHA». Maemo pocrar-
HbO HayKOBMX 06IpYHTYBaHb TOro, Lo SG po3BuBa-
t0Tb 3a3Ha4eHi HaBunyKM [37; 49; 54], xoua baraTtbox
NOCNIAHUKIB LiKaBUTb (haKT, HaCKiNbKM e(heKTUBHO
rpaBui MOXYTb MEPEHOCUTN OTPUMaHI B irpax Ha-
BUYKM Ha AOCBIf peasibHOro CBITY, 3HaxoAsum Bij-
MIHHOCTI i aHanorii mik csitamu [54]. Ha cyuvac-
HOMY eTarni CrocTepiraEmMo Macy irpoBuMx MpPOEKTIB,
LLLO CcNyXaTb pi3HUM couianbHum Lingm: BGCG (be
good citizen game) [28] HaB4ae AiTein BianoBiganb-
HOCTI i1 rpOMaasHCHKOT FpaMOTHOCTI. EKCnepuMeHT,
npoBefeHniA fgocnigHuKamy 3 TOHKOHTY, nNigTBep-
VB e(PEKTMBHICTb CTBOPEHHSA HACTINIbHOT Ipu cepes
CTYZEHTIB, KOTPi BUBYaOTb iH(OpMaLiiHy 6e3neky
[56]. IHLWI 3BiTK CBigYaTb NPO Te, WO CTYAEHTUN Hali-
Kpallle Mornm po3pobuTn rnmbLue Po3yMiHHS Crio-
CTEpeXXYBaHUX NBWLL, BCTaHOBMBLUM 3B’A30K MiX
MIiKpO- Ta MaKpOpiBHAMMW SBULL, TOAI AK GiNbLUICTb
LUKINIbHWUX MpOrpaM po3rnsafae Makpo- Ta MikKposiBu-
LLia B OKpeMmnx Knacax [5].

Yci HaykoBi CTarTi, Ae NPoBeLeHO MOPIBHANb-
HWIA aHani3 HasBHUX METOAUK, EAUHI B OLHOMY —
BapTO 06MpaTn MeTOf 3 ypaxyBaHHAM CHOPMY/bO-
BaHWX Lifei HaB4aHHA. OYeBUAHO, WO B KOXHOIO
METOZY € CBOI MPUXWUIbHUKN 1 CKENTUKM.

Buknag ocHOBHOro marepiany. «Irposi» gu-
3aiiHepn KnacugikoBaHi fIK OKpema Kacta: CyMiLl
rikiB, «60TaHiB» Ta (haHaTiB KOMIKCIiB; afie 3a LMu
couiaNlbHUMK APNMKaMKU NPUXOBYOTLCA THILiaTUBHI
crnewuianict 3 CUHKPETUYHUM MUCTIEHHAM — AM3ait-
HEpPW HaCTiNbHUX irop € CUCTEMHUMM AM3aiiHepamMn
3 IHTYITUBHUM PO3YMIHHAM BfIACHOrO MOTeHLiany
AN cnpusiHHA Garatomy gocsigy rpasuis [2]. As-
TOP AOCNISKEHHSA NEPeKOHaHW: nepenivysarn TyT
YCMILLHNX irpoBMX An3aiHepis, SiKi 06panm ans cebe
Lo chepy AisNbHOCTI K OCHOBHY, — HepesieBaHTHO
B KOHTEKCTi TBEPKEHHS, WO po3pobKa HaCTifIbHOT
rpv € OCTOVHUM 3aBLAHHAM A/151 BCiX abiTypieHTIB,
KOTpi NepebyBat0Tb Ha LUNAXY Mi3HaHHA AU3aliHy Ta
apXxiTeKTypu. 3Ha4YHO BaXX/INBILLE 3BepHYTM yBary Ha
[isdiB cthepy MUCTELTBA, SKi Ma/in IHTEHLitO peani-
3yBaTu irpoBi MPOEKTW NnapasiefibHo 3 OCHOBHUM BU-
[OM LiSNIbHOCTI. PeTenbHWiA aHani3 niteparypu, Lo
PO3KpUBaE 3B’S30K MiXK MaliCTpaMm apXiTeKTYpHOT I
AN3alAHEPCbKOT TBOPYOCTI Ta HACTINIbHUMK irpamu,
BUABNSE UikaBi (hakTu. Pivapg BakmiHcTep Pyn-
nep (Richard Buckminster Fuller) 3 1961 poky pos-
BMBaB CBil irpoBmin npoekT World Peace Game [28].
MpachivuHnii gusaiiHep i hinocod KeH Mapnang (Ken
Garland), cniBaBTOp rymaHiCTUYHONO MaHiecty
«First Things First» (1964) [30], nponoHyroun iHay-
CTpil An3aitHy choKyCyBaTUCA Ha OCBITi Ta CTBOPEH-
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Hi NIIOAUHOOPIEHTOBAHMX CEPBICIB, L0 NPUHOCKIN 6
peasibHy KOpPUCTb CyCniNbCTBY, CTBOPMB 1969 poKy
HacTinbHy rpy «Connect». 3rogom BoHa Gyna Bu-
KopucTaHa SIK NeaaroriyHuiA iHCTpYMeHT Ans apXi-
TEKTYpHOI OCBiTK apxiTektopom Cefpikom ["piHOM
(Cedric Green) [30].

ICHYIOTb Irpu, «npefkamm» SK1x 6ynu ix pisHi
BepCiT, WO iCHYBa/IN HE3A/IEXKHO 3 Pi3HUMMW Ha3BaMm
B Pi3HMX KpaiHaX. [lo Takux, HanpuKnag, HaneXxutb
Memory Game. IrpoBa mexaHika ii 6yna Bigoma B
GaratbOX KpaiHax Lie [0 NOsiBU TUPaKOBaHUX €eK-
3emnnApie y 1959 poui: Kai-Awase (XII ct., Ano-
Hist), Pairs (XIX cT., BennkobputaHis), Pelmanism
(XIX cT., CLLUA), Twin Game (1940-i, LLIBeliyapis).
OpfHak came po6oTa rpaivHoro gmsainHepa MaHd-
pega byprrpada (Manfred Burggraf) ans sugasHu-
utea Ravensburger 3pobuna rpy Brni3HaBaHOK Ta,
MOXHa CKasaTu, Hanpasfy MiKHapogHum 6GecTce-
NepoM, L0 PO3ilLLIOBCS CBITOM 6inbll AK 50-Mifnb-
IOHHUM TUpaxkeM [48]. MpocTa i1 gockoHana irposa
MexaHika, po3po6/ieHa HeBIAOMUMM 3044NUMU MUHY-
Noro, 3HaliLuna CBOE NPOAOBXKEHHS | B XXI cToniTTi
B KOHTEKCTI BUBYEHHSA Tunorpadiku. bpasnnbcbka
An3aliH-cTyais ps.2 arquitetura s 2009 poui po3po-
6una rpy «The Quick Brown Fox Jumps Over the
Lazy Dog», e rpasusm noTpibHO 3HaxoauTn napu
ieHTUYHMX WpndTiB. Po3pobka Gyna yaocToeHa
npemii Red Dot Design B HOMiHauii communica-
tion design Toro X poky [63]. 3apa3 irposi gu3ai-
Hepw CTasnm BMifliLLe /A CMinuBiLLe NpuiAMaT TeMu 3
iHWKMX 3aco6iB MacoBOT iH(hopMaLii Ta CTBOPHOBATU
irpoBumi1 gOcBig Ana aHartiB, i, TAKUM YUHOM, NiLeH-
3yBaHHSI MefiabpeHAiB A1 HacTiNbHUX irop cTano
3BUYHUM siBULLEM [32].

B IHTepHETI MOXHa HaTpanuTu Ha Cchuc-
KW HACTI/IOK 3 Knacugikauieto, AKi caMe HaBUUKU
KOHKPETHI irpn CNpPOMOXHI PO3BMBATWN: HaBUYKM
3 nporpamyBaHHSl, EKOHOMiKW, iHO3eMHi MOBW,
NMUCbMEHHULIBKI 3[i6HOCTI. He € BUHATKOM irpu ans
apxiTeKTopiB Ta Au3aliHepiB. CBOS YHiKalbHa po3-
pobka M ethod Car ds (2002) € B komnaHii IDEO —
anonoreTiB Au3aiH-MUCNeHHS. KapTn B 4OTMPbLOX
KaTeropisix «suYai / cnoctepirar / 3anutai / cnpo-
Oyin» po3MoBifat0Tb Ta MPOMOHYKOTL Ha BMGIp 51
anzaiiH-meTtog [40]. 2012 poky ronnaHacbka rpyna
apxiTeKTopiB cTBOpUNa rpy-BiktopuHy The Modern
ArchitectureGame, L0 Hajae MOXMBICTb rPaBLAM
no3maratucb Y 3HaHHSAX 3 ICTOpIT apXiTeKTypu, Bif-
MoBifaloun Ha 3annTaHHA B LLECTU KaTeropisx [41].
KuTalicbkuii po3po6HuK Xuyun Liu CTBOpMB HacTin-
Ky Hacking the urban village, sika HaB4ae rpasLiB
3aKOHiB 36a1aHCOBaHOro MicTobyayBaHHs [68]. 2013
POKy 6enbrilicbka komnaHis Pearl Games ctBopuna
ONA apXiTeKTOPiB Ta eKOHOMICTIB CTpaTerivyHy rpy
Bruxelles 1893, wo BiATBOPIOE €MNOXY BUHUKHEH-
HA neplumx Oyaisenb y CTUAI apT HYBO B CTONUL

Benbrii [24]. Cepen CXOXMX MPOEKTIB, CTBOPEHUX
ANs apxiTekTopiB, ByaiBeNbHUKIB | ypbaHicTiB, BapTo
BUOKpeMuTH irpn Blueprints (Z-man games), 2013

[23], Firenze (Pegasus Spide), 2010 [47], Sunrise

City (Clever Mojo Games), 2012 [59]. Ak mMoXHa

3ayBaXXMWTW, YCi BOHW CTBOPEHI BMPOLOBX OCTaHHIX

[lecATU POKIB, L0 BKOTPe NiATBepMXKYE iX aKkTyaslb-

HiCTb i NONYNAPHICTb.

[Jocsif B irpoBoMy Am3aiiHi 03Ha4Yae 3aCBOEHHS
6arato3Ha4yHOro BMK/INKY, KW [OLibHO BUBYATU
yepe3 O03HANOMNEHHA 3 MEHTa/IbHUMK 3HaHHSAMMU,
OTPUMaHUMKN B NOBCAKAEHHIN AiSNbHOCTI, a TakoX
LUNAXOM aHani3y 3BOPOTHOIO 3B’A3KY 3 Pi3HUX Ha-
NPsMKIB: [AM3aliHEpPCTBO, MEeHeMKMEHT, MNpogaBL,
CNoXuBadi i, WO HaBaXXMBIiLLE, KiHLEBI KOPUCTY-
Baui, AKi € yJyaCHMKamu irop — Ti, XTO BKasye, uu
CNPOMOINNCA AM3aiHepn rpy 3aKnactu rIMboKuii
3MICT i 3py4HicTb (Lie BENIMKWIA irpOBUiIA [OCBIA).

Pesynbtat aHKeTHOro onutyBaHHA. [Awn-
3aliH — [OCUTL FyMaHiTapHa ranysb Hayku, i 3aCTo-
CyBaHHS CMnpaBAi HayKoOBMX METOAIB Yy Woro cdepi
NigBULLYE SKICTb HapaTMBy. Y CTaTTi BUKOPUCTaHO
MEeTOf aHOHIMHOIO aHKEeTHOro OMUTYBaHHA cepeq
LLaHYBa/IbHUKIB HaCTiNbHUX irop. CouionorivyHe fo-
CNi[XKEHHA NpoBefeHo Ha 6a3i KnybiB HaCTi/IbHUX
irop M. JlbBoBa (Kny6-marasuH «Octopus» Ta Ma-
rasmH «Xo6i-MOHCTp»), BOHO oxornntoBano 90 pec-
MOHAEHTIB. Pe3ynsTat onpawboBaHi 3a 40MOMOro
nporpamMHoro 3abesneveHHs |BM SPSS — rany3e-
BOro CTaHAApTy Ans 06p06KM CTAaTUCTUYHUX JaHUX.
AHKeTU oxonaoBann 18 nuTaHb, AKI MOXKHa Knacu-
(hiKyBaTW B HACTYMHI rpynu:

e 3aKpuTi OGaraToBapiaHTHI (BiK; irpoBuii CTax;
yNo6MeHi  XXaHpU HaCTINOK, WO HaiibinbLue
3aX0Ne B irpax; akTWBHICTb PECMOHAEHTIB
y 3a/lydeHHI Ntogert A0 HacTinok; cepegHin (3a
TWXKAEHb) 4ac, NPOBeAeHWI 3a HacTiKamu,
KOMIM’FOTEPHUMM irpamMmn Ta CMapT(OHOM);

e 3aKpUTI [AMXOTOMIYHI (CTaTb; uYM npobyBanun
PECMOHAEHTN PO3POGNATM BNacHi HaCTIfNIKK;, um
3MOIIN JOBECTM iX [0 eTany rotToBoro npoToTmny);

* 3 BMOOpOM rpafauii (HacKiflbKn pecroHAeHTH
BBaXKatoTb Ccebe TBOPUMMM; HACKINbKY 3a[,0BO/EHI
XUTTAM; SK OLiHIOKOTb PiBEHb CBOr0 AOCTATKY);

e BIAKPWUTI 3anMuTaHHA 3 TEKCTOBUMMW [aHVUMU
(yntobneHi HacTinku, npodecis, xo6i). Mpn 06-
po6ui pe3ynbTatiB y 3a3HaveHoMy [13 3a3Buyali
TEKCTOBI faHi CKNaHOo BNOPSAAKYBaTH, TOMY aBTo-
pamu cTaTTi 6yno KnacugikoBaHo BiAnoBigi Npo
BUA AiSNbHOCTI B OAHY i3 YOTUPLOX rpyn:

a) pyTVHHa (hisnyHa (BoAiii, 3BaptoBasibHYIK, aB-
Tocntocap);

6) pyTVHHa po3ymoBa (acuCTeHT ByxranTepa,
CTYZEHT, KOHCY/bTaHT);

B) HepyTMHHa (hi3nyHa (NoBap, XyLOXHMWK MO
MeTasly, CTOMaronor);
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XOAOM

) HepyTMHHa po3ymoBa (BUKMagady, nignpu-
EMeLb, MporpamicT).

A BignoBifi Npo xo6i Knacuikysanu B Tpy rpynu:

a) TBOPYICTb Ta KyNbTypa;

6) (hisnyHa LiANbHICTb Ta CNopT;

B) CamMOO0CBITa Ta CaMOPO3BUTOK.

LLInAaxoM NOpPIBHANBHOrO aHanisy Ta CUHTE3y
OTPUMaHUX pe3yNbTariB BAAIOCA BCTAHOBUTU, LLO
BCe-TaKuW HalibinbLUe 3aX0N/KOe NOAEN Y HaCTiNKax:
(y nopsigKy 3pocTaHHs) cnisnpaus (31 %), ohopm-
NeHHs irop (42 %), camopo3suToK (42 %), asapT
(46 %), xagaHHa nepemoru (49 %), couianisauis
(55 %) Ta po3sara (78 %).

Binbw wacnuei nogn 6Ginblie 3aiMatoTbCS
CMOpPTOM Ta B3arasli NpuainaoTh GifbLue Yacy pisHo-
MaHITHUM X006i; 3a5y4nn [0 HACTINOK BiNbLly Kinb-
KiCTb Ntofel Ta BifaroThb Nnepesary «aHasioroBoMy»
[O3BINIIO, HDK irpam y cMapT(oHi UM KOMN’toTepi;
3 )KaHpiB HaCTINOK M HainbinbLue [0 BNogobu eBpo-
reiim Ta BapreiiM. 3asBuuali Npautor0Tb PO3yMOBO
(pyTvHHO a6o 6inbl TBOPUO). Ocobu, Lo XapakTe-
pU3ytoTb cebe AK «ayxe TBOpYi», 3aiiMatoTbCs crnop-
TOM piAKO, ane MatTb BEMKWIA IrpoBuiA JOCBIf i3
HacTinKamMu. MeHLL LWacnuBi oAy CTaparoTbes Npu-
CBAYYBaTW Bi/IbHUIA Yac CaMOOCBITi. MeHLU TBOpUi 3i-
3HAKOTBLCS, WO GinbLue, HIXX iHLI, NPOCUMKYIOTL 3a
irpoBumu ekpaHamu. Ocobu cepefHbOro LOCTaTKy
LUYKalOTb Y HacTifikax cnpobu colianisauii, possary
Ta CaMOpPO3BUTOK, BaxKaHHA 3a0BOSIbHUTY Xary ne-
pemoru; 3assuyaii MaroTb X0bi, NOB’si3aHe 3 MUCTe-
LITBOM Ta Ky/IbTYPOIO; BUTPaYatoTh GinbLue, HiXK iHLLI,
4acy Ha KOMIM’KOTepHi po3Baru Ta MOXyTb MULLIATUCA
BE/IMKOHKO KiNbKICTHO 3a/ly4eHUX A0 HACTINOK Nofei.

HeobxigHicTb a3apTy B npoueci rpu 6inbLu
BaXK/MBa A/19 OCI6 i3 CepefHbOID KPeaTMBHICTIO Ta
Cy6’eKTMBHUM BiguyTTAM LWacts. Lo wacnmeiloro
€ MONHA, TO BX/IMBILLUM [/19 HET € a3apT, 3aTe BiH
He MnpuUTamaHHWIA NoAAM 3 BUCOKMM L06pO6YTOM.
CniBnpaus BaX1Ba Ans NoAei, LWo BU3HAUYMIN CBIil
piBeHb KPeaTUBHOCTI K «BULLE CEPEAHbOr0», CrpUii-
MatoTb CBIli PiBEHb JOCTATKY AK CEpefHiil Ta BBaXa-
t0Tb cebe BifbLL LwacAnBuMm. OopMIEHHS HACTINOK
He LiKaBUTb TUX, XTO He 6aunTb cebe TBOpPUMM abo,
HaBMaku, HaATo TBOpYMM. |, WO UikaBo, 06epHEHO
nponopuiHe piBHIO AocTaTKy. ®iHAHCOBO YCMiLLHi-
LT NOAM aKUEHTYHOTb MeHLLE yBary Ha 0)opM/IEHHI
irop — mabyTb, 6ifibLUe aKLEHTYHOUM yBary Ha Mexa-
HiLi Ta npoueci rpu. Cepep NtOOUTENIB HACTINBHUX
irop KOXXeH TPeTiin cnpobyBas po3po6AsTH CBOHO Ty,
ane JoBoAMTb Po3pobKy Ao npotoTuny 25 % i3 ycix
pecnoHAeHTiB. Lle i € Tol «HaliKpeaTUBHILLNIA» Knac.

BroOKpemneHo i neBHi NepcnekTMBM Ta He-
6e3neKu, AKi 4aTytoTb Ha PO3POBHKIKIB | KOPUCTYBa-
YiB HACTI/NIbHMX irop:
1.Mn OTpUMYEMO 3BMUKY BIPUTU B XUTTA Ha

eKpaHi, BigpuBatouMcb (44 TO  XOBAKUMCb)
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Bif peanbHOCTi. MacoBo-rnaHLUeBa KynbTypa |
cnoxmeauteo B XXI CTONiTTi He B npiopuTeTi
HaykoBOl  AyMku.  HeobxigHO  npoBoauTU
NOPIBHANbHI  AOCNIMKEHHA TOro, fK LMGpOBI
TEXHONOTiT MOXYTb BIN/IMBATY Ha MPOLEC HAaBYAHHS
MOPIBHAHO 3 6inblW TpaguuinHUMK  opmamm
irpoBoro npouecy. IcHyBaHHS  MaTepiasibHUX
irpoBUX NPeaMeTIB, JOLLOK i peaibHUX NIHOACHKUX
rpasL,iB MOXe CTBOPHOBATM CMNiBMNpaLto, B3aEMOAIH0
W HanpyXeHiCTb, TOX cucTema Mae 6yTu
3MOfe/bOBaHa 3 Ornsdy Ha 3BOPOTHI 3B’A3KM,
HeNiHIMHWIA  pPO3BMTOK Ta MOBEAIHKY $K Ha
KOPOTKWUIA, TakK i Ha OBroCTPOKOBWIA Nepioau.

2.HacTinbHi irpy Bce GiflbLUe NOYNHAIOTL BK/IHOYATU
B cebe efleMeHTN BipTyasbHOI peasibHOCTi. Konwu
rpa 3ycTpivyaeTbCs 3 LM(POBUMU TEXHOMOTISMMU,
BOHa MOXKe CTaTh 6inbLUMM, HXXK NPOCTO AM3aiiH
«WTYYHOTO  IHTENIEKTY»,  aliroputMoM  abo
BepCiel0 «6e3 KapTOHY»; Le MOXe MpuBEecTU A0
eBOJIoLLiT, 3MIHX CBIZOMOCTI NHOAUHW. ICHYBaHHSA
MartepiafibHUX irpoBUX NpeaMeTiB, [OOWOK i
pealbHNX Nofelt — rpasLiB CNPUSE BUHUKHEHHIO
cniBnpaLi, B3aEMOAii Ta Hanpy>XeHocTi 6inbLuil,
Hi>X Bif Bigeoirop i AR-gofatkis.

3.JlioavHi, wo nepebysae nNif pastouMM BrIMBOM
iH(hOpMaUiiHUX ~ TEXHOMOrin, NOTPi6HO  OyTw
rOTOBOKD [0 HOBWX BWK/IMKIB aBTOMarun3aLlii.
CUHKPETUYHICTL Y MWUCMIEHHI €  3aropyKoro
36anaHCOBaHOIo cBiTOrNAgY. Baxnmsuii
(baKT: PO3BUTOK KOMIM’HOTEPHMX Irop BUMarae
NO-CNpaBXHbOMY IHTErpOBaHOro MpoLecy poboTtu
MK PI3HAMKU  gU3aiHEPCLKUMW  AUCUMNIIIHaMMK,
OCKI/IbK/ KOXXHa 06/1aCTb MOXe CYTTEBO 3MiHUTK
BUMOTM 10 6YAb-KMX IHLLIMX AUCUMMAIH.

BucHoBKuU:

1.HacTinbHiirpu 3apa3y niui TpeHA0BUX HaBYaIbHUX
TEXHONOTi Ta 3ac06iB OTPMMaHHS, 3aCBOEHHS I
MOBTOPEHHSA OTpPMMaHMX 3HaHb. Cepef npobnem
BapTO BUAINUTN NOTPEOY KOPEKTHOI0 3aCTOCYBaHHSA
Ta iHTepnpeTayii AOTUYHOI TepMiHOMOril, 6pak
emMnipuYHNX JoCNimKeHb e(eKTUBHOCTI TUX uu
iHLINX METOAMK.

2.0nuTyBaHHS  NOKasano, WO  fogu,  SKi
NPUCBAYYIOTb Yac HacTibHUM irpam, 6inbLue
3a[J0BOJIEHI XXMUTTAM, MOBHOLliHHILLE peasi3oByrOTb

CBiIi TBOpuMI noTeHuian. BogHo4YaCc BOHO
aKTyanisyBano  Hebesneky  3a/eXHOCTi  Bij
HacTiNOK — i He Tinbku. TMigkpecnuno notpedy

CVHKPETUYHOCTI MUC/NEHHS, L0 € 3anopyKoo
36a1aHCOBAHONO CBITOrNAAY. HacTinku cnpusioTb

PO3BUTKY B  JIIOAMHM  HABUYOK  cniBnpaLi,
KOMYyHiKauii, rpamoTHOCTI B iH(hopmaLiiHO-
KOMYHIKaUiiHUX ~ TEXHOMOrifX, couiaNbHMX i

KYNIbTYPHUX HABMYOK, PO3LLMPIOIOTL TBOPYICTb
i pO3BMBAIOTb KPUTUYHE MUC/IEHHS, BMIMBAKOTH
Ha  BUWpiLEHHA npobnem, NPOAYKTUBHICTb,
Ha  camoBpsilyBaHHA i CamOperynoBaHHs,
nnaHyBaHHA, Ha THYYKICTb | afanTUBHICTb,
NPUAHATTA  PU3MKIB, YMNpaBNiHHA KOH(IKTaMK
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Ta iX BUPILUEHHS, a TaKOX PO3KPUBAKOTb BiAUYTTA
iHiLiaTVBM 1 NiANPMEMHNLTBA, TOGTO OXOM/IOKOTH
yci ctepwn, BKpali Heob6XigHi Am3aiiHepoBi ANns
(haxoBoT 3pinocTi.

3.Po3pobka irpoBux NPOEKTIB A1 CTYAEHTIB CNpPUsE
BMIHHIO npautoBatm 3 3ajavamu 3 6Hararbma
HeBifOMUMM. A came TakuMil TUM 3afad, AK
MoKasye NpakTuKa, i € OCHOBHUM A/ MainbyTHiX
An3aliHepiB. IrpoBMIA NpoLeC AK MeTOf HaBYaHHS
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