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Y cmammi pozenanymo numanns nioeomoexku mauOymuix axisyie no-
YAMKOBUX KILACIG WIIAXOM GUKOpUcmanis eetmipikayii. Busnaueno, wo egex-
MUBHUM NIO 4AC BUGHEHHS HAYANLHUX OUCYUNIIH € 6UKOPUCTAHHSA THCIMPYMEH-
mie eetimihikayii (cmeopenHs IHMePaKMUBHUX HABUATLHUX 120D, BUKOPUCTAHHS
OMJIQUIH-CePBICi8 Ollsl ONUMYBAHHS CHIYOEHMIB, WO Nepemeopioomy HAGUATbHULL
npoyec y yikase sMazanis, CMeOpeHHs iKkMopur ma Gieukapmox).

Knrouosi cnosa: ceiimigpixayis, inmepakmusHi HaYanbHI iepu, grewkapm-
Ku, cucmema 60Hycis.

The article examines the issue of training future primary school specialists
through the use of gamification. It was determined that the use of gamification
tools (creating interactive educational games, using online services for surveying
students that turn the educational process into an interesting competition,
creating quizzes and flashcards) is effective when studying elementary subjects.

Keywords: gamification, interactive educational games, flash cards, bonus
system.

Cy4acHa 0CBiTa — OJIHa 3 YMOB YCIIIIIIHOTO iCHYBaHHS JIepKaBH, [0 TIEPe/I-
0avae BUKOPHUCTAHHS B HABYAJILHOMY ITpOIieci iHPOpMAaIiifHO-KOMYHIKaTHBHUX
TEXHOJIOTIH, SKi Tepen0dadaroTh COO0I0 KOMIUIEKC METO/IIB Ta TEXHIYHUX 3aC0-
0iB cipsIMOBaHMX Ha 30MpaHHs Ta MOAaHHs iH(pOpMalii, 3 METOI0 OpraHizarii
SIKICHOTO Ha4aJbHOTO Tporiecy. BpaxoByroun HUHIIIHI YMOBHU TUCTAHIIIHHOTO
HaBYaHHS MOTPIOHO 3a0€3MeUNTH BUKOPUCTAHHS TIiJl Yac HaBYaJIbHOTO MpOoLie-
Cy TEXHOJIOTiH Ta 3ac00iB HEOOXITHWX JJIT BUKOPHUCTAHHS SK BUKIIATadaMU,
TaK i CTyJICHTaMH, 1110 CIIPHSIOTh peallizailii HaBYaIbHUX Ta BUXOBHUX 3aBJaHb
[IUIIXOM aBTOMAaTu3aiii 3100y TTs, OTpUMaHHS Ta 3aCBOEHHS 3HAHb.

OmHHUM 13 JI€BUX €JIEMEHTIB IiITOTOBKA MalOyTHIX BYMTEIIB MMOYATKOBOI
IIKOJIK € TerMi(ikaris, mo J03BOJSE CTyACHTaM CIIPUUMAaTH HaBYaHHSA SK TPY
(oTpumMyBaru Oainu, 3aiiMaTH PEUTHHT, OTPUMYBATH HATOPOJIN ).

3rigno BuzHaueHHs K. Kapp, reiimigikariss — 1ie BUKOPHCTaHHS TPH Ha
OCHOBI MEXaHIKH, ECTETHKH 1 irpOBOTO MHUCIICHHSI, 3 METOFO 3aITy4eHHsI 0Ci0 10
MOTHUBAIIHHUX JIil B HABYaHHI Ta pO3B’s13aHHI 1pooiieM [2, ¢. 89]. Buznauaemo,
o reiimidikariis B OCBITI — 1€ BUKOPHCTAHHS JIIEBUX €JIEMEHTIB irpOBOi JTi-
SUTLHOCTI, 3 METOIO SIKICHOT Iepeiadi, OTpUMaHHs Ta 3aCBOEHHS 3HAHb.
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[llyxoBHo-iHTeneKTyanbHe BUX0BaHHA i HaByaHHA monopi B XXI cTonitTi

Buninsiemo, o refimigikaiiis Hap4aHHs € eEKTUBHUM €JIIEMEHTOM ITi/[r0-
TOBKH BUMTEIIB [I0YaTKOBUX KJIACiB, aJlKe 3a0e31edye SKiCHE 3aCBOEHHS 3HAHb,
OBOJIOJIIHHSI HAaBUYKaMH Ta MPAKTUYHUMH YMIHHSMH, SIKI CTYICHTH 3MOXYTh
BUKOPHUCTAaTH B MallOyTHIH mearoriuHii gisuibHOCTI. ['pa cTynentiB — ¢op-
Ma CIIKYBaHHS, y sIKiii BOHHM ceOe MouyBaroTh HaWOLTBIT KOM(OPTHO, MAIOTh
MOYKJIMBICTh OOTOBOPIOBATH B IrpoBiil (popMi Marepian Ta YHUKATH HEePEIIKOT
y BUIJISL HEJTOCTATHBOTO 3a11acy 3HaHb, HEBMiHHS apIrYMEHTOBAHO BiJICTOIOBa-
TH CBOIO OyMKY [1].

ITix gac BuBYeHHS mpeaMeTy «MeToauKa OpraHi3allii J03BILIEBOT MisTh-
HOCTI» MiATOTOBKKM MaOyTHIX (axiBI[iB MOYATKOBHUX KJIaCiB MU BUKOPHUCTOBY-
€MO HACTYIHI BUJH irop: IWAAKTHYHI irpH, irpU-IpaMaTH3allii, CIoXKeTHO-PO-
JBOB1 ITpH, MAIIOBI IrpH, OpraHi3alidHO-IISUNIbHI, OpTaHi3amiiHO-PO3yMOBI,
ITPU-TPEHIHTH, iIrPU TOCIiIKeHHS Ta 1HIII.

Busnagaemo, 110 epeKTHBHIMH iHCTPyMEHTAMU revimMidikariii B miaroTos-
111 (haxiBIiB TOYATKOBO IITKOJIH €:

1. Cucrema mionTiB (SkillzZRun), sika nependauae orprumanHs OaiB 3a BU-
KOHaHe 3aB1aHHs. Hanpukiag, BUKOHYIOUHM 3aBJaHHs HA IPAKTUYHOMY 3aHSTTI
CTYJICHT OTPUMY€E Ol Ta BUBUYAE MIPEIAMET.

2. CrBopeHHs iHTepakTUBHHMX HaBuasibHUX irop (Kahoot!) [3] — mo3Bo-
JIsie CTBOPIOBATH TECTYBAaHHS (IIOTOYHOT'O Ta MOIYJIEHOTO KOHTPOJIIO 3HAHb CTY-
JIEHTIB, CAMOCTIIfHOTO HABYAHHS T4 CAMOKOHTPOJIIO, ITiITOTOBKHU 10 MOAYJIIB Ta
ICTIMTIB, ONUTYBAaHHS TyMKHU CTY/ACHTIB).

3. BukopucTaHHs OHJIAMH-CEPBICIB AJI1 ONMUTYBaHHS CTYIEHTIB, LIO IIe-
PETBOPIOIOTh HaBUAIBHUH mpormec y mikaBe 3maranus (Plickers, Quizalize,
Mentimeter). CepBic Mentimeter — aieBuil 3aci® 3aly4eHHs! CTYACHTIB IS
AKTUBHOTO OOTOBOPEHHS.

4. Tlnmardopma ClassDojo [4] — mieBmii IHCTPYMEHT IJIST MOTHUBAIIi CTY-
JICHTIB, SIKi 3MOXKYTh B MailOyTHROMY JIETKO CIIJIKYBaTUCS 3 KOJieraMH, 0aThb-
kaMu Ta yuHsMu. Bukopucranus ClassDojo 3a0e3mnedye MaiilOyTHIX meaaroriB
JOLIJTFHUMHE {HCTYMEHTAaMU: TaiiMep, BUOIp BUITAJKOBUM YWHOM, OpTaHi3aTop
rpyIu, BUMIpIOBad IIyMy, My3HKa Ta iHILE.

5. Inardhopma st cTBOpeHHS BIKTOPUH Ta (iemkapTok Quizziz € fi-
€BHUM 1HCTPYMEHTOM 3 BUKOPHUCTAHHS JOJATKOBUX CHCTEM OOHYCIB, a TAaKOXK
MEMIB.

Busznagaemo, 1o mij 9ac MiAroTOBKHM MailOyTHIX BYHTENIB IMOYATKOBUX
KJIaciB € HeoOXimqHUM BUKopucTaHHs nomatkiB Google (Google Meet, Google
®opmu, Hokymentu, Juck, YouTube, Gmail, Google Classroom), nporpamu
Skype. BuxopucroByrouu miardpopmy Google Classroom BUKIaad Mae MOXK-
JUBICTH: CTBOPIOBATH HadajbHI KypCH, CTBOPIOBATH 3aBIAaHHA, TEPEBIPUTH
PiBEHb 3aCBO€HHS 3HAHb, IUTMTUCS OCBITHIMH MarepiajaMu, OTPUMYBATH BU-
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KOHaHI 3aBJIaHHs Ta OLiHIOBaTH iX. PoboTa y nogarky Google Meet no3Bosisie
MIPOBOJIUTH OHJIAWH-TIPE3EHTAIlil, CHHXPOHHO MeperIsaaTi caiTu, Bigeodaitnm
1 300paskeHHsl, MIPAIFOBATH 3 JOKYyMEHTaMU ¥ T0JaTKaMHu.

OTXe, BUKOPUCTAHHS MejaroraMu reiMidikariii OCBITH y MiATOTOBII Maii-
OyTHIX (axiBIliB IMOYATKOBUX KIACIB € aKTyallbHOIO IMOTPEOOI0 CHOTOICHHS.
[IporoHoBaHM# 3MICT MIJATOTOBKY TEIaroraMu JI0 3aHsITh B ACHEKTI MiJArOTOB-
KM MaiOyTHIX (haxiBIliB, CITOHYKA€E IO HEOOXITHOCTI BIOCKOHAICHHS Ta ITiIBU-
IIeHHI KBasTi(hikallii BUKJIaa4a BUIIIOTO HABYAILHOTO 3aKIIay.
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