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TEAMI®IKALIA K TEXHOJIOTIA MPOPECIMHOI COLIAJII3ALIT 3/J0BYBAYIB BUIL0i OCBITH
Y 3AKJIA/II BULLIOi OCBITH

AHomayia. Y cmammi nopyweHo npobaemy eelimipikayii six cyvacHoi nedazoziuHoi mexHoso2ii npodeciiiHoi coyianizayii
30o6yeauie euwjoi ocgimu, akmyasnizoeaHy mpaHcgopmayitiHumu npoyecamu y cucmemi suwoi oceimu, yugposizayiero oc8imHv020
cepedosuwja ma 3poOCMaHHsAM 8umoz do 20mosHocmi MatilbymHix gaxisyie do npogpeciiinoi disabHocmi. AHaAi3 HayKo8o-nedazoziuHoi ma
ncuxos02ivHoi aAimepamypu 3aceiduue akmuegHe gusyeHHs peHoMeHy 2elimidikayii 8 konmekcmi momusayii Ha84aHHs, 00HaK HeAOCMAaMHI0
npedcmas.ieHicms docaiddHceHsb, CnpsiMO8aHUX HA po3kpummsl i poaiy npoyeci npogpeciiinoi coyianiszayii 30o06ysauie oceimu. Mema cmammi
noJsizae 8 meopemuyHoMy o6rpyHmyeaHHi eelimigpikayii sk mexuonozii npogeciiinoi coyianizayii 3006ysauie suwjoi oceimu ma 3’sicy8aHHi
ncuxosno02itHuX mexanizmie ii eniusy Ha gopmysanHs npogecitinoi idenmuunocmi i camoeekmusHocmi matieymHix gaxisyis. Pozkpumo
cymHicmb noHsimms «zetimigpikayisi» ma 30iticHeHo ii demapkayilo 6i0 cymixcHux oceimHix nidxodis. O6rpyHmosaHo, wjo npodecitiHa
coyianizayis 8 ymoeax 2elimighikosaHo20 HABUAHHS peanizyembubCs yepes poabose MOO0eNA08AHHS, CUMYAAYIHI cyeHapii ma 3aayveHHs
cmydenmie do keasinpodheciliHoi disiabHocmi. BucgimieHo ncuxosozivhi 3acadu epekmusHocmi zetimigpikayii, 30kpema noaoxceHHs meopii
camodemepminayii, koHyenyii «gy3aa idenmugpikayii» ma idei camoepekmueHocmi ocobucmocmi. llpoaHasizogauo zasnysesy cneyugiky
3acmocyeaHHs eetimigpixayii y nidzomosyi gaxigyie pisHux Hanpsimie, 30kpema 8 MeduuHill, pUIU4HIl, eKOHOMIYHIT ma nedazoziuHitl
oceimi. 3’sicosaHo, wo zelimigpikosaHi mexHo/02ii cnpusitomb nideuWeHHI0 HAGYA/AbHOI Momueayii, possumky npodeciliHux
KomMnemeHmHocmetl, popMy8aHHIo gidnosidasbHocmi ma zomogHocmi do npulinamms npogecitiHux piweHb. BodHouac HazosoweHo Ha
Heob6XioHOcmi MemoJU4YHO 8UBANCEHO20 BUKOPUCMAHHS 2elMipikayii 3 ypaxy8awHIM MONCAUBUX emUYHUX pusukie. Ilepcnekmusu
nodaavwiux 0ocaidxiceHb N08’s13aHO 3 po3pobKo Ma anpobayielo asmopcbKux 2etimighikosaHux ocgimHix Kypcis y 3axkaadax euwjoi oceimu
ma eMnipu4HUM 8U84eHHAM IXHb020 8n1uU8y Ha npoyec npodecitiHoi coyiaaizayii 3006ysauie ocgimu.

Kmwuosi cnosa: zetimigpikayis; npogeciiina coyianizayis; suwa oceima; npodecitina ideHmuyHicms; camoegpekmusHicmy;
cumyasyiliHe Ha8YaHHs,; Momueayis; keasinpogecilina disabHicmb.
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GAMIFICATION AS A TECHNOLOGY OF PROFESSIONAL SOCIALIZATION OF HIGHER EDUCATION
STUDENTS IN A HIGHER EDUCATIONAL INSTITUTION

Abstract. The article raises the problem of gamification as a modern pedagogical technology of professional socialization of higher
education students, updated by transformational processes in the higher education system, digitalization of the educational environment and
increasing requirements for the readiness of future specialists for professional activity. Analysis of scientific, pedagogical and psychological
literature has shown active study of the phenomenon of gamification in the context of learning motivation, but insufficient representation of
research aimed at revealing its role in the process of professional socialization of education students. The purpose of the article is to
theoretically substantiate gamification as a technology for professional socialization of higher education students and to clarify the
psychological mechanisms of its influence on the formation of professional identity and self-efficacy of future specialists. The essence of the
concept of “gamification” is revealed and its demarcation from related educational approaches is carried out. It is substantiated that
professional socialization in the conditions of gamified learning is implemented through role modeling, simulation scenarios and involving
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students in quasi-professional activities. The psychological principles of the effectiveness of gamification are highlighted, in particular, the
provisions of the theory of self-determination, the concept of the “identification node” and the idea of personal self-efficacy. The industry
specifics of the application of gamification in the training of specialists in various areas, in particular in medical, legal, economic and
pedagogical education, are analyzed. It was found that gamified technologies contribute to increasing learning motivation, developing
professional competencies, forming responsibility and readiness to make professional decisions. At the same time, the need for methodically
balanced use of gamification, taking into account possible ethical risks, is emphasized. Prospects for further research are related to the
development and testing of author's gamified educational courses in higher education institutions and empirical study of their impact on the
process of professional socialization of education seekers.

Keywords: gamification; professional socialization; higher education; professional identity; self-efficacy; simulation learning;
motivation; quasi-professional activity.

IlocraHoBKa mpo6seMu. CydacHa cucTeMa BHLIOI OCBiTU mnepebGyBae B emileHTpi TI106abHUX
COLiOKY/JIbTYPHUX, TEXHOJIOMIYHMX Ta LMBiJi3aniiHux TpaHchopmaui. Iludpogizalis cycnizibCcTBa,
NPUCKOPEHHA TeMIIIB HayKOBO-TEXHIYHOro INporpecy, sMiHa pUHKY Ipali Ta 3pOCTaHHA HeBU3HAYE€HOCTI
npodeciiHUX TPAEKTOPi 3YMOBJIOKTbL HEOOXiJHICTD NEepeoCMHUCTEHHS TpPAJULIHHUX HiAX0AiB [0
migroroBku ¢axisiiB. Buma oceita fenani Gisblle OpiEHTYETbCS He JiMIle HA TPAHCJALIK 3HAaHb, 3 ¥ Ha
dopMyBaHHS 3[aTHOCTI OCOGUCTOCTI AiITH B CKJIAAHUX, JUHAMIYHUX | HenmepejbadyBaHUX NpodecikHUX
CATYyaLiqX.

Y uboMy KOHTEKCTi 0c06JIMBOI aKTyaJIbHOCTI HabyBae npobJsiemMa npodeciiiHoi couianizauii 3706yBaydiB
BUILO] OCBITHU — CKJIaJHOTO 6araTOBHMMIpHOIO Npollecy BXOJpKeHHA iHAuBiAa y npodeciliHe cepeoBHullle,
3aCBOEHHS MOT0 HOPM, LIiHHOCTEHN, POJIbOBUX MoJesiell Ta GopMyBaHHS CTiliKkol npodeciiiHoil ieHTUYHOCTI.
HepocraTHil piBenb cdopMoBaHoCTi npodeciiHOl iJleHTUIHOCTI CTYJeHTiB NPU3BOAUTH 10 GparMeHTapHOro
3aCcBO€EHHS NMpodeciiHUX poJiel, 3SHUKeHHs MOTHBAIii 10 MalOyTHBOI AisIJIBHOCTI Ta TPYAHOILIB afanTarii Ha
MOYaTKOBUX eTanax Kap epy. 30KpeMa, BiZjIOBi/HO /10 Cy4YaCHUX JOCTi/P)KeHb: «kHE3BaXKal04YX Ha TakKi 3arajomMm
CcnpuATAUBI oniHkH, 59,3 % ONUTAHUX BBaXalOTh, 1110 AUCTAHILiiHe HaBYaHHA € TipIIUM 3a o4HY $opMy, a
MPOAOBXYBaTH OHJIallH-HaBYaHHA X0Tiiu 6u auite 33,5 % pecioHzeHTiB» [11].

TpaguuiiiHi neparoriuHi migxonu, oOpieHTOBaHI NepeBa)XHO Ha pPeNpoAyKTHBHE 3aCBOEHHA
HaBYaJIbHOr0 MaTepiany, JAefasji 4acTillle JeMOHCTPYIOTb CBOI OOMEXeHIiCTb y BHpillleHHi 3aBJaHb
npodeciiiHoi corianizanili. Oco6MBO ToCTpo Iii MPOGJIEMH BUSBISAKTBHCA B yMOBaX JUCTAHI[IHHOTO Ta
3MIlIAHOTO HaBYaHHsS, KOJU CKOPOYYETbCA OOCAT «KHBOi» mpodeciiHOI KOMyHIiKalil, YCKJIaJAHIOETbCS
nepejaBaHHs HedopMaJbHUX HOPM npodeciiHOI KyJAbTypH Ta 3MEHLIYETbCA KIJBKICTh CHUTyalil
6e3nocepe/HbOI B3aeMO/il 3 NpodeciHHUM cepelOBUILEM.

3a TakMx yMOB IOCTa€E NoTpeba y BNPOBaJKeHHI OCBITHIX TeXHOJOTIH, 3JaTHUX KOMIEHCYBaTH
JediuuT mnpakTUKO-OpieHTOBaHOI B3aeMOJil, CTBODUTH YMOBU JAJjsd Ge3smeyHoro mnpodeciiiHoro
eKCIepUMEeHTYBaHHs Ta 3a6€3MeYrTH NOCTYNOBUH Nepexi/] Bif HaB4aibHOI AistIbHOCTI 10 KBa3inpodeciiiHoi.
OpHier0 3 TakUX TexXHOJIOTiH € reimidikania (gamification) — iHHOBauiMHWMM miaxig, WO mepegdavae
BUKOPUCTAHHS IrpOBUX MeXaHiK, €JIeMeHTIiB i JIOTIKM irpoBOro [JAu3allHy y HeIrpoBOMY OCBiTHbOMY
KOHTeKcTi [1].

leifimidikaLis go3BoJIsIE MoJentoBaTH npodeciiini cutyanii y dopmari, 1o € ncuxosiorivHo 6e3nedHUM
JUIS1 CTYleHTa, BOJHOYAC J0CTaTHbO HaOJ/IMKeHUM [10 peaJIbHUX YMOB Mal6yTHBOI Jisi/IbHOCTI. Yepes posboBe
3aHypeHHs, CUMyJIsLio npodeciiHUX pillleHb, 3MarajbHi Ta KOONEPaTUBHI MeXaHiKH BiZJ0YBa€TbCs aKTUBHE
dopmyBaHHA NpodeciHHUX YCTAHOBOK, MoJiesiell TMOBeAiHKH Ta BiANOBIJaJbHOCTI 32 MPUUHATI pillleHHS.
TakuM 4nHOM, reliMidpikoBaHe HaBYaHHS CTA€ IPOCTOPOM KIIPOXKHUBAHHSI» TpodeciiHOro JoCBiAy 1ie Ha eTami
HaBYaHHS.

Oco6siuBoi Baru HabyBae MCUXOJOTiYHUN BuMip reiMidikanii. IrpoBi MexaHIKM aKTHUBI3yIOTb
BHYTPILIHIO MOTUBAL 0, NIATPUMYIOThb BIiI4YYTTA KOMIIETEHTHOCTI, aBTOHOMIii Ta cOL{ia/IbHOI BKJIFOYEHOCTI, 1110
€ KJIOYOBUMM IlepeJlyMOBaMU CTaHOBJIeHHS NpodecifiHoi ileHTu4YHOCTI Mal6yTHhoro ¢axiBus. Y 1poMmy
acnekTi redMidikanis BUXOAUTH 32 MeXi CyTO JUAAKTUYHOTO iHCTPYMEHTY Ta INOCTA€E SK TEXHOJIOTis
I[iJleCIpsIMOBAHOTO BIJIMBY Ha Ipolecy mpodeciiiHoi colfiamizamil.

AKTyanbHICTB JOCTiPKeHHS 3yMOBJIeHa HEOOXiAHICTIO HAYKOBO 06I'PYHTOBAHOT0 aHaTi3y reimidikanii
He JIMIIle K 3acO0y MiZBUIIeHHsI HaBYaJIbHOI MOTHBAIlii, a IK CUCTeMHOI MmeJaroriyHoi TexXHoJIorii, 3jaTHOI
3abe3neyuTH iHTerpaunir0 KOTHiTUBHOrO, MOTHBALiMHOrO Ta COILiaJIbHO-POJILOBOTO KOMIIOHEHTIB
npodeciiiHol migroToBku 3/106yBayiB BUL0i ocBiTH. CaMe TakuM MiJiXiJ 03BOJIsIE PO3rJsjaTy reiimidikanio
sk ebeKTUBHUM iHCTpyMeHT npodeciiiHoi coniaizanii B yMoBaxX CyyacHUX OCBITHIX Ta CyCHiIbHUX BUKJIHUKIB.

AHani3 pocaimxenn i my6uikaniii. ®eHomeH reimidikanii cTaB mpegMETOM aKTUBHHUX HAYKOBUX
Auckyciit. TIpo MONMy/MsApHICTH OKpecjeHOi TeMH 3ayBaxyloTb, W.Xamapi. H.Koiisicto, T.Capca, aki y
pe3yJbTaTi NpoBeZiIeHUX JIOCiKEHb JJOXOAATh BUCHOBKY, 1[0 KiJIbKICTh OMy6JIiIKOBaHUX CTaTeH 3 Iiei TeMu
3pOCTaE, a TAKOXK YaCTOTA BXKMBaHHS TepMiHa «reiiMidikallis» B 3arojloBKax cTaTell 3p0oCTa€ HaBiTh LIBU/LIE,
HDXK KiJIBKICTh 3arajbHUX MNOIIYKOBUX 3anuTiB [12]. M.JIi, C.Ma, 10.1li HaroJiomyoTb, 10 BaXKJIUBO
po3pi3HATH reiiMidikaliro Ta HaBYaHHS HA OCHOBI irop, OCKiJIbKU meplie - OGUIbLI IIUPOKe MOHATTSA HA
[103Ha4Y€eHHH JIMLIe KOMIIOHEHTIB irop y peaJbHUX CUTyalidx, TOAI 4K Apyre —IOBHOLiHHI irpu [Jid nepepayvi
HaBUYOK a6o 3HaHb [13]. dyHjaMeHTanbHI MiJX0AW A0 BUKOPHUCTAHHSA irpOBHUX eJileMEeHTIB y HeirpoBuUX
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cuctemax BifoopaxeHni y mpangax K. Bep6axa [1] Ta I. 3ikepmanHa [2], aki po3rasganTb reimidikaniro
37e6isbIoro K iHCTpyMeHT MoAudikalii moBe[iHKY Ta miABUILeHHS MOTHBAaIlii. B ykpaiHCbKOMY OCBiTHBOMY
MpOCTOPi TEOPEeTUKO-MEeTOJAUYHI OCHOBH reimidikaliii po3pobsisaaun pisHi JoCaiIHUKY, poTe iXHi aKIeHTH
BiapisHsAtoThca. Tak, B. AHTOHOB [3] aHanisye iHcTpyMeHTapii reiimidikanii A9 npodeciiiHoi nifroToBKY,
30KpeMa poJiboBi MoJesi Ta KoMaHAHY B3aeMogiwo, ToAi sk O. TkaueHko [4] BUAiJIsE LIMPOKe Ta BY3bKe
pPO3yMiHHSA TepMiHy, po3rJsaauu reimidikanito sk cnerudiuHy oCBITHIO TEXHOJIOTIIO.

OKpeMi acneKkTH 3aCTOCyBaHHS irpoBUX TEXHOJIOTIM MOPIiBHSAHO 3a rajjy3eBUM CHPSMYBAaHHSM TaKOX
BiapisHsAoThCa: M. Kopaa Ta criBaBTOpHU [6] AOCHIKYIOTE CUMYJISLiiHE HABYaHHS Y MeJU4YHIN OCBiTi, ToAi
ak P. PaiiaH i E. [leci [8] dokycyroTbcsA Ha NCUXOJIOTIYHUX MeXaHi3Max BIJIMBY I'PU. Y3arajbHeHHS Pi3HUX
miaxoAiB [1-10] cBiAYMTH, 110, He3asJeXHO BiJi KOHTEKCTy, reiMidikalis € MOTY>KHUM YHUHHUKOM
NcyxoJioriyHol afanTanii 3406yBadiB o npodeciiiHoi AisibHOCTI. Pa3oM i3 TUM, y HAQyKOBUX pO3BifKax He y
MOBHiM Mipi po3KkpuTO 3HauYeHHA Y popMyBaHHI NpodeciiiHOI iZeHTUYHOCTI i caMoedeKTUBHOCTI MallbyTHIX
¢daxiBLiB B OCBITHBOMY CepeJIOBUII 3aKJIay BUILOI OCBITH.

MeTa crTarTTi - 0GIpyHTYBaTH redmidikauiro gk epeKTUBHY MeAAroriyHy TEXHOJIOTiI0 mpodeciiiHol
couianizanii 3706yBaviB BULO] OCBITH Ta PO3KPUTH 3HAYEeHHS ¥ dopMyBaHHI mpodeciiiHol ileHTUYHOCTI U
caMoedeKTUBHOCTI MallbyTHiX dpaxiBLiB B OCBITHbOMY cepef0BHUILI 3aK/1aly BUIIOI OCBITH.

MeToaaMu AOC/IiAKeHHS € aHaJli3 HAyKOBO-NeJaroriuHoi, ICUXo0J0riYyHoi Ta cleljiaabHOI JTiTepaTypu
3 MeTOl0 3'siCyBaHHS TeOPeTUYHUX 3acaj reimidikanii gk ocBiTHbOI TexHosorii Ta ii posi y mnpoueci
npodeciiiHoi cornjanizanii 3700yBayiB BUINOI OCBiTH; TepMiHOJIOiYHUH aHaJMi3 i JAeMapkalisd NOHATb
«redMidikanisar», «irpoBe HaBUaHHS», «KCUMYJIALIMHE HABYaHHS»; y3araJbHEHHS Ta CUCTEMAaTH3allis HAyKOBUX
nigxoaiB o ¢opmyBaHHA mnpodeciiiHOl ifeHTUYHOCTI Ta camMoedeKTUBHOCTI; NOPIBHSJbHUN aHai3
reiMipiKoBaHUX MNPAKTUK y pi3HUX rany3sax npodeciiiHol HiArOTOBKM 3 MeTOK BHSBJEHHS IXHIiX
JUJAKTUYHUX MOXJIMBOCTEH Ta O0OMeXeHb; JIOTIKO-CTPYKTYPHHUM aHaji3 [jad OoOI'pPyHTyBaHHA
MeTO/,0JI0TiYHOT'0 aJITOPUTMY BIIpOBaKeHHs reiimidikanii y 3ak/aazax BUILOL OCBITH.

Buksiaa OCHOBHOro martepiany gociaigkeHHs. leiimidikalis sk OCBiTHA TexHoJOoriss HabyBae
0CO6JIMBOI aKTyaJIbHOCTI B yMoBaX TpaHcdopmalii BUINOI OCBiTH, 3yMoBJieHOI mudpoBizaniero, 3MiHOW
ocBiTHiIX ¢opMaTiB Ta 3poCTaHHAM poJi NMPAKTHUKO-OpieHTOBaHOI miAroToBKM ¢axiBiiB. Y cydyacHOMy
OCBITHBOMY HPOCTOPi BOHA PO3IVIAMNAETHCA He JIMIIe sK 3acib MmiiBULeHHs MOTHUBAMLii 3/100yBavyiB BUIIOI
OCBIiTH, a fIK KOMIJIEKCHUH iHCTpyMeHT popMyBaHHS NpodeciiHUX YCTaHOBOK, MoJesel NOBeJiHKH Ta
coLliaJIbHUX poJIei.

3rigHo 3 migxonoMm K. Bepbaxa, reiimidikaliiss BUSHaUYa€TbCSA IK BUKOPHUCTAHHS €JIeMEHTIB irpoBoro
JIM3aiHy Ta irpoBUX MeXaHIK y HeirpoBUX KOHTeKcTax [1]. ¥ muouiuHi BUIOI OCBiTH Takui miaxizx mocrae
¢dopmoro opraHizauii HaB4aJIbHOI AifIbHOCTI, 10 cripysie TpaHcPopMarniil 30BHIIHBOI MOTHBAL1 Y BHYTPILlIHIO
Ta 3a6e3Me4Yy€e aKTUBHE 3a/Iy4eHHs 37j00yBaviB OCBiTH J0 OCBITHBOTO Mpolecy. Joc/aiJHUKH HaroJoUyKTh,
110 ¥ By3bKOMYy po3yMiHHI reimidikanis peasnisyerbcsi yepe3 3actocyBaHHs1 PBL-Tpiagu (points, badges,
leaderboards), Toxi sk y mupokoMy — mnepenbavyae CTBOpPeHHs IijicHOro irpoBoro cepefoBula,
iHTerpoBaHoOro B OCBIiTHil mpouec [4].

[IpodeciitHa couianizanis 3700yBaviB BUILOI OCBITM B yMoBax relMidikoBaHOro HaBYaHHS
BiI0YBA€ETHCS LIJISIXOM 3aHYPEHHS y KBa3inpodeciiiHy Ais/IbHICTB. 3a TAKUX YMOB CTYZEHT HEe 00MEXYEThCS
3aCBOEHHAM TEOPETHYHOro Martepiaiy, a Jie BiJ iMeHi MaW6GyTHboro ¢axiBls, NpuiiMam4yu pilleHHS Y
3MO/leIbOBaHUX NpodeciiHux cutyauisx. Takuil ¢opmar crnpuse iHTepiopusanii npodecihHUX HODPM,
LiHHOCTeM i cTaHAAPTIB AiIBHOCTI 11e 10 NoYaTKy peasbHOl TPyA0BOi NPaKTUKH [9].

PesynbpTaTuBHICTb reiimidikarii ssk TexHosorii npodeciiinoi conianizarii 3ymoBsieHa Ii CUX0JI0TYHUM
nigrpyHTsaM. OgHUM i3 KJIIOYOBUX TEOPETHUYHUX MiAXoAiB € Teopiss camoneTepmiHanii (Self-Determination
Theory), BignoBigHO A0 siKO1 irpoBi MexaHiKM 3aJ0BOJIbHAOThL 6a30Bi MCUX0JIOTiIYHI MOTPEe6U 0COGUCTOCTI B
ABTOHOMil, KOMIIETEHTHOCTI Ta coliaJbHil MoB’sA3aHoCTi [8]. Peasizamis 3a3HaueHNX NOTPe6 CTBOPIOE YMOBH
U1 GopMyBaHHS BHYTpIIIHBOI MOTHBALii Ta aKTUBHOrO BKJIIOYEHHS 3/100yBadiB OCBiTH y mpodeciiiHo
OpiEHTOBAHY AiA/BHICTE.

Barome 3HaueHHs1 Ma€ KoOHUemlis «By3Ja ifeHTUdikauii» (Nexus of Identification), sika mosicHroe
dopmyBaHHSA npodeciiHOl iAEHTUYHOCTI y Tpi SIK TOYKY MepeTUHY peajibHOl iJeHTUYHOCTI CTyAeHTa Ta
BipTyanbHol igeHTHYHOCTI mnpodecionana [9]. BukonaHHsi npodeciiHUX poseld y reiimidikoBaHOMY
cepefoBUIIL HAJJa€ MOXKJIMBICTh EKCIEPUMEHTYBATH 3 TPoPeCciiHUMHU AisiMU 6€3 pU3UKY peabHUX HACTiAKIB,
1110 CITPHUSIE YCBiZIOMIEHHIO cebe 1K Cy6’eKTa MalOyTHHOI podeciiHol AiJIbHOCTI.

OkpeMe wMicue y mporneci mnpodeciiiHoi conjasisanii mocizjae ¢eHoMeH caMoedeKTHUBHOCTI,
obrpyHToBaHuil A. BaHayporo sk Bipa 0COGMCTOCTI y BJIACHY 3/[aTHICTh OpraHi30ByBaTH Ta peasli30BYBaTH
JNisIbHICTh, HEOOXiZHYy [/ [AOCATHEeHHs MOCTaBJjeHUX ILisei [7]. YcmimHe BHKOHaHHS mpodecifiHo
opieHTOBaHUX 3aBJlaHb y reiimidpikoBaHOMYy cepeioBUILI NMiABUILYE piBeHb YIIEBHEHOCTI 3106yBayiB OCBITH y
BJIaCHiN mpodeciiiHili cIpoOMOXKHOCTI.

BripoBa;keHHs redMigikanii y 3akiaziax BUIOI OCBITH MOTPEOYE YiTKOTrO MeTOA0JI0TIYHOTr0 MiIX0ay,
1110 epei6avyae BU3SHAYeHHsI OCBITHIX ITijiel, aHa i3 0COGJIMBOCTEH 1[iJIbOBOI ayAUTOPII 3 ypaxyBaHHAM Pi3HUX
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TUIIB MOTHBaLii, a TakoX [J0O6ip AOLiNbHUX TexHIYHUX i colfjasbHUX iHCTpyMeHTIB [5]. 3acTocyBaHHs
m1aTGopM AUCTAHIIMHOTO HaBYaHHS, IHTEPAKTUBHUX CEPBIiCiB Ta KOMaHAHUX popMaTiB AisIIbHOCTI cripusie
¢$opMyBaHHIO THYYKOT0 1 aJallTUBHOI'0 OCBITHBOTO CepeIOBUILA.

lanyseBa cnenudika reiMidikauii BUABASAETbCA Yy pi3HUX HampsMax npodeciiiHoi migroToBku. Y
MeAUYHIA OCBiTi reimidikoBaHi MifX0AW TiCHO NOB’f3aHi i3 CUMyJALIAHUM HaBYaHHAM, L0 Nepeabdaydae
BHUKOPHUCTAHHA BUCOKOPEaJiCTUYHHUX MaHEKEHIB I BIpTyaJIbHUX CUMYJIATOPIB AJ1d BiZIpaloBaHHA KJIIHIYHUX
HaBUYOK 6e3 pu3UKy AJis nanieHTa [6]. [lopsn i3 TexHiYHUMU BMiHHSIMH reimidikariisi cnpusie onpamnoBaHHIO
CKJIQ/IHUX eTUKO-ITPAaBOBUX aCMEeKTIiB MpodeciiiHOI JisIbHOCTI Ta 3HIXKEHHIO IICUX0JI0TiYHUX 6ap’epis [10].

Y ropuau4Hii ocBiTi reiimidikanis peasisyeTbcs yepe3 MyT-KOpTH (moot courts) — cuMyssLii cyJoBUX
NpoleciB, y Mexax AKX GOPMYIOTbCA HaBUUKMU apryMeHTalil, npodeciiiHoi koMyHikalii Ta JOTpUMaHHS
eTUYHUX CTaHZJApTiB. [loAaTKOBO 3aCTOCOBYIOTHCS POJILOBI MOJesi aHTUKOPYNIiHHUX pO3CaifyBaHb, 110
CIIPUSIIOTH Bi/iNpallloBaHHIO MPUUHATTA pillleHb y CUTyalisiX KOHQAIKTY iHTepeciB.

B exoHoMmiuHill Ta mezgaroriudiii migrotoBii epeKTHUBHUMU € AiJNOBi irpu Ta 6Gi3Hec-cumyJsALii, ki
JI03BOJIIITh MOJeJIloBaTU IpodeciiiHi cuTyalil y cTucioMy yacoBomy dopMmaTi Ta aHali3yBaTHU HACHIiKU
NPUUAHATHX yNPaBJAiHCbKUX pimenp. [ MaibyTHIX nejaroriB reiiMidikanis cupuse po3BUTKY LubpoBoi
KOMIETEeHTHOCTi, KOMYHIKaTUBHUX YMiHb i HABUYOK KOMaHAHOI B3aeMO/iii, HeOOXiAHUX A/ JisJIBHOCTI B
yMOBax Cy4acHoi mkoJu [3].

I3 ypaxyBaHHSIM BHlle3a3Ha4y€HOro0, IPONIOHYEMO aJITOPUTM peasizanii reiimudikauii y negaroriyHux
3aKJIaiaxX BUILLOI OCBITH:

1. BusHaueHHs npodeciiHUX CUTyalii:

BUOIp peaslicTUYHUX CIieHapiiB eAaroriyHoi miZroToBKyY;
dopMyII0BaHHSA LiJIeH, IKi CTYA€HTH MAlTh JOCATTH Mij| 4yac irpoBoi cecil.
2. Bubip irpoBoro ¢opmarty (iHTepaKTUBHI MoAyJii 3 pPOJbOBUMU 3aBJAaHHSIMM Ta KOMaHAHHUMU
BIIPaBaMH).
3. MogpentoBaHH4 Ta irpoBa cecis:
CTBOPEHHS CTUC/IMX YaCOBHUX CLieHapiiB mpodeciiHuX cuTyaLin;
aHaJsIi3 HacIiAKiB IPUHHATHX pillleHb | KOJIEKTUBHE 0GTOBOPEHHS PE3YJIbTATIB.
4. PO3BHTOK KJIIOYOBUX KOMIIETEHTHOCTEH:
11MdpoBa KOMIETEHTHICTh Yepe3 BUKOPUCTAHHSA CYyYaCHUX TeXHOJIOTIH;
KOMYHIKaTUBHI YMIHHS Ta KOMaH/iHa B3aEMO/is y IpoLeci BAKOHAHHA 3aBJaHb.

5. OuiHioBaHH# Ta pedJiekcia (Mig6UTTS NiACyMKiB, 06roBOpeHHs YCHiXiB i IOMUJIOK).

6. KopuryBaHHS irpoBoro cueHapito Ta METOAMKHU BiAMOBIAHO 4,0 pe3yJibTaTiB.

[Topsif i3 MO3UTUBHUMU pe3yJIbTaTaMH reiiMidpikoBaHOr0 HaBYaHHS, 110 MPOSBJASIOTHCSA Y 3pOCTAHHI
MOTHBALii, 3a/Ily4€HOCTi Ta 3TyPTOBAHOCTI CTYAEHTCbKUX rpyn [5; 8], BUABAAITHCA ¥ MOTEHLiHHI PU3UKHU.
Cepesy HUX — MOMJIMBICTb MaHINyJATUBHOTO BIJIMBY Ha NOBEJiHKY 37006yBayiB OCBiTH, HaaMipHa
KOHKYypeHLifl, 1110 MOXe CIPUYUHATH eMollillHe HaNpy)KeHHs], a TaK0X CHpoLieHe COPUHUHATTA CKIaJHUX
npodeciiiHux npobsem [2]. Yka3aHi 06CTaBUHM 3yMOBJIOIOTb HeEOOXiAHICTH NeJarorivyHo BHUBaXKEHOTO
BUKOPUCTaHHA reiiMidikalii B ocBiTHbOMY npo1eci.

lefimidpikanis y 3akiajjax BUINOI OCBITH chopMmyBasiacs fK IijJicHAa mNefaroriyHa TeXHOJIOTis,
cnpsiMoBaHa Ha 3abesnedeHHs1 npodecidHOi conianizanii 3700yBadiB OCBiTH. 3acTOCyBaHHS POJIbOBOIO
MOJIEJIIOBAaHHS], CUMYJISILIMHUX clUeHapilB i kKoMaHJHOI B3a€EMOJAIl CTBOPHE YMOBHU /il TNOCTYIOBOTO
dopmMyBaHHA npodeciiiHOl iJEeHTUYHOCTI Ta PO3BUTKY 34ATHOCTI JiTH y 3MoOJejibOBaHUX NpodeciiiHUx
CUTYyalisix. 3Ha4Hy poJib Y IbOMY Npolieci BiZlirpa€e nifiBULeHHs piBHA caMoePeKTUBHOCTI, 1[0 NPOSIBASETHCS
y 3pOCTaHHi BIEBHEHOCTi 300yBauiB OCBITHM y BJIaCHUX NpodeciiHUX MOXKJIUBOCTAX i FOTOBHOCTI [0
NPUNHATTS BiZjIOBiZjaIbHUX pillleHb ¥ MaWOyTHIMN AisiabHOCTI.

BucHOBKM. 3’ICOBaHO, 110 peaJsidamnisa redMidikauii y 3akiaziax BUIOI OCBiTU CTBOPIOE MOTEHIiNHI
MOXKJIMBOCTI JJ1s MigBUINEeHHS epeKTHUBHOCTI nmpodecifHol miroToBKM 3/106yBaviB 0CBiTH. CIUpalYUch Ha
pe3yabTaTH [OC/Ti/pKeHb Ta BJACHUX HAayKOBHUX MOIIYKiB, BCTAHOBJIEHO, L0 TMOEAHAHH IrpOBUX TEXHIK,
pPOJIbOBOTO MO/Ie/II0BAaHHS Ta CUMYIALIHHUX GOopMaTiB MOXKe CIPUATH aKTUBHOMY 3a/lyuyeHHI0 3100yBauiB Jj0
OCBITHBOTO Ipolecy Ta ¢opMyBaHHIO IOYATKOBUX eJleMeHTIB npodeciiiHoi iAeHTUYHOCTI. 3anpONOHOBaHUMN
aJropuTM reiMidikanii gy negaroriyHuUX 3akaafiB BUILOI OCBITH JeMOHCTPYE MOXJIMBUN NMOCTYNOBHUM
nmepexiJ; BiJi HaBYaJIbHOI AiSIBHOCTI A0 mpodeciiiHOl Ta 3ab6e3medyye ajanTainird Mal6yTHiX ¢axiBuiB a0
npodeciiiHoro cepesoBHILA.

[lepcneKTHBU NOAANBIINX AOCAiJ)KeHb B6aUYaEMO ¥ po3pobLi Ta anpobawii aBTOPCbKUX OCBITHIX
KypCiB i3 BUKOPUCTAaHHSM eJleMeHTiB reiiMicdikauii y mifrorosui ¢paxiBiiB pi3HUX rasysen, a TAK0XK y BUBUEHHI
BIVIMBY reiiMidpikoBaHHUX TeXHOJIOTIH Ha [JOBTOCTPOKOBE CTaHOBJEHHS mNpodeciiiHol ijeHTU4YHOCTI Ta
CTilKkicTh MoTHUBalii 3406yBayiB BUILLOI OCBITH.
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KoHduiikT iHTepeciB. ABTOpU 3asBASAIOTH NPO BiICYyTHICTh KOHQJIIKTY iHTEpeciB.

Jxepena ¢pinaHcyBaHHS. [locii/PKeHHSI HE OTPUMYBaJIO 30BHIIIHbOTO PpiHAHCYBaHHS.
JocTynHicTk AaHMX. Lle focifkxeHHA He NTepe/i6ayalo BAKOPUCTaHHSA OKPEMUX HabOPiB JaHUX.
BukopucTaHHA 3aco6iB mwiTydHoro intesekTy (LUI). I1ig yac miAroToBKY Iiei po60TH aBTOpPU He

BHUKOPHCTOBYBaJIN iHCTPYMeHTI/I HITYy4YHOIro iHTe.IIeKTy.
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