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Y yenmpi pobomu nepebysac pernomen epu. Hasoosimocsi ocobausocmi 6u-
Kopucmannsi i2op 6 ocgimuvomy npoyeci. Ilpononyemocs noeiso na ioeoiepu K
0coOnU8y Kame20pilo, Wo aHali3yEMbCsL Kpizb NPUBMY KPEONi308aHUX MeKCmie,
BUOKPEMIIIOIOMbCSL MOJICTUBL MEMOOUYHI NPULIOMU BUKOPUCMAKHS 8i0e0i2op
Y AKOCMI KPeoni3068aHUX MeKCMi6 y HA8UaabHOMY NPOYEC.

Knruosi cnosa: epa, icpose cepedosuiye, iHmepmexcmyaibHiCms, 0cein-
Hill npoyec.

The game phenomenon is at the center of the article. Features of the use
of games in the educational process are given. A view of video games as a
special category of analysis through the prism of creolized texts is proposed,
possible methodological techniques of using video games as creolized texts in the
educational process are highlighted.
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CporoaHi 3’sBIS€TbCA 0€371i4 HOBUX MOMIJIMBOCTEH IOAO0 BHUKOPUCTAH-
HSl HAMpI3HOMAHITHIIINX irop, iIrPOBHX CEPENOBHIN B OCBITHROMY IPOIECI,
mo 0OyMOBJIEHO 3aralbHUMH TEHACHLISIMH TOIIUPEHHS IrpOBUX IPAKTUK
y XXI cTomiTTi Ta yMOBaMH AMCTAHI[IHHOTO CETMEHTA HABYAHHS, IPHU SIKOMY
aKTyaJspHOCTI HaOyBa€ IMOIIyK HOBUX IUISAXIB MiIBUIIIEHHS MOTHBALIIHHOT CKJIa-
J0BO{ 10 HABYAHHS YUHIB Ta OCY4YaCHEHHS MPOLECY BUKJIAJAaHHS.

OmauM 31 cIToc061B Po3B’sI3aHHS ITUX MTPOOJIEM € 3BEpHEHHS YBaru OCBITSIH
JI0 BEJIMYE3HOTO TUIACTa CyYacHUX irop, 0arato 3 SIKUX MaloTh JUIAKTHYHHN
noTeHuian abo B3arani po3pobieHi A 3a0e3nedeHHs OCBITHIX OTpeo.

Merta cTarTi — AOCHiTuTH (EHOMEH T'PH Ta OCOOIMBOCTI BUKOPHCTAHHS
irop B OCBITHBOMY MpOIIECi, OCOOIHBO i3 3aCTOCYBAHHSAM KPEOJIi30BAHUX TEK-
CTiB, 11 Ha Iill OCHOBI 3aIPOIIOHYBAaTH METONWYHI IPUHAOMH BUKOPUCTAHHS Bi-
JIE0Irop y SIKOCTI KPEOITi30BaHUX TEKCTIB Y HABYAIbHOMY TPOIIECi.

Bapro y ipOMy KOHTEKCTI 3yIMHUTHCS Ha THX irpax, A0 sSIKMX HaldacTime
3BEpPTAIOThCS OCBITSHU. Hazarai, Taki irpu MoXXHa MO€THATH Y JB1 BEJUKI TPy-
nu. Tak, 10 mepmoi ciif BigHecTn game — based learning (irpoBe HaBYaHH:),
10 Apyroi — reiMiikariio sK Taky.

Game — based learning siBishK co0010 Tpy 3a MpaBUJIaMH 3 BU3HAYEHUM
pesynbratoM. Take irpoBe HaBYaHHS MICTUTH METY, 3aBJaHHs Ta pe3yJIbTaT.
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[llyxoBHo-iHTeneKTyanbHe BUX0BaHHA i HaByaHHA monogi B XXI cTonitTi

[Ipo BUKOpHCTaHHS LBOTO TUILY irOp BapTO BECTH MOBY TOIi, KOJH «BYUTENb
PO3pOo0OUB Ipy, Hix Yac K0T yIeHb BUKOHYE 3aBIaHHS 3 MaTeMaTHKH 3a IEBHU-
MU MPaBUIIaMH, OTPUMYE Ol Ta JIOCATAE Pe3yNbTary, PO KU IMOB1IOMIIS-
€TbCSl YUHEBI Ha mouatky rpu» [1]. Takok, BapTo 3a3HaYMTH, IO JO TAKHUX irop
HaJIeX)KaTh K PO3pO0JIEH]I OCBITSTHAMH aBTOPCHKi IrpOBi METOIMKH, TaK i HasBHI
«TOTOB1» PO3POOKHM OHJIAMH ITPOBUX CEPEOBHIIL.

V Toii yac, mij caMmoro refimidikaii€ero ciig po3yMiTH BUKOPUCTAHHS irpo-
BUX €JIEMEHTIB Ha Pi3HHUX CTaisIX HaBYaHHA. | efimidikalis T0BOII YacTO BUKO-
PHUCTOBYETHCS SIK CHCTEMa MOTHBAITIT YUHIB 0 HABYAHHS, K CJICMEHT TIEPEBip-
KU piBHA 3aCBOEHHS 3HaHb. [ efimMidikamis cboronHi, y pisHUX GopMax MposBy,
€ HEBiIEMHHUM €JIEMEHTOM HaBYAJILHO-BUXOBHOT'O IIPOLIECy B POOOTI SIK 3 yUHsI-
MU, TaK 1 CTYICHTaMH.

OxpeMoi yBaru 3aciayroByrOThb BiI€OirpH, SIKi MOXKYTh BUCTYIATH ChHOTOHI
AK y SKOCTI CaMOT0O irpOBOTO HaBYaHHS, Tak i OyTH eJeMeHTOM reimidikamii
B OCBITHROMY TIpocTopi. Lle Mae miarpyHTs, K0 MU OyIeMO TiIXOAUTH 10
0COOIHMBOCTEH 1X 3aCTOCYBaHHSI 3 MO3UIIIT KPEONi30BaHUX TEKCTIB, SIKi CKJIaa-
I0ThCA 3 IBOX PI3HOPIAHMX YacTHH: BepOanbHoi Ta HeBepOanbHoi. /s BUKOpH-
CTaHHS BiJICOITOP B OCBITHBOMY IPOCTOPI MOJKHA IMITIATH IO 1X iHTEepIIpeTarlii
3 TIO3HIIIT IHTEPTEKCTYa bHOCTI Ta TiNEPTEKCTOBOCTI, SIKi € )KAHPOBUM €JIeMEH-
TOM CaMe MOTHBALIIHHOTO AUCKYPCY.

«3apa3 B MIKOJI 3aHAATO MaJl0 KPUTUYHOTO aHali3y Bieoirop.
3aranbHONPUHHATOI0 € TO3MIIsA, 10 OCBITSHM MarOTh HAaBYaTHU CTYACHTIB
SK YATATH KHIOKKH, SIK aHATi3yBaTH QUIbMHU Ta K KPUTHYHO YUTATU ra3eTH.
ATne HaJTO 9acTo B OCBITI IrHOPYIOTHCS Bigeoirpu. SIkmo Bimeoirpu Gopmy-
I0Th CBiJIOME CTaBJICHHSI I[1JIOTO TIOKOJIiIHHSI, HaM (OCBITSIHaM) MOTPiOHO MO-
YaTH CTaBUTH CKIIAJHI MUTaHHS MPO Te, SKi iCTOPil MH XO4eMO PO3IOBICTH.
Bigeoirpu (popMyroTh HOBE TIOKONIHHSI, BYaTh HAIINX CTYAEHTIB, K JTyMaTH
PO CBIT, K (opMyBaTH cMHUCIHU. | MU H03BONIIEMO 1ILOMY BinOyBaTHCs 6€3-
KOHTPOJIBHO» [2].

AHari3 Bifieoirop 3 Mmo3uilii iX HAJIEKHOCTI caMe 10 KPEOTi30BaHNX TEKCTiB
JIO3BOJIUTH HE JIUIIE HAOIM3UTH OCBITY J0 TeMMIUIes Cy4acHOi MOJIOI, aje, Ha
3araj, cpuitumMe GpopMyBaHHIO KPUTHYHOTO MHCIIEHHS Y MeIiampocTopi Ta
(hopMyBaHHIO METiaTiTiEHH.

Po3mouarn cnin 3 AOCHIHKEHHS TOTO, Y SIKi irpH TparoTh Balli Y4YHI YU
crygentd. Cporoani knacudikaniii Takux irop 6esmiu. IlotiM BapTo 03Haiio-
MUTHCS 0€3110CePeTHbO 3 )KAHPOBUM KOHTEKCTOM TAaKHX 1rop, BU3HAYUTHUCS O
SKMX TeMaTHYHUX HaBYAJIBHUX OJIOKIB MOXKIIMBO JOJAATH Pi3Hi Gopmu iX aHa-
ni3y. [HcTpyMeHTanbHO, 10 NO3ULIN aHaJi3y MOXHA JOdydaTHCs 3 Pi3HUX 00-
KiB. Tak, 11e MoXke OyTH, HAIIPUKJIaJ, MPOTIO3UIIis MTOTISIHYTH Ha TEBHY TPy K
Ha XyI0XHi# (iabM, K HA COH, UM 3 MO3MIIT 1HIIOT cTaTi abo Biky. Lle Moxe
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PO3B’s13aTH MPOOJIEMy MPOMO3HLIT «IHIIOro» OavueHHs, He 3aBKIH albTepHa-
TrBHOTO. Takok, (opMu aHamizy MOXyTh OyTH CIpSIMOBaHI Ha BUSBICHHS
JIATEHTHOTO CEHCY TPH, AOCIIPKEHHS TeHACPHUX yNEpemkeHb Tomo. MoxkHa
3alpOIIOHYBaTH MMOMIPKYBaTH HaJl TUM, SIKHM HaBHYKAM HABYAKOTh Ti UM iHIII
irpH, sIKi KOMIIETEHLIi PO3BUBAIOTh, SIK JOIIOMAraroTh 3aCBOITH HABYAIbHUI Ma-
Tepiai. 3BUUaiiHo, 3aIPOIIOHOBAHUH 1HCTPYMEHTApii TAKOTO TOCIiIKEeHHS Ma€
BIIPI3HATHCS B 3aJIS)KHOCTI BiJl BIKOBOI aBIUTOPIi Ta OCBITHBOI raay3i, B MeXKax
K01 BUKJIaJa€THCS IPEMET YW TUCIMILTIHA.

CrorofHi 3araJlbHOBU3HAHKM € T€, 1[0 BUKOPHUCTAHHS TEXHIK aHATi3y Kpe-
OJII30BaHMX TEKCTIB Ma€ HU3KY NepeBar: MOKpaIIeHHs CIIPUHHATTS iH(QopMarii,
iHTeHCH]iKallis MPOIEeCy HaBYaHHS, PO3LUIMPEHHS MOXIIMBOCTEH AJISl iHTEPTEK-
CTYyaJIbHOTO aHaji3zy. 3BU4aiiHO, OIS/ Ha BIJIEOITpH K Ha KPEOIi30BaHi TeK-
CTH 1I€ OYiKy€ MOAANIBIIOro po3BUTKY. OfHAK, OYEBUAHO, IO B YMOBaX CbOTO-
JEHHSI OCBITSIHM MAaIOTh 3Mararucs 3a yBary y4HiBcbkoi Mosoxi. Tox, o3HaueHa
y CTaTTi MO3MLis, € CIPOOO0IO 3alPONIOHYBATH 1I€ OJMH MOXJIMBHI BapiaHT MO-
THBAIlii MOJIOJI 10 OTPUMAHHS HOBHMX 3HaHb 4epe3 IIKaBUU I HEl MPOCTIp
Bizteoirop.
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