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O. V. Bereziuk*

This article examines the application of computer technologies in the educational process, which is
intended to become a tool for ensuring the success of the New School. Computer technologies are
considered as a systemic object that includes fundamental and essential categories: purpose,
methodological foundations, content, forms, methods, and outcomes. Computer technologies create
conditions not only for realizing opportunities for all participants in the pedagogical process but also
significantly contribute to the expansion of their professional skills and competencies.

The application of computer technologies is driven by the necessity to prepare a new generation of
learners at various educational levels who can effectively function in a digital environment, analyze
their level of digital competence, identify the skills and knowledge necessary for successful
performance in the context of digital transformation of education, and continuously seek ways to
improve their digital literacy.

The aim of this article is to outline and substantiate the conceptual foundations and practical tools
for the implementation of computer technologies within the modern education system. Enhancing the
quality of educational activities should be achieved through the adoption of educational technologies
focused on solving creative problems and developing relevant pedagogical experience for both learners
and educators.

Accordingly, this article explores the features of applying computer technologies in educational
institutions, their advantages, and challenges. Computer technologies are viewed as a means by
which humans master the material world through socially organized activity, which includes three
components: informational (scientific principles and justifications), material (tools and instruments),
and social (professionals possessing the required skills).

The effectiveness and impact of computer technologies in educational activities depend not only on
their technical capabilities but also on human interaction, organizational integration, and the skills of
educators who implement and manage them. The specificity of applying computer technologies in
educational institutions lies in the fact that educational tasks are executed more efficiently through
computer technologies; computer technologies involve the design of the educational process, defining
the structure and content of the learning and cognitive activities of both teachers and students; and
computer technologies contribute to the personal development of both educators and learners.
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As an example, the article analyzes the Canva platform, which has become one of the most popular
solutions for achieving pedagogical goals by offering a wide range of functions specifically adapted to
the needs of the educational process. Its versatility and user-friendly interface make it an
indispensable assistant for teachers, instructors, and students across different educational levels.

Keywords: technologies, computer technologies, digitalization, digital competence, educational
institution, electronic learning materials, computer-based testing systems, learning management
systems, Google Classroom, Canva application.

BHKOPHUCTAHHSI KOOMIT'IOTEPHUX TEXHOAOTI'IH B OISIABHOCTI
CYYACHHX OCBITHIX 3AKAAIB

O. B. Bepe3siok

Y ecmammi pozensdaembcsi 3aCcmocy8aHHsL KOMN IOMEPHUX MEXHOJL02il 8 OCBIMHbLOMY NPOUECT, siKe
Mmae cmamu HecmpymeHmom 3abesneuerHHss ycnixy Hoeoi wronu. Komn’tomepHi mexHON02iL
PO32710aI0MbCsl SIK CUCEeMHULL 06°erxkm, SKuli eirouae 8 cebe PyHOAMEHMAbHL ma 0008°3K08L Kamezopii:
Memy, MemoO0I02IMHL OCHOBU, 3micm, ¢hopmu, memodu ma pesysibmam. Came Komn’tomepHi mexHo102il
CMeoprIMb YMO8U HEe MiIbKU Ol peanizayii moxausocmeil Oasl YCiX YUACHUKI8 Nedazo2iuH0o20
npouecy, ane il Cnpusitome iICIMOMHOMY POSUUPEHHIO iX NPOPeCiliHUX 8MIHb MA HABUUOK.

3acmocy8aHHsT KOMN'IOMEpHUX MEexXHON02ill 3YMOB8aeHO HeOoOXIOHICm0 ni02omoeKu HO8020
NOKONIHHSL 3000Yyeauie oceimu pi3HO20 pIBHS, SKI 3MOXKYMb epeKmueHo @YHKYIoOHYysamu 8
yugposomy cepedoguldi, 6MIIOMb aHALBY8amu C8ili cmaH cgopmosaHocmi  YUppoesoi
KOMNemeHmHoOCmi, 8uU3HaUamu HeoOXiOHI HABUUKU ma 3HAHHS O/ YCniwHoi pobomu € ymoeax
yugposoi mparcgopmayii ocgimu, a MaKoIK NOCMIUHO HAMOAZAMUCS 3HAUMU WISXU NIOBUULEHHS
csoei yughposoi epamomHocmi. Memoro cmammi € oOKpecsieHHs: ma 00TPYHMYBAHHSL KOHUEeNnMyaibHUX
3acad i NPAKMUUHO20 IHCMPYMEHMApito 05t BNPOBAOIKEHHS KOMN TOMEepPHUX MEeXHO02ll 8 cucmemy
cyuacHoi ocgimu. IliosuwieHHst sKocmi ocg8imHbol OisiibHOocmi mae 30ilicHroeamucs uepe3
YNpoBAOIEHHS. MAKUX OCBIMHIX MEeXHOJ02lll, SKI OPIEHMO8AHI HA SUPIULEHHST MBOPUUX npobrem 1
popmyeaHHsL 8I0N08IOH020 nedazo2iuHo20 00c8idy 8 camux 30o0b6yeauis i nedazozie. Tomy e cmammi
docnioxeHo ocobaueocmi 3GCMOCYBAHHSL KOMN'IOMEPHUX MEeXHON02il 8 OC8IMHIMU 3aK1adax,
nepesazu ma mpyoHowi. Komn’romepHi mexHoi02ii po32110aromecst K Cnocid 0CBOEHHSL JIIOOUHOHO
MamepianbHo20 ceimy 3a O00NOMO20H0 COUIANLHO OpP2aHi308aHOl OLLILHOCMI, WO 6Kawuae mpu
KOMNOHEHMU: THPOPMAUIUHY (HAYKO8I NPUHUUNU ma OBTpYHMYE8AHHS), mamepianibHy (3HApPsi00s
npaui) ma coyianvHy (paxisyi, SKi maroms nPogeciiiHi HagUUKU).

EgexmugHicmsb ma 6niue Komn romepHuUx mexHo102ill 8 0C8IMHIil OislibHOCMI 3a1eXXUme He JuuLe
8i0 iIXHIX MexXHIUHUX Mmoxusocmell, a Ui 8i0 N00CbKOi 83aemo0ii, opeaHi3auiliHol iHmezpauyii ma
Hasguuox neoazozig, sKi ix enposadxkyroms ma Kepyrome Humu. Cneuyugpika 3acmocy8aHHs
KOMN 1omepHUX MexXHO02ili 8 OCBIMHIX 3aK1A0AX NOSI2AE 8 MOMY, U0 3 O0NOMO2010 KOMN IOMEPHOL
MexHOoN02i weudule BUKOHYIOMbBCSL OCB8IMHI 3080AHHS, KOMNtomepHa mexHoso2isl nepedbauae
NPoeEKm 0C8IMHbO20 NPOUecy, WO 6USHAUAE CMPYKMYypy ma 3Mmicm HASUANLHO-NISHABATbHOT
OlsIbHOCMI SIK 8UKLA0AUA, MAK | YUHSL, KOMN FOMepHi MexHOJ102li cnpusitoms po3geumiky ocobucmocmi
AK nedazoza, max i 3006yeaua.

B cmammi npoaHanizogaHo sk npukaad naamgopmy Canva, sKa cmana OOHUM 13
HAUNONYAAPHIUUX piuleHb 051 O0CSIZHEeHHST nedazo2iuHuxX uinetll, NPONoOHYrUU WUPOKUL chexkmp
yHKUll, cneyianbHO adanmoeaHux O/si nompebd oc8imHb020 npouecy i il yHisepcanbHicMms ma
3pyuHicme iHmepgeticy pobasims He3aMIHHUM NOMIUHUKOM OJisl 8UUMEi8, 8UKIA0AUI8 MA YUHI8 HA
PIBHUX PIBHSIX HOBUAHHSL.

Knrouoei cnoea: mexHos02ii, KOoMNn’romepHi  MexHOJ02ii, yugposizayis, yugposa
KOMNemeHmMHICMb, OC8IMHIU 3aKN1a0, eNeKMPOHHI HABUAIbHI Mamepianiu, KoMn'tomepHi mecmosi
cucmemu, cucmemu Yynpaeninis HaguaHHsm, Google Classroom, sacmocyrox Canva.

Introduction of the issue. Updating the IIocraHoBKa mnpobaemu. OHOBAEHHS
content of activities within the educational | 3micTy AIIABHOCTI CHCTEMHU OCBITHIX 3aKAAJIIB
institution system constitutes the | craHOBUTE OCHOBY CTPATETIYHUX 3aBAAHb, IKi
foundation of strategic tasks defined by the | Bu3Hadeni JdepkaBHUM cTaHmapToM 6a30BOi
State Standard of Basic Secondary | cepenaroi ocBitu [5], IIporpamoro "HoBa
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Education [5], the "New Ukrainian School"
Program [12], which necessitates the
implementation of the Law of Ukraine "On

Education", the Concept of Digital
Competence Development [10], the
National Doctrine of Education
Development in Ukraine, the Law of

Ukraine "On Vocational Training", and
other regulations.

One of the primary tasks is the pervasive
application of computer technologies in the
educational process, which is intended to
become a tool for ensuring the success of
the New School. The formation of digital
competence among educators and learners
presupposes their confident yet critical use
for creating, searching, processing, and

exchanging information within the
educational process, in pedagogical work,
in public spaces, and in private
communication.

Computer technologies create
conditions not only for realizing

opportunities for all participants in the
pedagogical process but also significantly
contribute to the expansion of their
professional skills and competencies. This
is largely due to the fact that computerized
educational materials are created using
multimedia tools, incorporating audio and
video support, animation, graphics, and
other interactive elements. Such materials
can be interactive: providing access to
educational information while engaging
with students and teachers and adjusting
their learning and cognitive activities
accordingly.

It is also important that computer-based
learning materials can be transmitted via
telecommunication networks, which has
enabled the organization of forms of
education such as distance learning, which

holds particular significance in
contemporary contexts.
The relevance of researching the

application of computer technologies is
driven by the necessity to prepare a new
generation of learners at various
educational levels who can function
effectively in a digital environment, analyze
their level of digital competence, identify
the skills and knowledge required for
successful performance in the context of
the digital transformation of education,

yKpaiHCbKa IIKoaa" [12], a Iie 3yMOBAIOE
HeOoOXimHICTL peaaizallii 3akoHy YKpaiHu
"IIpo  oceity', KoHIleniiiero  pPO3BUTKY
1 poBoi KOMIIETEHTHOCTI [10],
HarmionaabHOI JOKTPHUHM PO3BUTKY OCBITH B
Ykpaini, 3akony Ykpainu "TIpo mpodpecitize
HaB4YaHH4A" Ta iH.

I omHUM i3 OCHOBHHX TaKHUX 3aBIaHb €
HACKpi3HEe 3aCTOCYBaHHS  KOMIIIOTEPHUX
TEXHOAOTI B OCBITHBOMY IIPOILIECI, SIKE Ma€e
cTaTu IHCTPYMEHTOM 3a0e3IeYeHHs YCITiXy

HoBoi 1mikoau. PopmyBaHHS I1H(PPOBOI
KOMIIETEHTHOCTI TIlefaroriB i 3100yBadiB
nepenbadae  BIEBHEHE, a  BOQHOYAC,

KPUTHYHE 3aCTOCYBaHHS iX [ad CTBOPEHHS,
TIOIIYKY, OOpOoOKM, OOMiHYy iH(popMalli€ro B
OCBITHBOMY IIPOLIEC], B II€IATOTiYHi#i poboTi, B
IMyOAIYHOMY  HIPOCTOPi Ta  IIPHUBATHOMY
CITIAKYBaHHi.

Came KOMITIOTEPHI TEXHOAOTII CTBOPIOIOTH
YMOBH He TIABKU [ASI peaaizartii MoxKAMBOCTEH
[AST YCIX YYaCHHKIB II€JATOTiYHOIO IIPOILIECY,
ase ¥ CIIPUSIOTH iCTOTHOMY PO3MIMPEHHIO iX
npodpeciiHMX BMiHB Ta HaBH4YOK. lle
TIOB'dA3aHe 30KpeMa 3 TUM, 10
KOMITIOTEpH30BaHi HaBYaAbHI Marepiasu
CTBOPIOIOTBECH  3acobamMu  MyAbTUMeEia 3
BUKOPHUCTAHHAM aymio- Ta BiOeOCYIIPOBOLY,
aHimMarrii, MYABTUIIAIKAILI  TOLIO. Taki
MaTepiaAl MOXKYyTb OyTH iHTEPaKTUBHUMH:
HaIAI04YH JOCTYII 0 HaBYaAbHOI iH(popMartii,
BOHHM B3a€EMOJIIOTE 3 YYHEM, BYHUTEAEM, i
KOPETYIOTh ix HaBYaAbHO-ITi3HABAABHY
HisIABHICTBb. BaskAWBO i Te, 110 KOMII'IOTEpPHi
HaBYaAbHI MaTepiaal MOXKHA I[IepecHAaTH
yepe3 TEAeKOMYHIKalliiHi Mepexi, I,
30KpeMa, a0 MOXKAMBICTE OpraHizyBaTH
Taky ((opMy OCBiTM €K [OUCTaHIlifiHe
HaBYaHHY, III0 B Cy4YaCHHX peaAidx Mae€
BEAMKE 3HAQYEHHS.

AKTYaABHICTD OOCAIKEHHS 3aCTOCYBaHHS
KOMIT'FOTepPHUX TEXHOAOTIH 3yMOBAEHA
HEOOXiTHICTIO IiATOTOBKH HOBOTIO ITOKOAIHHSI
3n00yBadiB  OCBITH pi3HOro piBHd, SKi
3MOXKYTb e(QEKTHBHO (YHKIIIOHYBaTu B
T poBOMY CepeIoBHIL, BMiIOTb
aHaaidyBaTu CBifi cTaH cOpPMOBaHOCTI
poBoi  KOMIIETEHTHOCTi,  BH3HA4YaTU
HeoOXiMHI HAaBUYKY Ta 3HAHHSI JIAS YCITIIITHO]
pobotr B ymoBax HHGPOBOi TpaHchopmMartii
OCBiITH, a TaKoOxK IIOCTIiMHO HaMaraTucs
3HAUTU IIASIXU TiABUIIIEHHS CBOEI 111 POBOi
TPaMOTHOCTI.
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and continuously seek ways to enhance
their digital literacy.

Current state of the issue. The
problem of digitalization in modern
education has been examined in both

domestic and international scientific and
pedagogical literature. Key aspects of the
digitalization of the educational
environment are addressed by scholars
such as Hurevych R. [4], Zhaldak M. [7],
Kademia M., Petrenko O. [13], Spirin O.
[15], and others. Their work examines the
use of computers and information and
communication technologies in the
educational process.

Aspects of the impact of computer
technologies on the educational process
are studied by Zakharchenko T. [8],
Kondratenko T., Kryvonos O., Petrenko O.
[13], and others. The influence of computer
technologies on education quality, teaching
methodology, and the organization of the
educational environment has been
analyzed in the works of Sikora Ya. [14],
while the specifics of digitalization in the
modern education system are examined by

Verbivskyi D. [2], Kolesnikoval., and
others.
Significant  contributions to  the

understanding of digitalization as a
complex socio-pedagogical phenomenon
have been made by Verbovskyil.,
Novitska I., and others. Particular
attention should also be given to the works
of Alekseeva S., Zharkykh Yu.,
Malykhina O., Topuzova O., and others,
which investigate the specifics of
organizing the educational process under
martial law conditions. These studies
determine new requirements for the
development of digital competences among
learners and educators, for organizational
models of learning, and for the application
of computer technologies in the
contemporary educational environment
under wartime conditions.

There are studies that present specific
applications of individual computer
technologies. For instance, Kravchenko T.
examines digital visualization tools in the
educational process, specifically the
capabilities of Canva [11], while Melnyk S.
analyzes the impact of digital technologies
(Zoom, Google Meet, LearningApps,

AHaaiz ocraHHIX #mocaimxens i
myOaikamifi. IIpobaema 1m(poBizalii B
Cy4JacHIN OCBiTi BUCBITA€HA y BITYH3HAHIN Ta

3apyOizKHiH HayKOBO-TIEAATOTIYHit
AlTeparypi. BaxkauBi acriektu 1mmdposizartii
OCBITHBOTO  CEPEIOBHIIA  PO3TAIAAIOTHCS
TaKMMH BYeHMMH 9K IypeBud P. [4],
Kaamaxk M. [7], Kamemia M., Ilerpenko O.
[13], Cmipix O. [15] Ta iHmi. B npamax mux
BYEHHX PO3TASHYTO 3aCTOCyBaHHA
KOMITIOTepa, iH(popmartifiHo-
KOMYHIKAIiIfHIX TEXHOAOTIi B OCBITHBOMY
TIPOLIECI.

AcniekTH BIIAVBY KOMIT FOTEpPHUX

TEXHOAOTi Ha OCBITHIM HpolleC BUBYAIOTH
BaxapueHko T. [8], Kongparenko T.,
KpusoHnoc O., [Terpenko O. [13] Ta iHmii.
BriaAuB KOMITIOTEPHUX TEXHOAOTIH Ha
SKiCTh OCBITH, HA METOAUKY BUKAQIAHHS Ta

oprasizartito OCBITHBOT'O cepenoBHIIIA
spobseno B mpauax Cikopu d.  [14],
ocobAMBOCTI  IppoBizallii B  cUcTeMi

Cy4acHOi OCBiTH po3rasHyTo BepbiBcbkum /1.
[2], KoaecHikoBoro I. Ta iHIImmu.

Barowmuii BHECOK y PO3yMiHHS
mucpoBizarlii SgK CKAQQHOTO  COLiaABHO-
I1eJaroriYHOTO ABUIIA 3pobHAn
Bepboecrkuii I., Hoinprkal. Ta iH. Ha

OCODOAMBY yBary 3aCAyTrOBYIOTH TAKOXK IIparli
AnekceeBoi C., 2Kapkwux 0., Maawuxina O.,
ToryzoBa O. Ta IHIINX, [O€ M[OCAIIZKEHO
crrerpiKy oprasisallii OCBITHROTO IIPOIIECY B
yMOBaX BOEHHOI'O CTaHy, III0 JAeTepPMiHy€e HOBI
BUMOTHM 00  (OpMyBaHHA  IMQPOBUX
KOMITETEHTHOCTeH 3100yBadviB i I1e1aroriB, 10
opra”izamifHuxX MoJAeAell HaB4YaHHL, [0
3aCTOCYBaHHSI KOMITIOTEPHHX TEXHOAOTIH B
Cy4aCHOMY OCBITHBOMY CEPEIOBHUIIL B YMOBaxX
BOEHHOIO CTaHYy.

€ 1paii, B gKUX II0JAHO KOHKpPETHE
3aCTOCYBaHH  OKPEMHUX  KOMIIIOTEPHUX
TexHonorii. Tak, 3okpema Kpasuenko T.
posrasgaae 1 pPoBi iIHCTPYMEHTH Bidyaaizartii
B OCBITHBOMY IIpolleci MoxKAUBOCTi Canva'
[11], MeabHuk C. - BHAMB IIH(PPOBUX
TEXHOAOTIH (Zoom, Google Meet,
LearningApps, Wordwall) Ha  4KIiCTb
OCBITHBOTO IIPOIIECY Ta iH.

BapyOi>kHi BYeHi, 30Kpema [IKasgmiHi
Patnagke, Credani Ilepepa mocaimkyBasu
BUKOpHUCTaHHS TmaaTdopmu Padlet, saxa
CIIpUSE PO3BUTKY KpPEaTHBHOCTI, CIIiBIIpalli,
KPUTHYHOIO MHCA€HHS Ta KOMYHIKATHBHHX
HaBHUYOK 3700yBadiB ocBiTH. Aabd IHTEe Baur
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Wordwall) on the quality of the educational
process, among others.

Foreign scholars, including Jayamini
Ratnayake and Stephanie Perera, have
investigated the use of the Padlet platform,
which promotes the development of
creativity, collaboration, critical thinking,
and communication skills among learners.
Alf Inge Wang and Rabail Tahir have
explored game-based learning using the
Kahoot platform, which is most used for
reviewing and consolidating material,
positively influencing memory retention,
attention focus, and audience engagement
during lectures.

At the same time, analysis of research in
this field indicates that the digitalization of
the educational process, the formation of

individual digital competence, and the
methodology for applying computer
technologies in education require a

systematic, integrated, competency-based,
activity-oriented, and learner-centered
approach to developing digital literacy for
all participants in the educational process
and creating a safe and accessible digital
environment.

Outline of unresolved issues brought
up in the article. Despite the substantial
body of research on the digitalization of
education, most studies focus on
traditional computer technologies, which
do not fully account for the challenges and
specificities of the modern digital
transformation of  education. The
theoretical and methodological aspects of
integrating computer technologies into the
educational process, determining the
readiness levels of educational participants
to acquire digital competence and modern
computer technologies, conditions for
organized motivational and educational
activities, improvements to the material

and technical base of educational
institutions, and the preparation of
educators for the wuse of computer
technologies remain insufficiently
explored.

In this context, a scientific and practical
problem arises: the development of

conceptual foundations and practical tools
for implementing computer technologies
that would integrate into the modern

Ta Pabaian Taxip mocaimKyBasn HaBYaHHS
yepe3 rpy 3a goromoror Kahoot maardgopmu,
qKa B CBOIO 4epry, Haifyacrimre
BUKOPHCTOBYETbCSI [ASI IIOBTOPEHHS Ta
3aKpillA€eHHsI MaTepiasy, ITIO3UTUBHO BIIAMBAE
Ha 3ariaM 9TOBYBaHHS Marepiaay,
KOHIIEHTpAllil0 yBaru, akTHBi3allil ayauTopii
ITiT 9ac AeKITi.

Pazom 3 TUM aHaAi3 HAYKOBUX PO3BIOOK Y

JOCAKyBaHiii  cdepi  3acBimdye, IO
mudpoBizartis OCBITHBOTO IIPOLIECY,
dopmyBanHS 1MQPOBOI  KOMIIETEHTHOCTI
0COOHCTOCTI, METOIHKA 3aCTOCYBaHHSI
KOMITIOTEPHUX TEXHOAOT B OCBITHBOMY
Iporeci oTpebyIoTh CHCTEMHOTO,
IHTETPOBaHOIO, KOMIIETEHTHICHOTO,

[iSIABHICHOTO Ta OCOOHCTICHO 30Pi€EHTOBAHOTO
IiIXOMiB 0 PO3BUTKY LIMPOBOi IPaMOTHOCTI
BCIX Y4YaCHHKIB OCBITHBOI'O IIPOLIECY Ta
CTBOpeHHsI  0Oe3reyHoro #  IOCTYIIHOTO
II(PPOBOTO CEPETOBHIIIA.

BuaisreHHs HEBHPIiITHHX paHinre
YaCTHH 3araAbHOI IIPOOAE€MH, SIKHM
IPHCBSAYYETBCS CTATTA. [lonpy HaAIBHICTD
3HAYHOIO OOCATY HAYKOBHUX HAaIIPAIIOBaHb y
cchepi mdpoBizariii OCBiTH, OiABIIICTD i3 HUX
opieHTOBaHa Ha TPAAULIPAHI KOMIIIOTEPHI
TEXHOAOTII, III0 HE BPaxXOBYIOTb Yy IIOBHOMY
00csi3i BUKAMKHM Ta OCODAMBOCTI CydacHOI
mucpoBoi TparcdopMmartii ocBitu. He mocurts
OIIpallbOBaHNMH 3aAHUIIAIOTECS TEOPETHKO-
METOIOAOTIYHI aCIIeKTH iHTerpartii
KOMITIOTEPHUX TEXHOAOTIHH B OCBITHBOMY
IIPOLIECI, BH3HAYEHHSI pPiBHIB TI'OTOBHOCTI
yIaCHHUKIB OCBITHBOTO IPOLIECY 0
OBOAOIHHS IIM(PPOBOI0 KOMIIETEHTHICTIO,
Cy4aCHHMMH KOMIITOTEPHUMHU TEXHOAOTISIMH,
YMOBH CIIELiaABbHO opraxizoBaHOi1
MOTHUBAILNWHO TIPOCBITHUIILKOI MiSIABHOCTI,
TIOKpAIlleHHs MaTepiaAbHO-TEXHIYHOI 0a3u
OCBITHBOTO 3aKAaMy, OpraHizaltii BifmonimHoi
IIIATOTOBKYM  OCBITSH [0 BHUKOPHUCTAHHS
KOMIT'FOT€PHUX TEXHOAOTIH.

N oeroOMy KOHTEKCTi IIocTae HAayKOBO-

IpaKTHIHA mpobaema dopMyBaHHS
KOHLENITYaAbHUX 3acafl 1 I[IpaKTHIHOIO
IHCTPYMEHTaPito JIAST BITPOBAKEHHSA

KOMIT TOTEPHUX TEXHOAOTIH, sTka 6 iHTerpyBasa
B CHUCTeMy Cy4aCHOI OCBITH Ta 3abe3rnedyBasa
ii epeKTUBHICTE.

Mera craTTi - OKpECAEHHS Ta
OOTPYHTYBaHHS KOHIIENITYaABHUX 3acan i
IIPaKTHUYHOTO IHCTpYyMEHTAapito IAS
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education and its
effectiveness.

Aim of the research is to outline and
substantiate the conceptual foundations
and practical tools for implementing
computer technologies within the modern
education system.

Results and discussions. One way to
address this problem is the technological
approach, i.e., applying the concept of
"technology" to the field of education and
pedagogical processes in general.
Improving the quality of educational
activities should be achieved through the
introduction of educational technologies
aimed at solving creative problems and
developing relevant pedagogical experience
among both learners and educators.
Computer technologies precisely fulfill this
function.

The term "technology" originates from
the Greek words techne — art, skill, and
logos — study, and the term "pedagogical
technology" literally translates as "the
study of pedagogical art and skill" [13].

Based on this definition, the term
"pedagogical (educational) technology"
refers to the system of functioning of all
components of the pedagogical process,
built on scientific education, programmed
in time and space, leading to the intended
outcomes [13].

A central principle in any technology is
the detailed definition of the end result and
its precise achievement. Preconditions for
applying the concept of “technology” to
social processes include their
programmability, the definition of the final
properties of the intended product, the
means of its creation, the purposeful
modeling of conditions for its
implementation, as well as the actual
functioning of these processes [6].

According to the definition adopted by
UNESCO, computer technology is a
complex of interdependent scientific,
technological, and engineering disciplines
that study methods for the effective
organization of human labor involved in
processing and storing information;
computing equipment and methods of
interaction with humans and production
equipment; practical applications; as well

system ensure

BIIPOBaIXKEHHS KOMIITOTEPHHUX TEXHOAOTIH B
CHUCTEMY Cy4acCHOI OCBITH.

Buraaz ocHOBHOro matepiaay. OnqHum 3
criocobiB pO3BsI3aHHA [MAHOI IIPOOAEMH €
TEXHOAOTIYHHH IMiAXim, TOOTO 3aCTOCYBaHHS
HOHATTA "TexXHoAorida" mo cdepH OCBIiTH, OO
TIeJaTOTiYHUX IIPOoIleciB B3araai. [ligBuinenHs
SKOCT1 OCBITHBOI [iSIABHOCTL Mae
3MiMCHIOBATUCS Yepe3 YIIPOBAKEHHS TaKHUX
OCBITHIX TEXHOAOTIHM, SIKi Opi€HTOBaHI Ha
BUPIILIEHHS TBOPYHX IpodAeM i hopMyBaHHS
BiAIIOBITHOTO TIEIATOTIYHOIO JOCBILY B CAMUX
3mobyBadiB i megaroriB. Came TaKUMH €
KOMITFOTE€PHI TEXHOAOTI.

Cam mepmiH mexHOoN02isi TIOXOOUTH Bif
rpenpKoi techne — MHCTEIITBO, MalCTEPHICTD
Ta logoc — y4iHHS, a TepMiH 'NlemaroriyHa
TEeXHOAOTisI" B OyKBAaABHOMY II€PEKAaIi
O3Ha4ae "BUEHHI IIpo IIeIaToriyHe
MUCTEILITBO, MaticrepHicTs" [13].

Bizomemo 3a 0CHO8Y 8UIHAUEHHSL MEePMIHY
"nedazoziuHa (0Cc8IMHSsY) mMexHOoN02isl" CUCTEMY
dyHKITIOHYBaHHS BCix KOMIIOHEHTIB
IIeJaToTiYHOIO IIPOLIeCy, II00yZOBaHOIO Ha
HAyKOBI# OCBITi, 3aITporpaMoOBaHOi B 4aci Ta B
IpOCTOpi, IO IIPUBOOUTHL [0 HAAEKHUX
peayabpTartis [13].

[MpoBimHMKOM y Oyab-gIKili TEXHOAOTII
BBaKa€eThCH [eTasbHe BU3HAYEHHSI
KIHIIEBOTO PE3yABTaTy 1 TOYHE MOOCSITHEHHS
Horo. A 1mepeayMoOBaMH  3aCTOCYBaHHS
IIOHSATTSI 'TEXHOAOTIA" IIOA0 TIIPOILECIB Y
coliaabHIM cdepi € ix 3amporpamMoBaHiCTh,
OKPECAEHICTh KiHIIEBUX BAACTHUBOCTEH
nependaveHoro MIPOAYKTYy, 3acoliB  #Horo
CTBOPEHHSI, IUAECIIPIMOBAHE MOAEAIOBAHHS
YyMOB ix 3/iliCHEHHS, a TaKOX peaAbHe
PYHKITIOHYBaHHS ITUX IIPOLIECIB [0].

BinmosigHO [0 BU3HA4YEHHS, ITPUUHATOTO
IOHECKO, xkoMITioTepHa TEXHOAOTId — IIe
KOMIIAGKC  B3a€MO3AAE€KHUX, HAYKOBHX,
TEXHOAOTIYHHUX, IHDKEHEPHUX QUCLIWIIAIH, III10
BUBYAIOTL MeToau e(EeKTUBHOI opraHizarri
opari Arofed, 3alHaTUX OIIPAIfOBAHHSM i
30epekeHHaAM iH(opMallil; O0YHCAIOBAABLHY
TEXHIKY 1 MeToau opradizaili i B3aemomii 3
AIOOBMH 1 BHPOOHMYHUM yCTATKyBaHHSIM,
OpPaKTUYHI JOAATKH, a TAKOXK IOB’d3aHi 3
yCIM IIMM COLljaAbHiI, €EKOHOMIYHI i KYyABTYPHI
pobaemu [18].

3a CBO€IO CyTTIO, KOMIITOTE€PHI TEXHOAOTI
rnependbadaroTb I[IPaKTHUYHE 3aCTOCYBaHHS
KOMITIOTEPHUX CHCTEM, arapaTHOIoO Ta
IIPOrPaMHOIO 3a0e3neYeHHsT OAS BUPIIIIeHHS
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as related social, economic, and cultural
issues [18].

In essence, computer technologies imply
the practical application of computer
systems, hardware, and software to solve
real problems and improve various aspects
of human life. They encompass the study,
design, and implementation of computer
systems, networks, and software
applications for executing specific tasks or
functions [18].

Zharkykh Yu., Lysochenko S., and
others assert that computer technologies
manifest in the methods of particular
activities, in our case pedagogical
activities, in sets of material, technical,
energy, and labor factors, and in the means
of combining them to create a product or
service that meets specific educational
requirements [9]. Educational computer
technologies are based on the use of

computers and telecommunications
equipment.

Hurevych R. and other scholars define
computer technologies as an

interconnected set of tools, methods, and
personnel used for storing, processing, and
delivering information to solve specific
tasks [4]. This definition emphasizes the
systemic and human-centered nature of
these technologies.

Fedorchuk I. and others view computer
technologies as a way for humans to
master the material world through socially
organized activities, which include three
components: informational (scientific
principles and justifications), material
(tools of labor), and social (professionals
with the required skills) [16]. This
underscores their integral role in human
activity and social organization.

Sikora Ya. analyzes computer
technology through computer hardware
and software, including inventions
related to devices with central processors,
the Internet, and data  storage
devices [14].

All the definitions above consistently
emphasize the key elements of computer
technologies (hardware, software,
networks) and their utility for problem-

solving. Importantly, they also include
"personnel" and "socially organized
activity". This inclusion distinguishes

peaAsbHHX ITPOOAEM Ta IIOKpAIlleHHS Pi3HHX
acIleKTiB AIOJICBKOTO KUTTH. Bonu
OXOIIAIOIOTH BHBYEHHH, IIPOEKTYBaHHS Ta
BIIPOBQ/PKEHHSI ~ KOMITIOTEPHUX  CHCTEM,
MepeXX Ta IIPOoTPaMHUX [ONATKIB  OAd
BUKOHaHHS KOHKPETHUX 3aBOaHb abo
dyHKIIiH [18].

I0. XKapxkix, C. Amuco4eHKO
BBaXKAIOTb, II0 KOMITIOTEPHI TEXHOAOTII
IIPOSABASIFOTBECA y purioMax II€BHOI
[iSIABHOCTI, B HAIIIOMy BUIIAJIKY II€IaroTiuHiH,
Habopax MaTepiaAbHUX, TEXHIYHUX,
€HEePreTUYHUX, TPYAOBUX (PaKTOpiB, 3acobax
ix o0'emHaHHS A CTBOPEHHS IIPOAYKTY abo
IIOCAYTH, IO BiAIIOBIIAIOTH IEBHUM OCBIiTHIM
BuMoraum [9]. OcBiTHI KOMITIOTEPHI TE€XHOAOTI1
I'PYHTYIOTBCS Ha 3aCTOCYBaHHI KOMITIOTEPIB i
TEAEKOMYHIKAIiHOI TeXHIKU.

I'ypeBuu P. Ta iHmli ByeHi BH3HAYAIOTH
KOMIIIOTE€PHI TEXHOAOTII SIK B3a€EMOIIOB’sI3aHy
CYKYTIHICTb 3aco0iB, METOMIB Ta IIE€PCOHAAY,
110 BUKOPHCTOBYETLCS [ad  30epiraHHs,
00pobaeHHsT Ta Buaadi iH(opMariil 3 MeToro
BUpIIlIEHHS KOHKpeTHOro 3aBraHHda [4]. lLle
BHU3HAQYEHHA IIIIKPECAIOE CHCTEMHHMU Ta
AOJHOLIEHTPUYHUN Xapaxkrep UX
TEXHOAOTIH.

Bueni denmopuyk . Ta iHIm po3rasoaroTb
KOMITTOTE€PHI TEXHOAOTI SIK CITOCI0 OCBOEHHS
AIO[IMHOIO MaTepiaAbHOIO CBITY 32 JOIIOMOIOIO

Ta  IHII

COLIaABHO OpPraHi30BaHOi  MiSIABHOCTI, IIIO
BKAIOYaE TpPHU KOMIIOHEHTH: iH(opMalliiHy
(HayKOBI HPUHIMIIN Ta OOI'PYHTYBaHHsI),

MaTepiasbHy (3HApaans IIpalll) Ta COLLaABLHY
(paxiBri, axi MatoThk rpocpecititi HaBuYKY) [10].
lle migkpecatoe IXHIO HEBIIEMHY pPOAb Y
ATOZICHKIH MISIABHOCTI Ta CYCIIABHINM OpraHizartii.

Cikopa 1. aHaaizye KOMIT'IOTEPHY
TEXHOAOTII0 Yepe3 KOMITIOTEpPHE IIporpaMHe
Ta amnapaTHe 3abe3ledeHHs, SKe BKAIOYaE
BHHAXOAM, IIOBI3aHi 3 IIPUCTPOSIMHU, IO
MalOTh LIEHTPaABHHUM IIpoliecop, IHTepHeT Ta
IpHUCTPOi 30epiraHHa gaHux [14].

Bci HaBeIcHI BHILIE BU3HA4YEHHI
"KOMITIOTEPHUX  TEXHOAOTIH"'  IIOCAIZIOBHO
iOKPEeCAIOIOTh IXHI OCHOBHI  €A€MEHTH
(amapaTHe 3abe3reueHHs, IIporpaMHe

3abe3rneyeHHs, MepexKi) Ta IXHIO KOPHCHICTb
AT BUPIILIEHHS IIPo0AEM, aAe, IO BasKAUBO,
BOHHM TAaKOXK BKAIOYAIOTH '"IEpCOHaA" Ta
"'ColliaABHO OpraHizoBaHy migabHICTBE'. Lle
BKAIOYEHHS Bipi3HAE KOMII'TOT€PHi
TEXHOAOTI1 Bif IIPOCTUX TEXHIYHUX
apredakTiB, POPMYIOYH iX SIK COIIIOTEXHIYHY
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computer technologies from mere technical
artifacts, establishing them as socio-
technical systems. Consequently, the
effectiveness and impact of computer
technologies in educational activities
depend not only on their technical
capabilities but also on human interaction,
organizational integration, and the skills of
educators who implement and manage
them [3].

The specificity of applying computer
technologies in educational institutions
lies in the fact that educational tasks are
completed more efficiently using computer
technologies; computer technologies
involve the design of the educational
process, defining the structure and content
of learning and cognitive activities for both
teachers and students; and computer
technologies contribute to the personal
development of both educators and
learners [7].

The methodology for applying computer
technologies can be either centralized or
decentralized. In the case of centralized
computer technology, the user’s ability to
access large volumes of information in the
form of databases and a wide range of
informational products is considered due
to their centralized reception.

The disadvantages of this methodology
include limited responsibility of learners,
which does not facilitate the prompt
acquisition of information by the user,
thereby hindering the correct formulation
of executive decisions, as well as
limitations on the learner’s opportunities in
obtaining and using information [7].

Decentralized computer technology
involves information processing and is
associated with the emergence of personal
computers and the development of
telecommunication tools, now including
laptops and tablets. It has significantly
displaced the previous technology, as it
provides both learners and educators with
broad opportunities to work with
information and does not restrict their
initiative.

The advantages of this methodology
include structural flexibility, which allows
for user initiative; reduced reliance on a
central computer and, accordingly, less

cucreMy. lle o3Hadae, 10 e(PEKTUBHICTL Ta
BIIAB KOMITFOTEPHUX TEXHOAOTIH B OCBITHiM
OIIABHOCTI 3aA€XXHUTL He AMIIle Big IXHIX
TEXHIYHHUX MOXKAUBOCTEH, a ¥ BiJ AIOICHKOI
B3aeMOfii, opra”izaiifiHoi iHTerpaiii Ta
HaBUYOK [I€JATOriB, SIKi iX BIIPOBa/LKYIOTh Ta
KepyIoTb HUMHU [3].

Crnenucika 3acToCyBaHHS KOMIIFOTEPHUX
TEXHOAOTIM B OCBITHIX 3aKAa[ax IIOAdTae B
TOMy, IIO 3a [JOIOMOIOI0 KOMIIIOTEPHOL
TEXHOAOTII IIBH/IIIE BHKOHYIOTBCSI OCBITHi
3aBIAHHS]; KOMIT'IOTEpHA TEXHOAOTISI
nependadae IPOEKT OCBITHHOIO IIPOIIECY, III0
BU3HAQYa€E CTPYKTYypPy Ta 3MiIiCT HaB4aAbHO-
MMi3HABAABLHOI MiSIABHOCTI 9K BHKAQa4da, TaK
1y9HY; KOMITIOTEPHI TEXHOAOTI CIIPHUAIOTH
PO3BHTKY OCOOHUCTOCTI K TIIefarora, Tak
i 3mobyBaya [7].

MeTomoAoris 3acTOCyBaHHS KOMIT FOTEPHUX
TEXHOAOTIHI MOXKe OyTH 9K IIeHTpasizoBaHa
TEXHOAOTISI, TakK 1 AeneHTpasizoBaHa. I[Ipu
3aCTOCYBaHHI IIEHTPaAi30BaHOI KOMIT IOTEPHOI
TEXHOAOTI1 BpPaxOBY€ETLCHA MOZKAUBICTH
3BEpPTaHHA KOPUCTyBaya /10 BEAUKHUX MaCHUBIiB

iHpopmartii y Buragmi 06a3 mgaHMX 1 40
iHpopmartifiHol IPOIYKILii LITUPOKOI
HOMEHKAATyPH 3aBAAKHU ix

EHTPAaAI30BAHOMY TTPUHHSITTIO.
Henmoaikamu Takoi METOMOAOTI € oOMeReHa
BIOITOBIIAABHICTE 3400yBadiB, III0 HE CIIPHUSIE

OoInepaTHBHOMY  Ofep:KaHHIO  iHdopMmartii
KOPHCTYyBa4YeM, THM CaMUM II€PELITKO/BKAIOYH
MIPaBHUABHOCTI ~ BHpPODITKY  BHKOHABCBHKIX

pillleHb; OOMEKEHHST MOXKAMBOCTEH 3100yBadya

B IIpPOLECi ofep:KaHHA Ta BHUKOPHUCTAHHS
indopmautii [7].

[erienTpasizoBana KOMITIOTepHa
TEXHOAOTISI ~ IIoadrae B OIpallfoBaHHi
iHpopmartii Ta TIOB’I3aHa 3  IIOSBOIO
IEPCOHAABHHX KOMITIOTEPIB 1 PO3BUTKOM
3acobiB  TeAeKOMyHiIKaIlil. Teniep e

HOyTOyKM, IAaHIIeTH. BoHa myske iCTOTHO
IIOTICHUAA IIOIIEPESHIO TEXHOAOTII0, OCKIABKH
[a€ B OCBITHBOMYy Ipolleci i 3moOyBady, i
eJarory IIMHPOKiI MOXKAMBOCTI B poboTi 3
iH(popMmailiero i He 0OMeXKye IX iHIIaTHB.
[TepeBaraMu Takoi METOJOAOTI € THYYKIiCTb

CTPYKTYPH, 10 3abe3nedye  IIPOCTip
iHilfiaTBaM  KOPHCTyBa4da;  3MEHIIIEHHS
norpeb B KOPHUCTYBaHHI IIEHTPAABHUM
KOMIT'IOT€pOM i BIATIOBIZTHO MEHILIE
3araAbHOTO  KOHTPOAIO;  OiAbIIl  ITOBHA
peaaizaitia TBOPYOro TIOTEHILaAy
KOpHUCTyBada  3aBASKM  BHKOPHUCTAHHIO

3ac00iB KOMIT FOTE€PHOIO 3B’I3KY.
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overall control; and fuller realization of the
user’s creative potential through the use of
computer communication tools.

However, this methodology also has
drawbacks: difficulty in standardization
due to the large number of unique
developments; psychological resistance
from users, which necessitates standards
in ready-made software products; and
uneven development of computer
technology proficiency at local levels,
primarily determined by the training of
educators and learners.

The described advantages and
disadvantages of  centralized and
decentralized computer technologies have
led to the need to follow a balanced
approach in educational institutions,
applying both methodologies where
appropriate. This approach can be termed
a rational methodology [7].

The application of computer
technologies can be determined by specific
educational needs:

1. Collection of general requirements:
conducting surveys, interviews, and group
discussions among educators, learners,
and administrative staff to gather overall
requirements for the educational platform,;
identification of the main problems and
needs arising in traditional learning.

2. Convenience for online lessons:
providing opportunities for interaction with
learners and monitoring the educational
process; identifying learners’ expectations,
such as accessibility of learning materials,
interactivity, and collaboration with peers;

adherence to the requirements of
educational administrators.
3. Assessment of technical

capabilities: evaluating users’ technical
literacy and access to informational tools;
establishing requirements for data security
and confidentiality.

4. Feedback collection: conducting test
focus groups and pilot projects to gather
additional feedback on specific aspects of

the platform; considering users’
suggestions and proposals for
improvements.

5. Development of a comprehensive
framework: considering all aspects of

[Iporte 119 METOAOAOTISI Ma€E 1 CBOI HEIOAIKH:
CKAQIHICTb CTaHAAPTHU3allii Yepe3 BEAHUKY
KIABKICTh YHIKaABHHX PO3pPO0OK;
TICHXOAOTIYHE HETIPUUHSATTS KOPUCTYyBadaMH,
10 BHUMAarae CTaHAapTiB y  TOTOBUX
IpOorpaMHHUX MPOAYKTaX; HEePiBHOMIPHICTb
PO3BUTKY PiBHSI BOAOIHHS KOMIIIOTEPHOIO
TEXHOAOTIEI0 Ha AOKAABHMX MICIFOX, IO B
IepLly  4Yepry  BHU3HAYAETHCA  pPiBHEM
[IiATOTOBKY Ilefarora i 3mooyBayda.

Omnumcani nepeBarv i HE/IOAIKH
LIEHTPaAi30BaHOl i JELEeHTPaAi30BaHOL
KOMITIOTEPHOI  TEXHOAOTii IIPU3BEAM [0
HEOOXiTHOCTI HPUTPHUMYBATHUCH B OCBITHIX
3aKAa[ax AiHiI PO3YyMHOIO 3aCTOCYBaHHS i
TOTO, i iHIMOrO Hizxony. Takui migxin MoxkHaA
Ha3BaTH PaIliOHAABHOIO METO/IOAOTIETO [7].

3acTocyBaHHSI KOMITIOTEPHUX TEXHOAOTIH
MozKe OyTH IIpU IEBHUX OCBITHIX moTpebax.

1. 306ip 3araspHUX BHMOT: ITPOBEOEHHS
OIMTyBaHb, iHTEPB'IO Ta TI'PyHOBUX MIUCKYCiH
cepen BUKAQIAYiB, 3n00yBaviB i
aaMIHICTPATUBHOIO IIEPCOHaAy mOad  300py
3araAbHUX BHMOI [0 OCBITHBOI MAaTdopMy;
BHU3HAYEHHS OCHOBHUX IIpobAeM Ta oTped, 1110
BHHHUKAIOTH ITi] Yac TPaaUIliiHOrO HaBYaHHS.

2. [1as1 3py9IHOCTI BEIEHHA OHAAMH 3aHSITh,
MOKAMBOCTEH B3aeMozii 3 3mo0yBadaMu Ta

MOHITOPHHIY OCBITHBOTO IIPOLIECY;
BHU3HAYEHHS OYiKyBaHb 3000yBadiB, TAKHUX SIK
JOCTYITHICTD HaBYaABHOIO Marepiaay,

IHTepPaKTHUBHICTb Ta MOXKAWBICTE CITiBIIpalli 3
iHmmMuM 3n06yBayaMy; OOTPUMAaHHS BHMOT
YIIPABAIHIIIB OCBITHBOIO 3aKAQTY .

3. [Ipy BUBYEHHI TEXHIYHUX MOXKAMBOCTEN
KOPUCTYBadiB, BH3HA4E€HHd IXHBOIO piBHA
TEeXHI{YHOI TIPaMOTHOCTI Ta [OOCTYIly [0
indpopmariifiHux 3acobiB; BCTAHOBACHHS BHMOT
10 6e3reKy Ta KOH(PIAEHIIIHHOCTI JaHuX.

4. 36ip ¢inbeky: HIpPoBEOEHHS TECTOBUX
OKyC-rpyII Ta IMAOTHUX IIPOEKTIB AT 300Dy
[0MaTKOBOro  (pigbeKy 100 KOHKPETHHX
acIleKTiB raaTdopMy; BpaxyBaHHsI
rnobaxkaHb Ta IIPONO3ULIHl KOPHCTyBadiB
IIT0/T0 MOXKAMBHX ITOKpAIllEeHb.

5. Po3pobka 3arasbHOTO 300pasKeHHs, SIKe
BpaxoBy€e BCi aCIleKTH BUMOTI Pi3HUX TPyl
KOPHUCTYBAYiB Ta TEXHiYHI OOMEIKEHHS;
BU3HAYEHHd IIPIOPUTETIB Ta OCHOBHUX
PYHKII#H yIaCHUKIB OCBITHBOTO ITPOIIECY, SKi
MarTh OyTH peasi3oBaHi B IepIiry depry [9].

PeaaizyBaTii  KOMITIOTEPHiI  TEXHOAOTIl
HaBYaHH4 Ta BUXOBaHHS MOXKAWBO AUIIIE TIPU
HagBHOCTI BIiZTIOBITHOTO HaB4YaAbHO-
METOIMYHOTO KOMIIAEKCY, a  TakoX
KOMIT IOTE€PHOI I'paMOTHOCTI rreaarora [7].
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different user groups’ requirements and
technical constraints; determining
priorities and essential functions to be
implemented first for participants in the
educational process [9].

The implementation of computer
technologies for teaching and learning is
possible only when an appropriate
educational-methodical toolkit is available,
as well as the educator’s computer
literacy [7].

The use of computer technologies aimed
at increasing the efficiency of the
educational process allows for combining
traditional and digital methods, changing
both the methods and content of
traditional learner training, bridging the
organization of educational content with

research  activities, and  developing
computer skills through numerous
professional experiments.

This primarily includes e-learning:
electronic learning materials (ELMs),

multimedia textbooks, virtual simulators
replicating real experiments, remotely
controlled laboratory work, computer-
based testing management systems, and
more.

Regarding administrative activities in
the educational system, computer
technologies provide tools for conducting
educational-administrative work, such as
formats and tools for supporting electronic
learning materials, tools for assessing

learning success, and network
communication means (e-mail, chat,
forums, file-sharing systems,

videoconferences, etc.).

The benefits of applying computer
technologies in educational institutions
include: expansion of programmable
learning possibilities; the use of color,
graphics, animation, music, and video to

engage learners with the material,;
improved understanding of complex
mechanisms and machines; access to

databases, and more.

The disadvantages include: insufficient
proficiency of the educator or learner; lack
of motivation in the specified direction;
insufficient digital competence;

Bukopucranuga KOMIT FOTepHUX
TEXHOAOTIM, CIPSIMOBaHUX Ha MiABUILIIEHHA
e(PeKTUBHOCTI OCBiTHBOT'O IIPOLIECY,
[OO3BOAUTH  IIOEMHATHU  Tpaaullifine  #
KOMITIOT€pHE, 3MIiHHUTH MeToAu 1 3MicT
TPaOULIIFTHOTO ITiATOTOBKH 3/100yBaviB OCBITH,
30AM3UTH TPOIIEC OpraHisariii 3MiCTy OCBITH
Ta  IIpPOIleC  HAYKOBOIO  JIOCAI/?KEHHH,
PO3BHHYTH BMIiHHA ¥ HABUYKHU pPOOOTH 3
KOMITIOTEpPOM IIpH IIPOBENEHHI YHMCAEHHUX
IpopeCifHIX €KCIIEPUMEHTIB TOLIIO.

Ciomm MM, B IIEpILy Yepry, BiIHOCHMO
€AEKTPOHHE HaBYaHHS (e-learning): eAeKTPOHHI
HaB4aAbHI Matepiaan (EHM), myasTrmermitiai

OiOpyYHWKH, BIpPTyaAbHI  CHUMYASITOPU — —
BIATBOPIOBa4Yi  PEAABHHX  €KCIIEPUMEHTIB,
AabopaTopHi pobotu JVICTaHITIHOTO
KepyBaHHS], CHUCTEMU YIIpaBAIHHS

KOMIT FOTEPHHUM TECTYBAHHSIM TOITIO.

[TTo >k CTOCYETHCS YIIPABAIHCHKOI JiIABHOCTIL
B CHCTEeMi OCBiTH, TO L& OyayTb 3acobu
IIPOBEEHHS  HaBYaABHO-aMiHICTPaTUBHOI
pobotu, a came popMaTtH i 3aco0U IATPHUMKHU
E€ACKTPOHHHMX HaBYaABHUX MaTepiaaiB, 3acobu
[IaTHOCTHKY YCITIITHOCTI HaBYaHHSI, MEPEXKEBI
3aco0M KOMYHIKalli (eAeKTpoHHa Iomra (e-
mail), gaT, popyM, cucTeMu 0OMiHy pariramu,
BiZIeOKOH(MEPEHLLi] Ta iH.).

[Tpu 3aCTOCYBaHHi KOMIT FOTEPHUX
TEXHOAOTI B OCBITHIX 3akaagax € Oarato
IO3UTHUBHOIO, a cawme: KOMII FTOT€PHi
TEXHOAOTI] PO3LUINPIOIOTH MOZKAUBOCTI
IIPOTPAaMHOIO HaBYaHHS; Koaip, Trpadika,
MYABTUIIAIKALLS, My3UKa, BiZIe0 BUKAUKAIOTh
iHTepec B 3H00yBadiB 10 BUBYEHHS
HaBYaAbBHOIO Marepiaay, [iIBUIIYIOTH
epeKTHBHICTh clIpuiiMaHHS iH(opMallii; 3a
JIOTIOMOI'OI0 KOMITIOTEpa MOXKHa Kpallle
IIOSICHUTH OPUHLMNON  mOii CKAQTHUX
MeXaHi3MiB i MalllH; KOMIT IOT€PHI TE€XHOAOTI1
BIIKPHUBAIOTH JOCTYII 10 06a3 JaHuX Ta iH.

o HEIOAIKIB 3aCTOCYBaHHS
KOMITIOTEPHHX TEXHOAOTIH MOXKHA BiTHECTH:
HeOCTaTHE BOAOMIHHA 3 OOKy Itemarora abo
V4HSI; HEJOCTATHIO BMOTHBOBAHICTh B POOOTi
3a3HAYEHOI0 HAIIPSIMKY; HEIOCTATHIN piBeHb
1 poBoi KOMIIETEHTHOCT; HEe3HaHHd
IPUHOMIB, OCHOBHHX [IPUHIINIIB
PO3B’I3yBaHHd [1eBHOI HAaBYaABHOI 3a1adi, [e
3a [JOIIOMOIOI0 KOMITIOTEPHUX TEXHOAOTIH
IIPOIIOHYETECA BHUKOHATH IIEBHUH KpPOK B
PO3B’I3yBaHHi; HE BOAOIHHSI CTPATETiYHUM
YSIBA€HHSIM IIPO IIIASIXH PO3B’I3yBaHHS IIEBHOL
npobaeMu abo 3aBOAHHA 3a JOIOMOTOIO
IEBHOI KOMITIOTEPHOI TEXHOAOTIi Ta iH. [16].
SIKI0 Temaror camM He BimdyBae motpebu B
OBOAO/IHHI KOMITIOTEPHUMHU TEXHOAOTISIMH,

219



Zhytomyr Ivan Franko State University Journal. Pedagogical Sciences. Vol. 4 (123)

Bicrux 2KumomupcoKozo 0epiagHoz0 YHigepcumemy imeHi Isara dpanka.
ITedazoeiuni Hayku. Bun. 4 (123)

unfamiliarity with methods and principles
for solving specific learning tasks using
computer technologies; lack of strategic
understanding of how to solve certain
problems  using  specific = computer
technologies, among others [16]. If an
educator does not feel the need to master
computer technologies and adopts a
passive, non-interventionist approach, a
large percentage of learners will not engage
in the process. Mastering a computer,
however, does not necessarily imply
readiness to use it in the educational
process. For this, one must: have a clear
understanding of the practical application
of modern multimedia technologies and
master the methodology for wusing
information and communication
technologies [13].

The most commonly applied computer
technologies in the educational system can
be divided into three groups:

1. Network technologies: using local
and global Internet networks (electronic

versions of methodological
recommendations, manuals, distance
learning servers providing interactive

communication via the Internet, including
real-time online learning).

2. Local computer-oriented
technologies: programs, computer models
of real processes, demonstration programs,
electronic problem sets, control programs,
and didactic materials.

3. Multimedia technologies: enabling
the integration, processing, and
simultaneous reproduction of various
types of signals, environments, tools, and
methods of information exchange. These
audio-visual tools provide possibilities that
traditional methodological
recommendations cannot [1].

Among modern computer technologies
in education are: creating didactic
materials using Canva and PicMonkey;
creating thematic catalogs of Internet
resources using Padlet; developing
electronic educational-methodical
complexes using Microsoft Office Front
Page; creating electronic tests with Google
Forms and Kahoot; project methods and
bulletins with Microsoft Publisher and
Canva; and developing lessons and

3afiMae MacHUBHY IIO3UILI0 HEBTPY4YaHHH, TO
Oy’Ke BEAMKHH BIICOTOK 1 3m00yBadiB He
BKAIOUMTBCSI B IIeH IIporiec. Aae OCBOITH
KOMITIOTEp Ille He O3Hadyae OyTH TOTOBHUM
3aCTOCOBYBaTH HOro B HaBYaAbHOMY ITPOLIECI.
Jag 11b0r0 HEOOXiMHO: MAaTH YSIBAEHHS IIPO

MOZKAUBOCTI IIPaKTUYHOI peaaizartii
BUKOPUCTAHHS Cy4YaCHUX MYABTUMEIIHHIX
TEXHOAOTIH; BOAOJIITH METOIUKOIO
3aCTOCYBaHHS iHdopMarriHo-

KOMYHIKaTHBHHX TE€XHOAOTIH [13].
KoMITroTepHi TEXHOAOTIl, Ki HaMOIABIII
4acTO 3aCTOCOBYIOTECS B CHUCTEMi OCBITH,
MOZKHA PO3JIAUTHU Ha TPHU TPYHHU: 1) MepeskeBi
TEXHOAOTiI, III0 BUKOPHCTOBYIOTH AOKaABHi

Mepexi Ta TraobaabHI Mepexi Internet
(eaexkTpoHHI BapiaHTH METOAUYHUX
peEKOMeHaIiH, MIOCIOHUKIB, cepBepH

JAVCTaHIIIHONO HaBYAHHS, 1110 3a0e31eYyI0Th
IHTepaKTUBHUM 3B'd30K uepe3 Internet, B
TOMYy 4YHCAI B PEXHUMi pPeasbHOIo 4acy,
HaBYaHHA B PEXMUMi OHAAMH); 2) TEXHOAOTI,

OPI€EHTOBaHI Ha AOKAAbHI  KOMII'TOTEPH
(mporpaMy, KOMITIIOTEPHI MOIEAI PeasbHHX
IIPOLIECIB, JEMOHCTpalliiiHi IIporpamMH,
€AEKTPOHHI 3aIa4YHUKH, KOHTPOAIOIOY1
IIporpamH, OUOaKTHIHL Matepiaam);

3) TexHOAOTii, FKi MO3BOASIIOTH 3a JOIIOMOI'OIO
KOMITIoTepa iHTerpyBatH, o0pobasgru i
BOZIHOYAC BiITBOPIOBATH Pi3HOMAHITHI THIIN
CHTHaAIB, pi3HI cepenoBHIlla, 3acodu i
cmocodbn obmiHy iH(opMmami€ro, i gKi
HA3UBAIOTLCS MyAbTUMenitiHuMA. Lli 3acobw,
B SIKMX BUKOPHCTOBYETBCS aydio-Bi3yasbHUMN
dopmaT, HAOAIOTH TaKi MOKAMBOCTI, SKi
TPaaULiPiHI METOOAWYHI PEeKOMEeHIAallii HaaaTu
He MOXKYTb [1].

Cepen Cy4JacHUX KOMIT FOTepPHHUX
TEXHOAOTII B OCBITI MOKHa, HaIIPUKAAL,
BUTIAUTH TakKi: CTBOPEHHA IUAAKTHYHHX
IIOCIOHUKIB 3a JOIIOMOIOIO 3aCTOCYHKIB Canva
Ta PicMonkey; CTBOpeHHSI TeMaTHYHOIO
Karaaory [HTepHeT-pecypciB B 3aCTOCYHKY
Padlet; cTBOpeHHS €AEKTPOHHHX HABYAABHO-
METOOMYHUX KOMIIAEKCIB 3a JOIIOMOI'OIO
nporpaMHoro mnponykry Microsoft Office
Front Page; cTBOpeHHSI €A€KTPOHHUX TECTIB
3a moromororo Google Forms Ta Kahoot;
MeTOn TIPOeKTIiB 1 Oroaereni Microsoft
Publisher, Canva; po3pobka HaBYaABHHX
3aHATh Ta  II03aKAACHHUX  3axodiB 3
BHKOPHUCTAHHAM [HTEepHeT-pecypciB Ta iHIIIi.

MozkHa BUIIAUTH OCHOBHI IT€JaTrOTi4Hi I1iAl
BHKOPHUCTAHHSI KOMITIOTEPHUX TEXHOAOTIH B
OCBITHBOMY TIIPOLIECi: PO3BHUTOK TBOPYOIO
TIOTEHITIaAy ocobucTocTi, ii 3mibHOCTEM Ta
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extracurricular activities using Internet
resources.

The main pedagogical goals of using
computer technologies in the educational
process include: developing personal
creative potential, abilities, and
communication skills; promoting
experimental and research activities;
cultivating learning culture; increasing
learning motivation; intensifying all levels
of the educational process; enhancing its
efficiency and quality; and meeting societal
demands through computer technology
literacy [1].

For example, Canva has become one of
the most popular solutions for achieving
pedagogical goals, offering a wide range of
features specifically adapted for the
educational process. Its versatility and
user-friendly interface make it an
indispensable tool for teachers, lecturers,
and students at various educational
levels.

Canva provides an impressive set of
tools that open new opportunities for
organizing the learning process. Central
to these is a vast library of professional
templates covering all aspects of
educational activity. Teachers can use
pre-designed layouts to create
presentations that transform complex
material into clear visual narratives,
develop aesthetically appealing lesson
plans and schedules, and design
informative posters and announcements
for school bulletin boards. Templates for
infographics are particularly valuable,
allowing for clear representation of
statistical data, complex processes, or
algorithms, thereby enhancing learning
effectiveness and engagement.

A key advantage of the platform is its
focus on collaborative work. Teamwork
functions enable students to work
together on projects in real-time,
regardless of physical location. Teachers
can directly make corrections, leave
comments, and provide
recommendations, significantly
increasing the efficiency of the
educational process. This feature is
especially valuable for remote and

KOMYHIKaTUBHHUX Oiw,

€KCIIEPUMEHTAABHO-JOCAITHUITEKO]
IiSIABHOCT1, KyABTYPH HaBYaABHOL JiSIABHOCTI,
M aBUINIEHHA MOTHUBALIil HaBYaHHI;
iHTeHCcHu(pikaligd BCiX pIiBHIB OCBITHBOTO
IIPOIleCy, MiABUINIEHHS HOro ePeKTUBHOCTI i
SIKOCTi; peaai3allid COLiaAbHOTO 3aMOBAEHHS,
3yMOBA€HA  iH(pOpMAaTH3all€I0 Cy4acHOTO
CYCIIiABCTBa (miaroroBKa KOpUCTyBada
3aco0aMH1 KOMIT IOTEPHHX TEXHOAOTIH) [1].

[ mpuKAay IIpoaHasizyeMo maatdgopMa
Canva, sIKa crasa OIHUM i3
HaWIIOIIyASIPHIIIINX PIlIeHb AT JOCATHEHHS
IIEIATOTIYHUX ITiA€H, ITPOIIOHYIOYH IITHPOKUHN
cnekTp (QYHKIIH, CIIeIliaAbHO agaIrTOBaHUX
Iasa ToTpeb  OCBITHBOTO — mpolecy.  li
VHIBEpPCaABHICTh Ta 3pY4HICTE iHTepdeicy
pobaaTh il HezaMiHHUM IIOMIYHUKOM [IAST
BUMTEAIB, BHUKAQ[AYiB Ta Y4YHIB Ha Pi3HHUX
PIBHSIX HABYaHHSI.

Canva m[pOIIOHye Bpaskarodwii Halip
IHCTPYMEHTIB, III0 BiAKpPUBAIOTL HOBI
MOZKAUBOCTI [ASI Opraizallii HaB4YaAbHOIO
mporiecy. lleHTpaabHe MICIle Cepel HHX
3aifimae Beanmde3Ha 0ibaioTeka mpodpeciiHuX
mabAOHIB, €Ki OXOIAIOIOTH YCi  acleKTH
OCBITHBOI migABHOCTI. Bukaamadi MOXKyTH
BUKOPHCTOBYBaTH TIOTOBI MakKeTH [OAS
CTBOPEHHS IIpEe3eHTAallil, 1110 IIEPETBOPIOIOTH
CKAQIHUHP MarTepiaa Ha 3po3yMiai BidyaabHi
icTopii, pPO3pPOOAATH €eCTEeTHYHi HaB4YaABHI
IIAQHU Ta PO3KAAIM 3aHATb, CTBOPIOBATU
iH(popMaTHBHI ITAaKaTH Ta OTOAOIIEHHS JAS

YMiHb

IIKIABHOI ~ JIOIIIKKM ~ OroAoIlleHb. Oco0AUBY
IiHHICTE IIPEACTABAGIOTH MIAOAOHU  OAS
iHorpacikm, gKi O03BOASIOTE HAOYHO
IPEeCTaBUTU CTATUCTWYHI [JaHi, CKAaIHIi
IPOLIECH UM AATOPUTMHU [iM, poOATIH
HaBYaHHA OiAbII e(PeKTHBHUM Ta
3aXOIIANBHM.

BaxkamBoro mnepeBaroro maatgopMu € ii
opieHTallid Ha CHiABHY poboty. PyHKITii
KOMaHIHOI B3a€EMOil [IO3BOASIIOTH YYHAM
pasoM IpalfoBaTd Hal I[IPOeKTaMu B
peasbHOMY dYaci, He3aAexXXHO Bifl IXHBOIO
disrgHOrO posraunryBaHHd. I[lemaror Mozxke
Ge3riocepeqHLO B IIPOIIECI POOOTH BHOCHUTH
KOPEKTHBH, 3aAUIIIATH  KOMEHTapi Ta
peKoMeHpali, 1[0 3HA4YHO  IIiABHIIYE
e(PeKTHUBHICTF HaBYaABHOIO Iporiecy. Llg
0COOAHMBICTE 0COOAMBO IIiHHA B yMOBax
OUCTAHITIHOIO Ta 3MilllaHOIO HaBYaHHH,
KOAM HeOOXilHO MIiATPUMyBaTH IIOCTiHHY
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blended learning, where continuous
interaction among all participants is
necessary [11].

For educators, Canva has developed a
special package, Canva for Education,
which extends the platform’s standard
capabilities. It includes additional storage
space, the ability to organize virtual
classrooms and secure educational
environments, where the teacher can
control students’ access to content.
Integration  with  popular learning
management systems, such as Google
Classroom, allows seamless
incorporation of the platform into
standard educational workflows [19].

Canva’s resource library is remarkable
in scope and quality. Access to millions of
free photos, illustrations, video clips, and
audio files enables the creation of diverse,
high-quality content without the need to
search multiple sources. Professional text
tools, including a wide selection of fonts
and typographic options, allow for the

creation of aesthetically pleasing
materials that meet modern design
standards.

Modern educational practice
demonstrates numerous successful

examples of using Canva in various
aspects of learning. These real-world
cases confirm the effectiveness of this tool
in enhancing learning quality, fostering
students’ creative abilities, and improving
teachers’ professional skills. Experience
with Canva in educational institutions at
different levels indicates its versatility
and adaptability to diverse learning needs
[19].

In contemporary schools, Canva is
actively used to create interactive
learning materials, significantly
increasing student engagement.
Educators develop visually appealing
notes combining text with images,
diagrams, and infographics, aiding

comprehension and retention of complex
topics. Canva is particularly effective for
creating thematic presentations,
transforming traditional lessons into
engaging journeys of discovery.

B32€EMOJIII0 MiDK  BciMa  y4acHUKaMU
OCBITHBOTO IIpoliecy [11].
[asgs BukaamauiB Canva  po3pobuaa

cremiasbauii nmaker Canva for Education,
AIKUH PO3IIHPIOE CTAHAAPTHI MOXKAWBOCTI
maaTdopmu.  BiH  BRAIOYaE  OoOaTKOBHIA
opoctip  gag  30epiraHHA = MarepiaaiB,
oprasizaiiii BipTyaAbHHX KAAQCHUX KiMHAT Ta
6e3neKOBUX OCBITHIX IIPOCTOPIB, /1€ BYUTEAD
MO3KE€ KOHTPOAIOBATH [IOCTYII V4YHIB [0
KOHTEHTY. IHTerpailia 3 MHOIyASPHUMH
cuCTeMaMU VIIPaBAiHHS HaBYaHHAM, TaKUMU
aK Google Classroom, JTO3BOASIE
6e3neperrko HO BIIMCaTH  poboty 3
AAT(OPMOIO B 3BUYHUH OCBITHIH
mporiec [19].

Bibaioreka pecypciB Canva Bpazkae CBOiM
po3MaxoM Ta dKicTio. [JoCTyll A0 MiABMOHIB
Ge3koIIToBHUX  (poTorpacpiif, iArocTpartii,
BiIeOKAIIiB  Ta aymiodaiiniB  3abesmneuye
MOZKAUBICTb CTBOPIOBATH Pi3HOMAaHITHUN Ta
SAKICHUM KOHTEHT 0e3 HeoOXiTHOCTi IIyKaTu
MaTepiaau B pidHUX mKepesax. [Ipodpecitini

IHCTPyMEHTH [ad pPobOTH 3  TEKCTOM,
BKAIOYAIOYH IITUPOKHH BUOiIp MIpucTiB Ta
THUIOrpadiaTHIX pilIeHs, JIO3BOASIIOTH
CTBOPIOBATH €CTETHYHO IprUBabAUBI

Martepiaad, 110 BIiANIOBIAAIOTH Cy4YaCHUM
CTaHaapTaM aU3akHy.

CyyacHa OCBITHA IpaKTHKa HIEMOHCTPYE
YHCAEHHI IPUKAQIU YCIIIITHOTO
3acrocyBaHHa Iaatgopmu Canva B pi3HHX
acriekTax HaB4YaAbHOI migabHOCTI. Lli peaabHi
KeNcHu HiATBEPAKYIOTH ePeKTHUBHICTh
BUKOPHUCTAHHSI [AHOTO IiHCTPYMEHTY [Ad
IiOBUINIEHHST SIKOCTI HaB4YaHHS, PO3BUTKY
TBOPYUX 3AiI0HOCTEH YYHIB Ta BAOCKOHAACHHST
npodoeciiinoi MaMCcTepHOCTI TI€JaroriB.
HocBin 3acrocyBanHs Canva B OCBITHIX
3aKAg[ax pPi3HUX PIiBHIB CBiQUUTH IIpo i
VHIBEpCaABHICTE Ta aIallTUBHICTb 00 Pi3HUX
HaBYaABHUX 1TOTpeb [19].

Y mpaktumi cydacHux 1mkia  Canva
aKTHUBHO BHKOPHCTOBYETBHCS AT CTBOPEHHS
IHTepaKTUBHUX HaBYAABHUX MaTepiaaiB, sIKi
3HAYHO IIiABHUIIYIOTH 33AYYE€HOCTI Y4YHIB y
HaBYaABHHHU 11poilec. [leqaroru po3pobATioTh
3a pgomoMoror 1Irel maatdgopMu  IikaBi
Bi3yaAbHI  KOHCIIEKTH, ILI0 [OEAHYIOTH
TEeKCTOBy  iHQoOpMAaIilo 3  SICKpPaBHUMH
300paKeHHAMHU, CXeMaMH Ta iHdorpadikoro.
Taki marepiasn moriomMaratoTb Y4HSIM Kpalle
3aCBOIOBATU  CKAQIIHI  TEMH,  OCKIABKHU
Bi3yaaizallis CIIpHse KpalloMy PO3yMiHHIO Ta
3anamM'sToByBaHHIO iHgopMmarii. OcobAnBO
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Significant progress has been achieved
in wusing Canva for project-based
learning. Students enthusiastically use
the platform to create personal learning
projects, research work, and creative
presentations. Real-time collaboration
allows students, even in remote learning,
to interact effectively in teams, distribute
responsibilities, and produce high-
quality collective projects. Such activities
develop information-handling skills and
essential competencies for future
professional success.

Canva is also widely applied in
extracurricular activities. Many
educational institutions successfully use
the platform to create school newspapers,
informational bulletins, event posters,
and promotional materials. This not only
saves printing costs but also enables
learners to develop journalistic and
design skills. Students participating in
school events use Canva to create a
unified style, design welcome badges,
programs, and other materials, fostering
a sense of community and enhancing
organizational abilities [11].

In higher education, Canva is used for
creating courses, methodological
materials, and scientific presentations.
Teachers develop educational modules,
which is especially important for blended
learning. Students use Canva to produce
academic  posters, research project
presentations, and visualizations of
scientific data. This not only improves the
quality of material presentation but also
aligns with modern standards of academic
communication. Practical experience
confirms Canva’s high effectiveness and
versatility. From creating individual
learning materials to organizing large-scale
educational  projects, the platform
demonstrates its capacity to enhance
learning quality and develop digital
competencies [19].

The future development of Canva is
expected to include artificial intelligence
integration, expanded collaborative
features, and deeper integration with other
platforms. For educational institutions,

e(PEKTUBHUM BHUSBHAOCS  BHUKOPHCTAHHS
Canva  gag  CTBOpPEHHd  TEMaTHYHUX
IIpe3eHTAallil, SIKi IePEeTBOPIOIOTE TPAAUIIIHI
YPOKH Ha 3aXOIIAVBI IIOJIOPOKi V CBIT 3HAHE.

3HaYHUX VCIiXiB [JOCSITAM OCBITSIHU Y
BuKopucranHi Canva pgasg  oprasizarti
IpoekTHOiI mAigabHOCTI yuHIB. IllKoaspi Ta
CTYLIEHTU 3 BEAUKUM €HTy3ia3MoM
BUKOPHCTOBYIOTbH ITAAT(OPMY [ASI CTBOPEHHS
BAACHHX HaBYaABHUX IIPOEKTIB,
JOCAITHUITEKUX pobit Ta TBOPYMX
pe3eHTallii. MOKAMBICTD CITIABHOI pOOOTH B
PEaAbHOMY 4Yaci [103BOASIE YYHAM, HAaBiThb
nepeOyBarO4Yu Ha AUCTAHIIMHOMY HaBYaHHI,
e(PEeKTUBHO B3aEMOMIATH B KOMaHIAAX,
PO3IIOIiASITH 000B'sI3KU Ta CTBOPIOBATHU SIKiCHI
KOAEKTHBHI ITIPOeKTH. Taki IIPOEKTHU HE AMIIIE
PO3BHBAaIOTh HaBWUYKU poboTu 3
iHopmailiero, asne ¥ OPMYyIOTH BazKAUBI
KOMIIETEHTHOCTI, HeoOXimHi [asl yCIHiIrHol
IpodpecifiHOl AiTABHOCTI B MaiOyTHHEOMY .

OcobAMBOI yBarm 3aCAyTOBYE  IOCBIX
BuKopuctanHsa Canva B  II03aypoduHil
miaapHOCcTi. Bararo  ocBiTHIX  3araafiB
VCIIIITHO  3aCTOCOBYIOTH IAAT(OPMY A
CTBOPEHHS IIKIABHUX raseT, iHopMaliiHux
OroaereHiB, adimr Tomifi TAa pPEKAAMHHX
MartepiaaiB. Lle He aulite 103BOASIE EKOHOMUTU
KOIIITH Ha roairpadiro, ase ¥ 1a€ MOKAUBICTD
3mo0yBadaM pPO3BHUBATH IKYPHAAICTCBKI Ta
OU3afHEPCHbKI HABUYKW. Y4HI, SKi OepyTh
ydacTb y CTBOPEHHI IIKIABHUX 3aXO[iB,
BUKOPHUCTOBYIOTb Canva mas  pPo3poOKH
€IHOIO CTHAIO 3axoy, CTBOPEHHS
IpPUBITAABHHX OEHKiB, ImporpamM Ta iHIITHUX
MmarepiaaiB. Taka  HOpakKTHKa  CIpUSIE
dopMyBaHHIO BimuyTTs MIPUHAAEXKHOCTI [0
IIKiABHO] CITIABHOTH Ta poO3BHBaE
opraHizaTopceKi 3mi6HocCTi yuHiB [11].

Y Bumg# mkoai Canva  3Hadma
3aCTOCYBaHHA [A9 CTBOPEHHS HaBYaABHHX
KypCiB, METOAMYHUX MaTepiaiB Ta HayKOBHUX
IIpe3eHTalliti. Bukaamadi BHKOPHCTOBYIOTH
naatopMy OAS  PO3POOKH  HABYAABHUX
MO/IYAIB, III0 OCODAMBO BaKAMBO B yMOBax
3MIIIIaHOIO HaBYaHHSI. Crynentu
BUKOPHUCTOBYIOTH Canva [Ad CTBOPEHHS
aKaAeMigHUX IIOCTEPIB, Ipe3eHTarli
JOCAIMHUITBKUX IIPOEKTIB Ta Bidyaaizartii
HAyKOBHX MOaHuX. lle He aumine miaBHIye
dKICTb IIpPEACTaBACHHS MaTepiasy, ase U
BiAmIoBigac Cy4aCHUM BHMOTaM pale)
akaneMiyHoi KomyHikaili. PeaapbHuii mocsin
3acrocyBaHHs: Canva B OCBITHIM OiIABHOCTI
miaTBepmKye ii BHUCOKY €(EeKTUBHICTb Ta
YHiBepcaAbHICTb. BiZl CTBOPEHHSI OKPEMHX
HaBYaABHHX MaTepiaaiB [0 opraxizartii
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this implies further improvement of tools
for classroom and remote learning, as well

as the advancement of innovative
educational technologies.
Conclusions and research

perspectives. The exploration of the issue

of applying computer technologies in
contemporary educational institutions
underlies the improvement and

development of the entire educational
system. At the national level, the need for
its digitalization has been identified. In
particular, the  Concept for the
Development of Digital Competencies [10]
emphasizes the importance of integrating
computer technologies into the educational
process.

During the research, the essence of
computer technologies was analyzed, their
structural components were identified, and
methodological foundations, advantages
and disadvantages, as well as educational
needs for their use, were outlined.

The application of computer models,
technologies, and various platforms
contributes not only to the digitalization of
education but also to the practical
implementation of computer technologies

in the educational process. A
comprehensive approach to their use
promotes the development of digital

competencies among both learners and
educators and provides conditions for the
innovative development of educational
institutions.

The study also considered alternative
computer technologies, in particular the
Canva platform, which offers specific

advantages but requires a justified
choice, taking into account the
characteristics of a particular

educational institution.

A promising direction, in our view, is
the further development of research
aimed at studying methods for
incorporating computer technologies into
the design of educational programs,
determining the preparedness levels of
learners, and developing methodologies
for applying the most accessible and
effective technologies.

MacImITabHUX OCBITHIX IIPOEKTIB, Iaatdopma
JEMOHCTPYE CBOIO 3MATHICTh IOKpAalllyBaTH
dKICTb HaB4YaHHS Ta PO3BUBATH IMQPOBI
KOMIIeTeHTHOCTi [19].

[lepCcrieKTHBH  IIOAABILIOTO  PO3BHUTKY
Canva mnoB's3aHi 3 IHTErpali€l0 MIITYJIHOIO
IHTEAEKTY, PO3IIMPEHHAM  MOXKAHUBOCTEH
CITIABHOI POOOTH Ta TIOTAMOAEHHSIM iHTErpartii
3 iHmmMu naardgopmamu. Jasg  OCBITHIX
3aKAQ B[ e O3Havae TI0/TaABIIIE
B/IOCKOHAA€HHS IHCTPYMEHTIB ayauTOPHOIO
TA [OUCTAHILHHOIO HAaBYaHHS, PO3BUTOK
IHHOBALIITHUX OCBITHIX TEXHOAOTIH.

BHuCHOBKH Ta IHepCIEeKTHBH
mocAimxkeHb. B po3rpurti 1mpobaemu
3aCTOCYBaHHS KOMITIOTEPHHX TEXHOAOTIH B
CydaCHUX  OCBITHIX  3akKAgax  AE€XKUTh
VIIOCKOHAA€HHSI Ta PO3BUTOK BCi€i cHCTeMU
ocBiTn. Ha pepxkaBHOMY piBHI BH3HAYEHO
norpeby B i 1mudposizaiii. 3okpema, B
Konuyenuii possumry yugposux
romnemeHmrocmeil [10] IIAKPECAIOETHCH
BaKAUBICTb inTerparti KOMIIFOT€pHHUX
TEXHOAOTIH y OCBiTHil 1po1iec.

ITim Jac JIOCAIPKEHHST Oyao
IIPpOaHAAI30BaHO CYTHICTH  KOMIIIOTEPHUX
TEXHOAOTIM, BH3HAQYEHO IX CTPYKTYpPHI
KOMITOHEHTH Ta OKPECACHO METOIOAOTIYHI
OCHOBH, X mepeBaru Ta HEOOAIKH, OCBITHI
HOTpPeOH 1010 BUKOPUCTAHHSI.

3acTocyBaHHSA KOMITIOTEPHUX MOeAeH,
TEXHOAOTIH, PI3HHUX IAAQT(POPM CIIPHUSIE HE
TiAbKHM 1UpoBizaltii ocBiTH, a ¥ peaaizartii
3aCTOCYBaHHS KOMITIOTEPHHX TEXHOAOTIH B
OCBITHBOMY TIPOIIECi, 8 KOMIIAEKCHUH ITiIXifT
0 IX 3aCTOCyBaHHS CIIPHEE PO3BUTKY
1 poBoi KOMIIETEHTHOCTI i 3m00yBadviB, i
IIeaToriB, 3abe3neuye YMOBH OAST
IHHOBALITHOTO PO3BUTKY OCBITHBEOTO 3aKAQ/TY.
Y mpomeci OOCAIMKEHHS PO3TATHYTO TaKOK
aAbTepHATUBHI  KOMITIOTEPHI  TEXHOAOTII,
30kpemMa Iardgopma Canva, gKka Mae CBOI
nepeBaru Ta I0Tpebye OOIPyHTOBAHOIO
BHOOpPY 3 ypaxXyBaHHSM OCODAMBOCTEH
KOHKPETHOTO 3aKAay OCBITH.

[lepcrieKTBHUM, Ha Hall TIOTASN, €
IOJAABIITNY PO3BUTOK MOCAIIKEHDb Y HAIIPAMI
BHUBYEHHS METO/IiB 3aAy4EHHSI KOMIT FOTEPHUX
TEXHOAOTIH /10 PO3POOKH OCBITHIX ITpOrpam,

o BU3HAYEHHI piBHA IiATOTOBKU
3mo0yBadiB, [0  PO3POOKM  METOOUKH
3aCTOCYBaHHsS  HAMOIABIII  OOCTYIIHHX i

e(PEeKTHBHUX TEXHOAOTIH.
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