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BITPOBAIP)KEHHS ITOP Y HABUAJIBHUM MPOIIEC:
IHEPEBAI'M TA PU3UKH

Y emammi oocnioocyemuvcs ponw eelimighikayii 6 cyuacHomMy HaABUAILHOMY NPOYECI,
30cepedxcyouy yeacy Ha ii nomewyiani 01 NIOGUWEHHS MOMUBAyii cmyoenmie ma
epexmuenocmi Hasuanusa. Ilpoananizosano nepesacu ma pusuxu eeumighixayii, it
iHmezpayito 3 yupposuMU mMexHoN02IAMU, A MAKOXC ii 6NIUE HA VUHIE MA BUKIAOAYIE.
3oiticnene onumysanns ceped 202 yuHie uABUNO0, WO OLILWICMb 3 HUX YCBIOOMIIOE
KOHYenyiio 2etimigixayii ma 88asxcac ii no3umusHoo 0Jis 3anyueHHsl 00 Haguanus. Ilpome
CMammsl MaKodc NIOKPECIIOE BANCTUBICIL 00EPEeHCHO20 NIOXOOY 00 BNPOBAONCEHHS
eetmighixayii, 30kpema HeoOXIOHICMb 30epedceHHsT OANAHCY MIdC i2POBUMU elleMeHmamu
ma HABUAILHUMU YLIAMU, WOO YHUKHYMU He2AMUGHUX HACTIOKIG.

Knrouosi cnosa: eetimighixayis, cywacua ocsima, momusayis, epexmusHicmo
Ha84aHHs, YUPpPosi mexHonozii, 3a1y4eHHs, HABYAIbHI MEMOOU, OYIHIOBAHHS, GUKIUK,
PDUBUKUL.

The article explores the role of gamification in the modern educational process,
focusing on its potential to increase student motivation and learning efficiency. The
benefits and risks of gamification, its integration with digital technologies, and its
impact on students and teachers are analysed. A survey of 202 students revealed that
most of them are aware of the concept of gamification and consider it positive for
engaging in learning. However, the article also emphasises the importance of a
cautious approach to the implementation of gamification, in particular the need to
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maintain a balance between game elements and learning objectives to avoid negative
consequences.

Keywords: gamification, modern education, motivation, learning effectiveness,
digital technologies, engagement, teaching methods, assessment, challenges, risks.

CydacHa OCBiTa BCE€ YacCTillle BUKOPUCTOBYE IHHOBAIIHI METOJM HABYAHHSI,
cepel SKUX ocoOnmuBe Micie mocifgae reiimidikamis. Y il cTaTTi MpoaHadi30BaHO
noteHmian reimigikamii y MTiABUINEHHI MOTHBAIIl CTYIEHTIB Ta €(QEKTUBHOCTI
HaBYaHHS, PO3IJSHYTO ii MepeBaru Ta pU3MKUA. AKTYaJdbHICTh II€i TEMU 3pOCTAE 3
KOXHUM POKOM 3aBJSIKM TOTEHLIady I1HTerpauli HOBUX LM(PPOBUX TEXHOJOTIH Y
HaBYaJIbHUI MpoIec.

Irpu Ta irpoBi eneMEeHTH TNoYald MPOHUKATH B PEAbHUN CBIT JOCUTH JABHO.
[efimiikarris, 110 BU3HAYAETHCSA SIK BUKOPUCTAHHS ITPOBOI MEXaHIKH, TUHAMIKH Ta
CTPYKTYPH JIJIsl 3a0X0UCHHS Oa’kaHO1 MOBEIIHKY, 3HAMIIUIA CBIM MIISIX Y TAKUX cdepax, K
OCBiTa, MAapKETHHT, TOJITHKA, 37M0poB’st [8]. [leski BizioHepH, SIK-OT TeHMAM3AHED
Jlxecci Llenn, BBaxkaroTh, 0 reimigikaris —1ie NepeTBOPEHHS YOT0 3aBroJIHO y Tpy [7].
Jlxecci Ilenn ysBistoe coOl CBOEPITHHIA TEUMITOKAIIICUC — TIOTETHYHE MallOyTHE, B
SIKOMY BC€ B TOBCSKJICHHOMY JKUTTI cTae rerMipikoBaHUM, BiJl YMILIEHHS 3yOiB [0
¢bi13uuHuX Bripas [6].

[ToTentiitna B3aeMo1isi MiXK rediMi(iKaIli€ro Ta OCBITHIMU YCTaHOBAaMHU OYEBHU/THA,
ayie He mo30aBlieHa 3aCTEepPEeKEeHb. X0Uua MOETHAHHSA OCBITHIX Ta ITPOBUX MEXaHi3MIB
MO>KHA TIOPIBHSITH 3 OPKECTPOM, JIe Pi3HI IHCTPYMEHTH T'PAOTh Pa30M, CTBOPIOIOYH
menoxiro. KoxkeH iIHCTpyMEHT BaXXJIMBUH, ajie 7S TOTo, 00 My3uKa OyJia KpacHBOIO,
noTpiOHa TOYHAa KoOpAMHALiSA. JlIs yCHIMIHOro BOPOBAJKEHHS Treimidikarii
HEOOX1JTHO CTBOPUTH PIBHI JUIsl BCIX YYHIB YMOBHU, B SAKHUX KOXXEH 3MOXKE JIOCSATTH
ycrixy. A came, 3alponoHyBaTH 3aBJaHHS PI3HOTO PIBHS CKJIAAHOCTI, MO0 KOXEH
y4€Hb MIr 00paTu Te, M0 HoMy mif cuiy. TakoX HEOoOXITHO 3a0X0UyBaTH KOXKHY
cnpoOy, HaBITh SKIIIO BOHA HE MPHUBEJIa 10 0a)KaHOTO pe3yIbTaTy, 00 YUH1 pO3yMiiH,
10 HE BAapTO 3/aBAaTHUCh MICIS JEKUIbKOX HEBJA4, OCKIJIbKM Ba)JIMBO HE TUIBKU
JOCSIT'TA METU Ta NEPEMOITH Y T'pl, ajie i HE MEHIU BaXKJIMBO HAOYTH HOBI 3HAHHA Ta
HaBUYKH.

3actocyBaHHA reimigikaiii B OCBITI Ta 1HIIMX cepax oOyMOBIEHE TphOMa
KIIFOUOBUMU (DaKTOpaMU: 3ITyYEHHSIM, €KCIIEPUMEHTOM 1 pe3yabTaToMm. [ eiimidikaris
€ CHCTEMOIO, SIKa CIIOHYKa€ JIIOJeH A0 aKTUBHOCTI, 3a0e3Meuyloyd YMOBHU JUIs
3aJTy4eHHs] HOBUX YYACHUKIB Ta MATPUMAHHSA IHTEPECY THX, XTO Bxke Oepe ydacTb. Lleit
IpoIEC Ma€e 0COOTUBY 3HAUMMICTh, OCKIJIbKY BIH MOTUBY€E YYAaCHHUKIB BUPILITyBaTH HOBI
3aB/aHHA. Yce IIe TMOB’SI3aHO 3 YHIKaJIbHUM JOCBIJIOM, SIKMW JIIOJMHA OTPUMYE B
IPOIIEC] TPU — 33JJ0OBOJICHHSIM BiJl IEPEMOT, 320X0UEHb Ta CXBaJeHH iHIMX. He MeHI
Ba)XXJIMBO, IO 1I€ CIPHUSE PO3BUTKY BHYTPINTHHOI MOTHBAIIl, KOJHM JIOJUHA MparHe
JOCSTTU pe3ysbTary, BiA4yBatouu iHTepec. [2].

983



ExcnepuMeHT y KOHTEKCTI reimidikariii BHCTyHnae KIIOYOBUM (PaKTOpOM st
CaMOBJIOCKOHAJICHHSI YYaCHHMKIB 1 MIJIBUILEHHA iXHIX pe3yapTaTiB. Cepen ioro
0COOJIMBOCTEN MOXHA BUIAUIMTH KijlbKa MOMEHTIB. [lo-niepiue, itoauHa MOXe 3a3HaTH
HEeBJIaul, IPOTE 3aBXKIU Ma€E MOXKJIUBICTh Mouyatu crovaTtky. [lo-npyre, reiimidikaris
CTUMYJIIOE€ MOTHBAIIIIO JIO TIOITYKY 1HHOBAIIMHUX PIllICHb Y BUKOHAHHI 3aBAaHb. [1].

OpHiero 3 MPUYMH BOPOBAKEHHS reiMidikaiii € ii kiHeBui pe3yabrat. JilicHo,
y i cepi MokHa 3HAWTH ycmimHi ctapTani. OcoOnuBy yBary mpuBepTae JOCBIJ
TaKUX CBITOBUX KoMmMaHid, sk Microsoft, Samsung Ta 1HIIUX, SIKI BUKOPUCTOBYIOTh
ITPOB1 €JIEMEHTH [JJisl JIOCATHEHHS BaXJMBHUX cCTpareriynux muie. Ilpaktuka
reiMidikaiii J1eMOHCTpYe, MO el miaxia crnpusie 3700yTTIO HOBUX 3HAaHb 1 BMiHb
Yyepes 3aIy4eHHs pecypciB IrpoBOi JisIIbHOCTI. [1].

["eitmiikarrist 37aTHa CTUMYJTIOBATH 3alTy4eHHS YUHIB 10 poOOTH B Kjacl, HaaTH
nejaroraM BJOCKOHAJIEHI 1HCTPYMEHTH [UJIsi CHpsIMYBaHHSI 1 3a0XOYEHHS Y4HIB, a
TaKOX HAJIUXHYTH iX Ha I[UTICHE HaBUYaHHS BIPOJOBXK YChOTO KHUTTS. BukopucTanHs
ITPOBHUX EJIEMEHTIB, TaKMX SK NPOrpPeC Ta HArOPOIW, POOUTh HABYAHHS IIKABUM
nporecoM. Y pe3ynbTaTi y4HI aKTHBHIIIE 3aTy4aroThCsl O BHUKOHAHHS 3aBJaHb,
MparHyTh JOCSATATH KpalIuX Pe3yIbTaTiB 1 JOKIAAAI0Th OUIBIIE 3yCHIIb JJIsl PO3YMIHHS
Mmarepiany [3].

OpHniero 3 nepeBar BUKOPUCTAHHS 1rop 1€ T€, 1[0 BOHA JI03BOJISIE CTBOPIOBATH
3aBJaHHS, SKI BUMAaramTh BiJl YYHIB PO3BUTKY HAaBHYOK KPUTUYHOTO MUCIICHHS,
AaHATITUKU Ta PO3B’s3yBaHHs mpoOiem. Hampukian, ckiaani irpoBi cutyarii abo
BUKJIINKH MOXYTh CTHMYJIOBAaTH YYHIB JIO TIONIYKY KpPEaTWBHUX PIIICHb,
EKCIIEpUMEHTIB Ta aHali3y Pi3HUX MIAXOAIB J0 BHUPIMICHHS 3aBlaHb. lle po3BuBae
HAaBUYKH, SIKI € BaKJIMBUMHU HE JIMILE B OCBITHbOMY IpOIIECi, aje M y mpodeciiiHiii
TIsUTBHOCTI [3].

[eitmiikariiss TakoX MO3UTHUBHO BIUIMBAE Ha EMOLIMHUN (OH, CTBOPIOIOYH
BITUYTTS 3aJ0BOJICHHS BiJl JocsTHeHHs wineil. lle, cBoero ueproro, miATpUMYyE
JIOBTOTPUBATY MOTHBAIIIIO YUYHIB 10 HaBYaHHs. JJis mpuKIiamy, OCBiTHI miatdopmu,
sak-oT Duolingo a6o Kahoot!, BuxopuctoBytoTh refimiikaiiro mis MiaBUIICHHS
YCIHIIIHOCTI Ta yTPUMaHHs 1HTEpPECY 0 HaBYAIBHOTO MaTepiaiy.

[Tonpu MO3UTUBHI acneKTH rermidikaiii, BOHA TAKOXX HECE MEBHI BUKIUKU Ta
pusuku. OOUH 13 OCHOBHHUX PHU3UKIB — LI€ HaJMIPHE 30CEPEIKCHHS Ha 30BHIIIHIX
BHHAropojaax, o MOKe 3HU3UTH BHYTPIIIHIO MOTHBAIIIIO 10 HAaBYAHHS. Y YHI MOXYTh
NoYaTH CIPUIMATH HATOPOJIHU SIK KIHIIEBY METY, 3a0yBarOUH MPO CaM MPOIIeC 3700y TTs
3HaHb [4].

[Ile ogHUM BHUKJIMKOM € pO3YapyBaHHS dYepe3 HEBJadli Y BHUKOHAHHI ITPOBUX
3aBIaHb. Y4Hi, K1 HE JOCATAIOTh YCIIXY, MOXKYTh BTPATUTH MOTHBAIIIIO 10 HABYaHHS,
OCKIJIbKHM BIJIUYBalOTh C€0€ BHUKIOYEHMMHU 3 COLIAJBHOTO CEpeJOBUIA, OCOOIMBO
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AKIIO YCIIX y I'pl NPUHOCUTH BU3HAHHA cepell OAHOMITKIB. Lle Moxe mpu3BecTH 110
COIllaJILHOT 130JIA1I11 Ta BTPATH BipH Yy BJIacHI 37110HOCTI [2].

OxpiM 1pboro, rewWmidikaiiss, IO MNEPEBAKHO OazyeTbcs Ha LUPPOBUX
TEXHOJIOTIAX, MOXK€ CTBOPUTH HEPIBHI YMOBH JJISl YUHIB, sIKI HE MalOTh JIOCTYIy JO
IHTEpPHETY a00 Cy4acCHHUX MPUCTPOIB.

Jnst rnubmioro aHamizy BIUIMBY reiMidikaiiii Ha OCBITHIA mporec Oyiio
IIPOBEJICHO OMUTYBaHHs 3a gornoMorow Google-dhopmu, Oyno onurano 202 y4HiIB 3
pi3Hux kiaciB (auB. liarpama 1). MeTta onuTyBaHHS — JII3HATUCS, SIK YUHI PO3YMIIOTh
reiimidikariro, SKi IepeBaru Ta HeI0JIIKH BOHA Ma€ B OCBITHROMY MPOIIECi, @ TAKOXK K
4acTo i1 BUKOPUCTOBYIOTh BUKIIaAadi. butbmiicts yuHiB (50,5%) (nuB. iarpama 2)
3HaIOTh, MO Take reumidikamis. 70,8% (auB. [iarpama 3) 3 HUX BBaXKarOTh, IO 1€
METOJI BUKOPHUCTaHHS IFPOBHX €JIEMEHTIB Yy HeIrpoBux KoHTekctax. 50% (auB.
Hiarpama 4) y4HiB BIAMOBLIH, 1110 IXH1 BUKJIa/1a4l BUKOPUCTOBYIOTh TedMi(iKaIliio mij
yac ypokiB. HalimommpeHimumMu npukiagamMu reimidikaiii, ki 3ycTpidaid y4Hi, €:
Scratch (44,6%); Roblox Studio (43,6%); Kahhot (26,2%); Kodu Game Lab (6,9%);
CodeCombat (5,4%); Hour of Code (5,4%); Codingame (4,5%) (muB. [liarpama 5).
79,2% yuHiB (quB. Jliarpama 6) BBaXxaroTh, 1110 TeiiMiikailis BILIUBAE HA 301JIbIICHHS
3aIl1KaBJICHOCTI Ta MOKpAaIlleHHs 3acBO€HHs Martepiany. [1{oao BBy reiimigikarii Ha
cnpuiHATTS 1HPopMaii, OutbiicTs yuHiB (51,5%) (nuB. Hiarpama 7) BiAmoBiId, 110
reiimigikailisa BIUIMBae 4yacTkoBo. HalmomupeHimmuMy BUIaMu J0JaTKOBUX CHCTEM
OI[IHIOBAHHSI, 3 IKUMH CTHKAJIUCS Y4HI, €: o1aTkoB1 6anu (64,4%), naropoau (18,3%),
npu3u (18,8%), memami (3maukm) (13,4%). Ha xans 53 yuni (26,2% ) B3aram He
CTUKAJIUCh 3 TAKUMU BHUJaMU OIliHtoBaHHS (nuB. Jliarpama 8). [Ilogo BimcoTKy dacy
YPOKY, IKUi Mae 3aiimaTu reitmigikanis 26,2% ydHIB BBaXKarOTh, 110 redMidikariis
noBuHHA ckiaaatu 30% BiJ ycboro yacy ypoky inpopmatuku, a 37,1% — 50% (aus.
Hiarpama 9). k1o po3risaaTv HEOMIKA BUKPUCTaHHS reliMidikallii B OCBITHBOMY
nporeci, To yuHi (45,3%) (muB. [liarpama 10) BBaxkarOTb, 10 BUKOPHUCTAHHS
reiimigikailii B OCBITI MOX€ BIUTMHYTH Ha 3MEHIICHHS 1HTEPECY YUHIB J0 HaBUYAHHS
0¢3 IrpOBUX CICMEHTIB.

3aranpHi BHUCHOBKH 3a pe3yJbTaTaMH ONUTYBaHHS BKa3ylOTh Ha Te, IO
reiimigikanis € BIIOMOIO Ta B)KMBAHOKO KOHLETIIEIO Cepell YUHIB, X0Ua HE BCl 3 HUX
MalTh OJHAKOBE PO3YMIHHS I[bOTO TEpMiHY. bBulbIIICTH YYHIB BBaXKalOTh
reiimigikaiio METOJ0M BUKOPUCTAHHS ITPOBUX €JIEMEHTIB Y HEIrPOBUX KOHTEKCTAaX.

CyTreBa dacTMHA BiJ3HauWiaa, IO IXHI BUKIAAadi BUKOPHUCTOBYIOTH
reiMidikariito mij 9ac ypokiB, NMpU IIbOMY BKa3aH1 Pi3HOMaHITHI MPHUKIIAJINA, TaKl K
Scratch, Roblox Studio, Kahoot, Tomo. Bemmuka kiIbpKiCTh Y4YHIB BBa)Kae€, IO
refiMidikallis MO3UTUBHO BIUIMBAE Ha IXHIO 3aIlIKaBJICHICTh Ta 3aCBOEHHS MaTepialy.
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omo cucteM OIIHIOBAaHHSA, 3/E€OUIBIIOTO Y4YHI CTHKAIOTHCS 3 JOJATKOBUMHU
OaslaMu, ajie TAKOK BKa3ylOTh Ha HASBHICTh IHIIUX ()OPM BUHArOpOIu. 3ayBaXkeHO, 110
MeBHA YaCTUHA YYHIB HE Ma€ JIOCBI1Y 3 TAKUMH BUJAMU OI[IHIOBAHHS.

[lomo vacy, sskuit Mae 3aiimatu reimidikalis mja yac ypoKiB, iICHY€ po301KHICTh
y IyMKax, aje OUTbLIICTh BBaXKa€, 110 BOHA MOBUHHA CKJIAJIaTH CYTTEBY YACTUHY 4acy
ypoky. [Ipore, BkazaHO iCHYIOY1 HEOTIKU, TaKl SIK MOKJIUBE 3MEHIIIEHHS IHTEPECY JI0
HaBYaHHS 0€3 IFPOBUX EJIEMEHTIB.

Omxe, 3pobseHi BUCHOBKM CBiYaTh MPO MOMYJSPHICTh reimidikamii cepen
YUHIB, TXHE TO3UTHBHE CTaBIIEHHS O IILOTO METOAY, ajie BOJHOYAC BKAa3yIOTh Ha
noTpedy yBaXXHOTO PO3IJISAAY HENONIKIB Ta 30aJaHCOBAaHOTO MIAXOAY [0
BUKOPHUCTaHHS reriMidikaliii B OCBITHbOMY IPOIIECI.

Hiarpama 1 Jliarpama 2

B Akomy Bu wnaci? o

Yu aHaeTe Bu, wo Take redmidikaula?
202 elanosinl SEY

202 signozigl

@5
[ X

7

[ B

® Tax
@ Hi

® 10
on

Hiarpama 3

Ilns yoro, Ha Baluy AyMKY, BUKOPUCTOBYETLCA redmMidikalin B ocBiTi? |_|:| Koniloeatin

143 npasunsHi Bignosini 3 202

3afiopoHa BUKODHUCTAHHA T
KOMM'SOTEpPHIX irop ) )

JAUIKABNEHOCT] ¥ HABUaHH| i
BuBEueRHR Irpossi CTpaTerin —36 (17.8%

DOsiexeHHA gocTyny Ao
HTEpHETY

CTRODEHHA KOHKYPEHTHO|
aTMOCDEepU

0 50 100 150
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Hiarpama 4

Yu sacTocosyBanu Buknagauvi reiimidikauir nig yac ypokie?

202 signosigl

Axi npuknagm reamidikauii Bu ayctpivanu?

202 mignosigi

Scratch

Roblox Studio
Kahhot

Kodu Game Lab
CodeCombat
Hour of Code
Codingame

He aycTpiuas (-na)

Minecraft
XMapa LWKonu
Garry's mod

Unity , Neockes, gamemrek_.
IT KHUTA
Pubg

TMporpama AnNA ManoBaHHA i..
Photoshop

® Tax
@ H

Hiarpama 5
LD Konioeatn

—90 (44.6%)
—88 (43,6%)
53 (26,2%)
14 (6.9%)
~11 (5,4%)
—11 (5.4%)
64 (31,7%)

11 (5,4%)
—2 (1%)
—1 (0,5%)
1 (0.5%)
1 (0.5%)
1 (0,5%)
1(0,5%)
1 (0.5%)
—1 (0,5%)

20 40 60 a0 100
[iarpama 6

|_D KoniosaTtu

fiKi nepeBaru Moxe MaTu redmidikayia B HaBYyanbHOMYy npoueci?

160 npasunbHi Bignosigl 3 202

V' 30insluexHs 2auikasneqocTi Ta
NOKPBLLEHHA 38CBOEHHR
marepiany

BigmO0Ba Bij BUKOPUCTAHHA
CyYaCHMX TexHonorin Y HaBYdHHI

3MEHLLISHHR IHAWBIAYaNEHOI
yEarM Jo yuHis

BHKODUCTEHHR TiNbKM ManepoBmx
niADYYHIMKE

0

—23 (11.4%)
—11 (5,4%)

—38 (4%)

50 100 150 200
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Hiarpama 7

Yu BNNuBac BUKOPUCTAHHA reMmidikaulii Ha CNpUAHATTA iHGopMauii? |0 Konicearu
202 signosigi
® Tax
@ Hi
@ 4Yactxoeo
Hiarpama 8
3 AKUMKW BUAAMK J0AaTKOBUX CUCTEM OLiHIOBaHHA Bu cTukanuceb nig yac [D KoniioaTti
ypokiB?
202 signosigi
Honatrosi Sanu 130 (64,4%)
Haropogu 37 (18,3%)
Mpu3au 38(18,8%)
Megani (aHauku) —27 (13,4%)
He cTukasca (-nacs) 53 (26,2%)
Pigsi
Aunnomu
Minecraft
MNaneposi GpacneTi
0 50 100 150
HMiarpama 9
AKWiA BIACOTOK Bif YCbOro Yacy ypoky iHQOpMaTHUKMU Mae CKNaaaTu [El KonioeaTti

reamidirauia?
53 npaBwnbHI Bignosigi 3 202
10%
J 30%
50%
70%

32 (15,8%)

100% -23 (11.4%)
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Hiarpama 10

AKi HeraTUBHI acCNeKTH MOXYTb BUHUMKHYTH NMPW BUKOPUCTaHHI reimidikauii |L:| KoniosaTi
HaB4aHHI, Ha Balwy AyYMKY?

35inslUeHHA MOTUEALT YJYHIB

e of |2,V

HagdaHsHA Ge3 ITpoSny enemMeHTIa
MNoRBa HOHENIKTIE MBK YYHAMY
MoxpaliexHR cnisnpaul B kNaci

BeegexHR SOOaTHOBMX
MOKNHBOCTER ANA TROPUYOCTI

0 20 40 60 20 100

[Ilo6 MiHiMI3yBaTH PU3MKHK TeiMidikallii, BaKJIMBO 3aCTOCOBYBATU METOJIUKH,
10 CIPSIMOBaH1 Ha 30epexeHHs OajlaHCy MK IFPOBUMH €JIEMEHTaMU Ta HABYAJIbHUMHU
missmMu. OQHUM 13 TaKMX METOAIB € nudepenttiaiis 3apaanb. Heo0xiaHo cTBOproBaTH
3aBJaHHS PI3HOTO PIBHS CKJIAJIHOCTI, OO0 KOXEH y4Y€Hh MaB MOKJIMBICTH BIAYYTH
yCHiX, IO COPUSITHME MIABUIIICHHIO MOTHBAIIIi. TakoX BaXKIIMBO 3a0X0UyBaTH KOXKHY
cpoOy, HaBITh AKIIO BOHA HE MpHU3BeNia J0 OAKAHOTO PE3yJIbTAaTy, OCKUIBKU came
MpoIleC HABYAHHSI, a HE TIepeMora y rpi, Mae OyTu oCHOBHOIO MeTor0. [1[00 yHUKHYTH
cowlianbHOi 130JALii, BapTO MPUAUIATH yBary I1HKIIO3MBHOCTI Ta 3a0e3nedyBaTu
OIATPUMKY VY4YHIB, $KI 3a3HalOTh HeBAa4. Bukmanayi MOXyTb BIPOBAKYBAaTH
MEXaHI3MH MIATPUMKH Ta KOJIEKTUBHOTO BHpIIIEHHS MpOOJeM, IO JAOMOMOXKE
3MEHIINUTA HETATUBHUNA €MOIIIHNI BILJIUB.

3aranpH1 pe3yJbTaTh OMUTYBAHHS CB1IYaTh MIPO Te, 110 TeiMidiKallis € BiJOMOIO
Ta BXKMBAHOIO KOHIEMIIEI0 cepell Y4HIB. DbBUIBIIICTH Y4YHIB BBaXKalOTh, IO
reiimigikariis crpuse MiIBUIESHHIO IXHBOI 3aI[iKaBICHOCTI Ta 3aCBOEHHS MaTepiaiy.
[Ipote, pe3ynbTaTh TaKOXK BKa3yHOTh Ha HEOOXIAHICTH 30aJlaHCOBAHOTO IMiIXOMY 0
BIIPOBA/XKEHHSI I'POBUX €JIEMEHTIB, 00 YHUKHYTH BTPATH IHTEPECY IO HABUAHHS 0€3
ITPOBUX MEXaHIK.

I'pamotHO OpranizoBaHa reiMidikallis MOXKE CTaTH MOTYKHUM 1HCTPYMEHTOM
JUTSL TABUIICHHS €(EKTHBHOCTI OCBITHBOTO MPOILIECY, ajle BAXKIMBO BpPAaXOBYBATH
MO>KJIMB1 BUKJIUKU Ta PU3UKH JIJIs1 JOCATHEHHS HaWKpaIuX pe3yJbTaTiB.
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