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Y cmammi pozensnymo euxkopucmamnus i2poeux mexHouno2i ma ceuMipikayii K [HHOBAYIUHO20 IHCMPYMeEHMY
niosuwenHs egheKmueHOCmi HAGUAHHs 6 Kypci Mikpobionozii ma eipyconocii. 3’acoeano, wo inmeepayis eiemenmis epu 6
0C8imHill npoyec cnpuse Gopmy8aHHI0 MOMUBAYIL, PO3BUMKY KPUMUYHO20 MUCIEHHS MA KPAWOMY 3ACE0EHHIO CKAAOHUX
meopemuunux nousams. Ocobaugy ysacy npudireHo sacmocysantio yu@posux niamepopm (Kahoot!, Quizizz, Socrative) ma
cneyianizoeanux oceimuix icop (ViroGame, BacteriaGame), sxi 3abe3neuyiomsv iHmepaxmueuicms ma 360pOMHULL 38 S30K.
Onucano memooudni NpuLlomu BUKOPUCIAHHA 2euMihikayii Ha JAeKyisX, NpaKmuyHux ma JAaO00pPAMOPHUX 3AHAMMSIX.
Hasedeno npuknaou enposaddicents CroHCemHux K8ecmie ma poabosux CUMYAAYIN O NOSACHEHH MeXAHi3MI8 iH@eKyiliHo20
npoyecy. Jlosedeno, wo ceumipikayis € eghekmueHum 3aco60M NiOBUWEHHS Pe3YTbMAMUEGHOCMI HAGUAHHS, POPMYBAHHS
O00CTIOHUYbKUX KOMAEMeHMHOCHel ma nid2omoexu cmyoenmie 00 npogecitinol disiibHocmi y cghepi bionoeii ma meduyuHu.

Knruosi cnosa: ceimigixayis, ieposi mexnonozii, Mikpobionozis, 6ipyconozis, IHmepaKmueHe HAGYAHHS, OCEIMHI
iepu, moodens «I etimigpixosarnoi cnipani inmepiopuzayii 3HaHbY.

IMocranoBka mpodaemu. CydacHa BWINA MPHUPOJHUYA OCBITa TepedyBac B CTaHI TTTMOOKOI JAMIAKTUIHOL
TpaHcdopmallii, 3yMOBJIEHOI SIK TJ00albHUMH LUQPPOBI3AIMHIMHU MPOLECAMH, TaK 1 JOKAIBHUMH KPHU30BUMH
spamaMu  (Hacimiakn maHgemii COVID-19 ta yMOBH BOEHHOTO CTaHy B YKpaiHi). SIK 3a3HadaroTh (axisii 3
HEWpOIeaaroriky, XpOHIYHUI TUCTPEC 1 BUCOKHIA PiBEHb KOPTU30IY O€3MmocepeiHb0 OMOKYIOTh pOOOTY rinokammna —
LICHTPY MO3KY, IO BIANOBigae 3a mepeBeicHHs iH(GOpMallii B JTOBrOTPHBaIy Iam’saTh. Ha 1bOMY TJIi BHBUYCHHS
JUCLMILTIH MiKpOO10JIOTIYHOTO LUKy (30KpeMa Kypcy «MikpoOionorist 3 OCHOBaMH BipycoJIOTii Ta iMyHOJOTii»)
TPaIUIIHHO CYHIPOBOKYETHCS 3HAUHUMH KOTHITMBHUMH TpPYTHOIIAMH, SKi B YMOBaxX JAWCTAHIIIHHOTO HaBYaHHSI
JIMILIIE 3arOCTPIOIOTHCSL.

dynnaMeHTallbHA MpoOJieMa TMOJIAra€ B HAsSBHOCTI JKOPCTKOTO EIMCTEMOJIOTIUYHOrO Oap’epa: 00’€KTH
BUBUCHHS (BipycH, OakTepii, MONEKYJSIpHI MEXaHi3MH perulikamii) nepeOyBaloTh 1M03a MeXaMu O0e3nocepeTHbOro
YYTTEBOTO CIPHUHHATTS CTyAeHTa. J[OpeuHO 3rajaTi KOHIICMIII0 BHIATHOTO (paHIy3pkoro ¢inocoda Hayku
I'. bannspa, skuii yBIB TOHATTS «EMICTEMOJIOTIUHOI Tepemkoan» (obstacle épistémologique). Bin nmoBiB, 110
TIOBCSAKICHHUH JTOCBIJ JIIOAWHU YacTO CyNepednTh HAYKOBOMY Mi3HAHHIO: HAIll MO30K €BOJIOIIITHO HATAIITOBAHUN Ha
B3aEMOJIII0 3 MakpooO’€KTaMu (THM, III0 MOXXHA MMOOAYWTH YU TOPKHYTHUCS), TOAlI SK HAHOCBIT 3aJIMINAETHCS JUIS
HBOTO UYXKOpigHOI0 abcTpakiiiero [1, ¢. 187].

BigipBani Bing ¢isuunux wikpockomiB Ta STEM-nmaGopartopili, BipioHM Ta OakTepianbHi KIITHHU
MICPETBOPIOIOTHCSA JIJIsl 3100yBadiB OCBITH Ha CBOEPIIHI «CHUMYISIKPH» — TEPMIHM 0€3 peajbHOro 3MICTOBOTO
HATIOBHECHHS. 3TigHO 3 Teopieto KorHiTuBHOro HaBaHTaxkeHHs (Cognitive Load Theory) dx. Ceemrepa, cripoba
CTyICHTa MEXaHIYHO YTPHMAaTH B TOJOBI OAaraTOKOMITOHCHTHI aOCTpakTHI adropuTMH (HANPHUKIIAN, CTamil
NPOHUKHEHHS Bipycy B KIITHHY) 3yMOBJIIOE MUTTEBE TIepeBaHTaKeHHs poOovoi mam’siTi [13, c. 257-285]. Came Tomy
BHHUKA€ KPUTHYHA HEOOXITHICTh y TIONIYKYy HOBUX IWNAKTUIHHX IHCTPYMEHTIB — «KOTHITHUBHHUX PHINTYBAHbY
(cognitive scaffolding), 3maTHUX ekcTepiopu3yBaTH HEBHAMME 1 3pOOMTH MIKPOCBIT AOCTYITHUM JJIs IHTEPaKTUBHOL
B3a€EMOI].

Ananiz mocaimkens i myOuaikanmii. JloCHipKeHHS €MICTEeMIYHOT0 Ta AMJAKTHYHOTO TOTCHINIATY IrpoOBUX
TEXHOJIOT1M Ma€ MOTYXKHY MDKIUCIUIUTIHAPHY 0a3y. I'pa sk ¢peHOMEH JIIOJCHKOI KyIbTYpH Ta IHCTPYMEHT ITi3HAHHS
cBiTy Mae rH6oKe oHTONOriuHe Kopinus. Ille B 1938 p. BumaTHuil Hinepnanackkuii dinocod H. Teiisinr y cBoemy
(dynnamenTanpHOMy TpakTaTi «Homo Ludens» J0BIiB: Tpa € cTapiioro 3a KyJIbTypy; BOHa € OCHOBOKO OYIIb-SIKOTO
TBOPYOTO Ta IHTENEKTYILHOTO aKTa JItoAcTBa [4, ¢. 126—128].

VY meparoriyHii Ta KOTHITUBHIN IICHXOJIOTIi cepenrHu XX CT. TMOTY)KHUN IMITYJIEC AOCTIDKCHHIO TPH ATl
npari JI. Burorcekoro Ta . Embkonina [3, c¢. 62—76]. Bonu mnoBenu, o rpa CTBOPIOE «30HY HAMOIMKIOTO
PO3BUTKY», JO3BOJLIIOYA CYO €KTYy JOJATH BIIACHI OOMEXEHHS dYepe3 MPHHHATTS yMOBHOI poii [2, c. 88-95].
K. MMiaxke, MOCTIHKYIOUMA TEHETUYHY €IiCTEMOJIOTII0, 3a3Ha4aB, IO TPa € MEXaHi3MOM aCHUMLJIAIIL — MpoIeCy, Yepe3
KM HOBa CKJamHa iHpopMmalis (y HAIIOMy BHIAAKY — aOCTpaKTHHH MIKpPOCBIT) aJalTyeThCSA IO BXKE ICHYIOUHX
KOTHITHBHHX CXEM 1HIMBIAA.

CyuacHHii eTam pO3BUTKY Ii€i MpOONEMATHKM TIOB’S3aHMI 3 KoHIeNieo reiMidikamii (Gamification). i
ocHoBu 3aknaneHi B mpargx K. Kamma (K. Kapp) [8, c.238], C. derepainra (S. Deterding) ta Jl)x. Makroniran
(J. McGonigal) [11, c.343]. JocaimHUKH aKIEHTYIOTh yBary Ha HEHpOOIOJOriYHOMY AacIleKTi: IMPOBI MEXaHIKH
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(taiimepu, Gamy, piBHI) CTHMYMIOIOTH BHPOOJEHHS HodamiHy, 10 (i3ioNoridyHO 3aKpiIuIroe HEWPOHHI 3B’S3KH Ta
NIEPETBOPIOE KOPOTKOUACHY 1AM’ SITh HA JIOBIOTPUBAILY.

B octanni poxu (2022-2025 pp.) y CBITOBilf HayLi crocTepiraeTbes ciipaBkHiii Oym Game-Based Learning
(GBL) came y BuiIIi#t 61010T14HIM Ta MEIUYHIN OCBITI:

o JlocnmigHuku [HCTUTYTY MOJIEKYISIPHOT MEAUIIMHY Ta iHpEKIIHHUX 3aXBOpIoBaHb ( YHiBepcuTeT pekcens,
CIIA) nosenu HEOOXIAHICTD MIEPEXOAY BiJl TPAAULIIAHKUX JEKIiH 10 udpoBuX cuMysaiiil. Bouu po3pobuiu irposi
noxatku (Hanpuknan, « CD4 Huntery), O NAIOTh 3MOTY CTYAEHTaM Ha MOJIEKYJSIPHOMY PiBHI MOJIEINIIOBATH IIPOLIEC
nponukHeHHS Bipycy BUI y xmituny [12, ¢. 325-338].

o KonymoGiiiceki Bueni H. Peiina-I'ycman (N. Reina-Guzmén) Ta xonern y cBoemy pociimxenti (2022)
IPYHTOBHO IPOaHAI3yBaJId BIUIMB reiiMidikallii Ha CTyAeHTIB-010JI0TIB ITijJ] YaC BUBYCHHS MIKPOOIOJIOTii B yMOBax
na"gaemii COVID-19. Bouu moBenwm, mo irpoBi MexaHiKu 0e3MOCepeHO TMOKPAIIYIOTh HE JIMINE KOTHITHBHI, a i
MPaKCEeOJIOriuHI Ta METAaKOTHITUBHI HABUYKH 37100yBadiB OCBITH [6, ¢. 289].

o Jlns mogonaHHS TEPMIHOJIOTIYHOTO Oap’epa MiKHAPOAHI AOCTIIHHULIBKI TPYHH YCIIIIHO BIPOBAIKYIOTH
3MarajibHi KapTkoBi irpu (Hampukiaza, «BactoBattley, 2023) Ta relimidikoBaHi OaHKM NHTaHb 13 TYPHIPHUMH
TaONUIIIMU, IO TOKA30BO IMiJBUIIYIOTh PE3yIbTaTH eK3aMEHAIIMHUX TECTiB 3 MikpoOioJorii Ha 30—40% [9].

B ykpaiHCbKOMY HayKOBO-IIEAAaroridyHoMy AMCKYpCi muTaHHA irpudikarii ¢paxoBoi miAroTOBKM MaiOyTHIX
YUHUTENiB MPUPOAHUYMX IUCHUILTIH po3pobisie O. Mapymak, T. 3acexina. Crnenudiky BUKIagaHHS MiKpoOioJorii B
YMOBaxX KPH30BOT'O AMCTAHIIMHOTO HaBUaHHS (BUKOPHUCTAHHS TECTOBHX ILTaTdopM) BUcBiTIeHO d mpamsx A. boiiko
ta C. KoBanenka.

BujaineHHs1 HeBUpilleHUX paHille YaCTHH 3arajbHOi mpodjemu. He3Baxaioun Ha MOTY)KHUH CBITOBHUIA
IHTEpeC 10 TeMH, MHTaHHS KOMIUIEKCHOI rekimidikarii Kypcy «MikpoOionoris 3 OCHOBAaMH BIPYCOJIOTID» Yy
BITUM3HAHUX 3aKjIafax BHIIOi OCBITH 3aJMIIAETHCS (PAarMEHTOBAHMM. BiNbIIiCTh yKpaiHCBKHX Ta 3apyOiKHHX
PO3BiIOK (POKYCY€ETHCSI HA BUKOPUCTAHHI ITOOJUHOKHUX 1HCTPYMEHTIB (OKpeMo TecTH, okpemMo 3D-moxeni abo ¢dizmyni
HacTineHi irpu). [Ipote Opakye HaykoBO OOIPYHTOBAaHOi, IHTETPOBaHOI MoOzelNi, fka O B yMOBax >KOPCTKOTO
JMUCTAHIIIMHOTO HAaBYaHHSA CHHEPriiHO moemnyBana 3D-pisyamizamito (Mozaik 3D), airopurMidHe KOHCTPYIOBaHHS
nporeciB (Wordwall) Ta croskeTHO-pOnbOBE MOJETIOBaHHS (Z0Om) B €UHY CMICTEMIYHY CHUCTEMY IS CTYJICHTIB
MIeJaroTIYHNX YHIBEPCHUTETIB.

Merta cratTi. 3 oryisimy Ha BUSIBIICHI CYIIEPEYHOCTI MiXK TOCTPOIO MOTPEOOIO B IOAOIAHH] €MiCTEMOJIOTIYHOTO
Oap’epa mijg 4Yac BHBYCHHS aOCTPaKTHUX OI0JOTIYHHX 00’€KTiB (BIPYCIB Ta MIKPOOPraHi3MiB) Ta BiJCYTHICTIO
KOMIUICKCHUX TeWMi()JikOBAaHMX METOIWK JJIsl yYMOB JHUCTaHIIMHOTO 1 3MIIIAHOTO HAaBYaHHS MeETa HAIIOro
JOCIIDKEHHS. TIOJIAra€ B TEOPSTUYHOMY OOIPYHTYBaHHI, pO3poOIll Ta eMIIipUYHid MepeBipii e(peKTHBHOCTI
aBTOpchkoi mozeni «IeiimidpikoBanoi cmipamni iHTepiopu3zauii 3HaHpY». Llg Mojens moOyaoBaHa Ha CHHEPTiIHHIH
iHTerpartii 3aco0iB 3D-Bi3yamizallii Ta IHTEpaKTUBHUX ITPOBHUX TEXHOJOTIM 1 CIIpAMOBAaHA Ha IMiABHIICHHS SKOCTI
(haxoBoi MiATOTOBKM MaiiOyTHIX Y4WTENiB MPUPOTHUYMX TUCLUILIIH y MpoLeci BUBYEHHS Kypcy «Mikpobionoris 3
OCHOBaMH BipyCOJIOTil Ta IMyHOJIOT1i».

JAnst nOCSITHEHHS TIOCTABJICHOT METH OYyJI0 BU3HAUEHO TaKH KOMITJIEKC 3aBJIaHb TOCHIHKEHHS:

1. Emicremiosioriuae 3aBIaHHS: MPOaHATi3yBaTH HEHPOKOTHITHBHI Ta JUIAKTUIHI TIEPEIyMOBY BUHHUKHCHHS
«KOTHITUBHOTO TEPEBAHTAKCHHS» B CTYACHTIB-OI0JIOTIB TMiX dYac BUBYEHHSA OO0 €KTIB MIKPOCBITY B YMOBax
BIZICYTHOCTI JIOCTYyIy J10 (i3UYHUX J1ab0paTopiii.

2. MogenoBanbHe 3aBIaHHS: CIPOEKTYBATH aBTOPCHKY ToeTanHy mMoneins («I eiiMigikoBaHy cripaiby), sKa
3abe3reuye Oe3repepBHUHN TIepeXiT Bijl Bi3yaabHOI iHIIIaMii 10 mpodeciifHoro CHHTE3Y Yepe3 irpoBY MisUTLHICTD.

3. MeroanyHe (MpakceosoTiYyHE) 3aBHAaHHS: PO3KPUTH cCrenudiky Ta HaBECTH KOHKPETHI NPHKIaIH
inTerpaiii nuppoBux iHCTpyMeHTIB (tatdopmu Mozaik 3D, irpoux cepenosuinl Wordwall, Kahoot! Ta croxkeTHO-
POIBOBOTO MOZETIOBAHHA B Z00M) Y €AMHUIA CHHXPOHHUI OCBITHIH CLieHapiil.

4. EMmipudHe 3aBIaHHS: [UIIXOM II€JaroTiYHOTO EKCIICPUMEHTY TIEPEBIPUTH BIUIUB PO3pPOOIICHOT
reiiMigikoBaHOT €KOCUCTEMH Ha PiBEHb 3aCBOEHHS (axoBOi TEPMIiHOJIOTIT, PO3yMiHHA AMHAMIYHUX MIKPOOiOIOTTYHIX
TIPOIIECIB Ta 3arajIbHY ITi3HABAJILHY MOTHBAIIIO 3100YBaviB BHIIO1 OCBITH.

Marepian ta merogm. [Insg peamizauii mocraBieHMX 3aBAaHb Ha 0a3i [ TyXiBCHKOrO HaliOHAILHOTO
TeAaroriyHoro yHiBepcutery iMeHi Onekcarmpa Jlomxenka (I'HITY im. O. [lorkeHka) Oyiio mpoBeneHO KOMITIEKCHE
nejarorivHe JIOCHiIKeHHS. B eKcrmepuMeHTI B3SUTM y4acTh CTYOCHTH (aKyabTeTy MOpUPOTHHYOI Ta (i3HuKO-
MaTEeMaTHIHOI OCBITH, SIKi BUBYAJIN TUCITUILTIHY «MiKpoOioJIorisi 3 0CHOBaMH BIpYCOJIOTIi Ta iIMyHOJIOT11».

Hocnimkenns 6a3yBanocsi Ha 3MimaHiil Merogosorii (mixed-methods research), mo moexHyBana siKicHI Ta
KUIBKICHI ITIAXOIH:

1. Teopernuni meToau: aHali3 ¢ilocoChKOi, HEMPONCUXOIOTTYHOI Ta MeAAroriyHoi JiTepatypu [1-5] s
OOIPYHTYBaHHS KOHIIETITY «EIiCTEMOJIOTIYHOrO 0ap’€pa» Ta MPOEKTYBaHHSA aBTOPChKOT Mojieli refimidikarii.

2. EmmipuyHi MeTOAW: earoriuHuii eKCIepUMEHT (KOHCTaTyBalbHUN Ta (POPMYBaNIbHUN €Tan), BKIIOYCHE
CIIOCTEPE)KEHHS ITi7] Yac CHHXPOHHUX OHJIAWH-3aHATh y Z00m, METOJA CKCIEPTHUX OIlIHOK Ta aHali3 MPOIyKTiB
HaBYaJIbHOI AiSTIBHOCTI CTYIEHTIB (Pe3y bTaTiB IPOXOIKECHHS KBECTIB Ta HU(PPOBUX CUMYJISILIN).
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3. Meroau MaTeMaTUYHOI CTaTHCTHKU: JJIs1 Bepr]iKaLii BIpOriIHOCTI OTPUMaHUX Pe3yNbTaTiB (MIOPIBHSIHHA
MOKA3HHUKIB KOHTPOJBHOI Ta €KCIEPHUMEHTAJIhHOI TPYIl) BUKOPHCTOBYBAIIMCS METOIM OIMCOBOI CTAaTHUCTHKU Ta t-
kputepiit CTpIOeHTA.

Excriepumenrtanpaa rpyna (EI') HaBwamacs 3a aBTOPCHKOIO TelMi()iKOBAHOIO MOIEIUTIO 3 IHTCHCHUBHHM
BUKOpUCTaHHAM I(poBoi exocuctemu (Mozaik 3D, Wordwall, Kahoot!, Genially), Toxi sixk koutposnsna rpyna (KI')
OTIAaHOBYBAJIa MaTEpiall 3a TPATUIIHOIO JEKITITHO-CEMIHAPCHKOIO CHCTEMOIO 3 BUKOPHUCTAHHAM 0a30BHX IPE3CHTAITII
Ta aCHHXPOHHUX 3aBnaHb y Google Class.

Bukiiang ocHoBHOro martepiany. SIk 0yjo 3a3Ha4eHO BUILE, TPAAMIiHE BUBUCHHS MIKpOOioIOrii B yMOBax
JHCTpeCy Ta AUCTAaHLIHHOTO popMaTy HEMHHYYE 3yMOBIIOE KOTHITHBHE MIEPEBAHTAKEHHA. 3T1THO 3 AOCIIHKEHHIMHI
H. Petina-I'yeman [12, c. 325-338], nepeHeceHHsT CKIAAHUX OI0JOriYHUX 00’€KTIB y Moy 2D-cxem pyiiHye
MPOCTOPOBE CIIPUHHATTS CTYICHTA.

T po3p’si3aHHs i€l mpoOiieMu OyJI0 BIPOBAKEHO KOHILENTyalbHy Monenb «[ eiimidikoBaHoi cmipaii
inTepiopm3aiii 3HaHB». i apXiTeKkTypa CHOHMpacThCs Ha TEOPiK0 IOETamHOro (OPMYBAHHS pPO3YMOBHX ik
(I1. T'ampmiepin) Ta Teopito «moToKy» M. UnkcenTmirai. 3TiTHO 3 OCTAHHBOIO CTaH ONTHMAIBHOTO HaBYAHHS (ITIOTIK)
JIOCATAETHCS JIMIIC TOMi, KOJNHM CKJIIHICTh 3aBJaHHS TOYHO BIJNIOBiJlac HABUYKaM CY0’ €KTa, a cama MisUIbHICTh
CYTIPOBOKYETHCS MUTTEBUM 3BOPOTHHUM 3B’ si3koM [ 10, c¢. 649—-655]. Hama cmipans CKIaIaeTbes 3 YOTHPHOX BHUTKIB
(da3), xo’kHa 3 AKHX BHUKOPHUCTOBYE CrelM(idHi irpoBi MEXaHIKM Ui MOJOJAHHA KOHKPETHOTO IUAAKTHYHOTO
bap’epa (puc. 1).

Burok 1. Bisyanbna iHimiamis
(ITomonauns 6ap’epa aOCTPAKTHOCTI).

Ha mnepmomy erami KpuUTHYHO
BOXJIMBO Cc(HOpPMYyBaTH 30pOBUiT 00pa3
HEBUIUMOLO 00’eKTa. 3aMicTh
CTATHYHUX UTIOCTPAid MU IHTETPyBaIA
ociTHIO Tathopmy Mozaik 3D. Ilix p—
yac CHHXPOHHOI cecii BuKIamad abo cam
CTYIICHT y PEKMMi JEMOHCTpaLii eKpaHa

BWTOK 4: CUHTE3
NMpodeciiina pednekcia

= Cyro: CUTyaUifiie MORENOBaHHRA,
Meperecenkn 3Hanb Yy PeanbHicTh.

+ [HCTpymenT: Ponboel CaMynRUT Y ©
sanax Zoom («Enigemionoriyxe
POICRIAYBAHHAS],

= KomnerextHicTe: IgaTHicTs
npordo3yeaTy BipycHi myTayliTa
eninemianorivui prankm.

BUTOK 3: CHHTE3

BUTOK 2: KOHCTPYIOBAHHA Hanp, aimaunad akn:

obeprae, po3dHMpae Ha MOJCKYIISAPHI
mrapy Ta gociimpkye 3D-moneni BipyciB
(mampukian, Bipyc SARS-CoV-2 abo
Oakrepiodar).

e cTBOpro€ eheKT «BipTyaTbHOI
OPUCYTHOCTI», 110, SIK  JOBOASTH
JIOCITIIDKEHHS. PO3POOHUKIB  IIaThOPMHU
«CD4 Hunter» [7], akTuBYe Ti X cami

HEHpOHHI 30HM, IO W peajbHA
MaHiMmyJsITHBHA JUsUTBHICTD y
J1abopaTopii. BizyanbHa IHiLi LIS
CYIIPOBOKYETHCS ITpOBUM
CTOPITEIIIHTOM [6, c. 168-169]

(HampHKIIaM, TMOCTAaHOBKA IPOOIEMH Y
¢dopmarti «EnigemionoriaHoi po3Biakm»).
Burox 2. IaTepakTruBHE

KoHCcTpytoBaHHs (Excrepiopuzanist mporecis).

Wordwall ~» Kahoot!

NpakTuuxa pin

* Cyo: [leKOHCTPYKLIR CKNANHOTD HA ENEMENHTI,
CamocTiviie 3BUPaHHR ANropMTMIE.

* |HCTpymeHT: ECkeln-pymu, nasnw, drag-and-drop
[Wordwall, Genially).

* KomnereutHicts: PoaymiHum funamice npoyecia
[Hanp., niTnsru@ ykn pennikauii).

BWTOK 2: KOHCTPYIOBA

BUTOK 3: ABTOMATHIALIIA

Korwitnenwia crpec-tect

= CyTe: ImaransHwi Gniy gaR asTomatwzauii
TEPMIHOROMNHO MO anapary.

* [MCTpymenT: Kahootl, Quizizz.

= K HTHICTD: Wangke, &
ONEPYBAHHR NATWHCEKMMU HAIEAMM T2
Knacudikadiamua,

BUTOK 1: IHILJIALIA

BisyanbHui ravok

+ Cyme: CreopetHR emouiiivoro Ta
30poaore obpasy vesupumoro of'exTa,

= Incrpyment: Mozaik 30, cropitenisr
(«lerexna rpus).

- Kpmneremhi:ru: Mpocreposa yrea,
Bi3yanisauyin HaHDCTPYKTYR.

Puc. 1. Mogens reiimudikoBanoi cripasi iHTepiopizarii 3HaHb

3po3yMIBIIA CTPYKTYPY, CTYACHT Ma€ OCATHYTH IWHAMIKY IpOIECiB (HampUKIA, PEIUTIKAII0 BIpycCy).
MexaniyHe 3a3yOproBaHHsI €TalliB 3aMiHIOETHCSI iITPOBOI0 MEXaHIKOIO drag-and-drop (nepeTsryBaHHs 00’€KTiB) y

cepenosuiax Wordwall abo Genially.

CryneHTaM NpOMOHYEThCs LMQPPOBHUH eckein-pym (kBecT-kKiMHaTa) «Breua ¢ara T4». 3m00yBau Mae
CaMOCTIHHO CKJIACTH JIOT1YHUH JIAHITIOT JIITHYHOTO ITUKITY, 00 OTPUMATH KO JOCTYITY 10 HACTYITHOTO PiBHS.

CTyIeHT MaHIIyII0e KapTKaMU:
1. Aocopbyis.

2. I[lenempayis.

3. Exninc-ghaza (6iocuHTes).

4. [lo3pisannsi.

5. Jlizuc.

Sk 3aznauvae K. Kamm [8, c. 156-157], HamaHHs cTyAeHTy IpaBa Ha Oe3NeyHy MOMHIKY MiJ 4ac TaKUX

iTepaliiHNIX 3aBJaHb 3HAUYHO 3HIKYE PiBEHb KOPTU30ITY, TAI0YH 3MOTY KOTHITHBHHM pecypcaM KOHIIGHTPYBATHCS Ha
BUpIIIEHHI TPOOJIEMH, a HE Ha CTPaxy Mepes HU3bKOIO OLIHKOIO.
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Butok 3. ABromarm3auis TepMminonoriynoro anapaty (KornituBauii crpec-tect).

Mikpo06ioJoriss BUMarae BiILHOTO BOJIOJIIHHS MAacHBOM JIATHHCHKHUX HA3B Ta TAKCOHOMIYHUX Kateropii. J{msa
MIBUAKOI aBTOMaTH3allii TEpMiHOJIOTii MU BHKOPHUCTOBYEMO MEXaHiKy 3MaraibHoro Omimy Ha miatdopmax Kahoot!
a00 Quizizz. 3rigno 3 manmmu T.C.Lu Tta cmiBaBropiB [10, c. 649-655], reiimidikoBaHi TeCTH 3 TypPHIPHUMH
TaONUISIMU TiABUIIYIOTH PE3YJIBTATUBHICTD 3aIlaM’ ATOBYBaHHS MEUYHOI TepMiHoJIOTii Ha 35%.

O6mexenns gacy (20-30 cexyHI Ha BIiAIMOBiAb) CTBOPIOE KOHTPOILOBAHWM, MTO3UTHBHHM CTpec (eycTpec),
SIKMH 3amyckae no¢amMiHOBUHM LUK BHHAropoau. CTyIEHTH HE MPOCTO MPUTAAYIOTh THUI TUXaHHS Y KUBJICHHS
OaxTepii, BOHM BYATHCS OJMCKABUIHO 1ICHTH(DIKYBATH Bi3yalabHi MapKEpH MATOTEHIB B YMOBAX irpoBOTO a3apTy.

Butoxk 4. [podeciiinmii cuates (CruTyauiliHe MOACITIOBAHHS).

HaiiBuimuii piBeHp reiimigikailii peami3yeThbCs uYepe3 CHHXPOHHI POJbOBI IMpH B CECIHMX 3alax Zoom
(Breakout Rooms). CtyneHTH OTpUMYIOTH KOMIUIEKCHUH Keiic — rpy «HynboBuil mamient». I'pyna apinuTbcst Ha
koMaunu «Bipycosorisy, «IMyHos10riBY Ta «EMigeMionoriBy, ki MalOTh IPOaHaIi3yBaTy criajiax HEeB1IoMoi iH(EKIIT.

Ha upomy erami 1o GionoriuHux 3HaHb iHTErpyeThes MateMaTinyae moaemoBanns (STEM-ninxin) [5, c. 112—
117]. KoManza emiieMioNoriB po3paxoBy€e BipyCHE HABaHTAXKCHHS B KYJIbTYPl KJIITHH, BUKOPHUCTOBYIOUM (BOpMyITy
EKCIIOHEHITIATBHOTO POCTY:

N;=N, *B",

ne N; — 3arajpHa KiJIbKICTh YTBOPEHHUX BipioHiB, Ny — MoUaTKoBa KiIbKICTh iH(pIKOBaHUX KJIiTHH, B — burst
size (KiIbKICTh BIpiOHIB 3 OJHIi€l KJIITHHM), N — KUIBKICTh LUKJIIB perutikamii. Taka cuMyIAiis HOBHICTIO KOMIIEHCY€E
JaediruT Gi3UUHOrO eKCIIEPUMEHTY Ta (POpPMy€e CHCTEMHE, MIPKAUCIUILTIHAPHE MUCICHHSI MalOyTHHOTO (haxiBIIs.

AHamiz  pe3ynbTaTiB  MEJAaroridyHoro  eKCIEepUMEHTY  (HOpIBHSHHS — TOKa3HHKIB ~ KOHTPOJBHOI  Ta
EKCIIEPUMEHTAIBHOI TPYI) MOBHICTIO MiATBEPIHUB TilIOTE3Yy MPO BUCOKY CHICTEMIUHY €()EeKTHBHICTH 3arpOIIOHOBAHOL
MOZEIT.

3adikcoBaHO CTATHCTHYHO 3HAYYIIE 3POCTAHHS SKOCTI 3HAHb B EKCIEPHUMEHTAJIbHIM Ipymi 3a TphoMa
KIIFOUOBUMH JIECKPUIITOPAMHU:

1. Bononinust (axoBoro Tepminonoriero: 3pocio 3 58% (KI') mo 89% (EI). Bararopasoe itepariiiitne
noBTopeHHs yepe3 Kahoot! gano 3Mory nepeBecT TEpMiHU B IOBTOTPUBAITY 1AM SITh.

2. PozyminHs mpocTopoBoi Mopdororii Ta auHaMiky npoueciB: 92% crtyaentiB EI' 3Morim 6e3momMuikoBo
BIATBOPUTH AITOPUTMH BipyCHOI peIUTiKalii B HECTaHIApTHUX CUTyamisx (3aBOsgku poboti 3 Mozaik 3D Ta
Wordwall), Toni sik y KT neit nokaszauk cknas e 41% (cTyAeHTH DTy TalH TTOCIiIOBHICTh €TaIliB).

3. Ili3HaBambHa MOTHBALS Ta 3aJyYEHICTb: OMMTYBAHHS 3acBimumio, mo 95% 3mo0ysauiB ocBitTh 3 EI
BII3HAYMJIA CYTTEBE 3HIDKEHHS TPHBOXXKHOCTI Ta IMIABUINCHHSA iHTepecy A0 auciuiuniad. CTaH «IOTOKYY,
CIIPOBOKOBAHUH irpOBHMH MeXaHiKaMH, TpaHC(hOpMyBaB 30BHIIIHIO MOTHBALil0 (YHHUKHEHHs IOTaHOi OL[IHKH) B
TIMOOKY BHYTPIIIHIO MI3HABAJILHY TTOTPEOy.

VY3aranpHIOI0UYH OTpUMaHi EMITIPUYHI pe3yJIbTaTh, BApTO HArOJIOCHUTH, IO 3aikcoBaHa MO3UTHBHA IUHAMIKA
€ HE TMPOCTO HACTHIIKOM pPO3BaXaJbHOro e(eKTy IHTepaKTHBHUX JOJATKIB, a Pe3yJbTaTOM IJIMOOKOI
HEMPOKOTHITHBHOI TMepeOyIOoBH OCBITHHOTO mpouecy. ABTopcbka «leiiMiikoBaHa cmipaib» CHpaLioBana sSK
MOTYXKHE JMIaKTHYHE «KOTHITHBHE PHUINTyBaHHs» (cognitive scaffolding), 1m0 mano 3Mory cTyaeHTaM €KOJIOTIYHO i
0e3IeuHOo T0I0IaTH EMiCTEMOJIOTTYHIA 0ap’ep MIKpOCBiTY. MU croctepiraemMo siKkicHui (peHOMEeHOIOoTiYHuMi Tepexina
BiJl PENPOAYKTHBHOI'O CIIOYKUBAHHSA iH(OpMAIIii 10 11 ¢BiZOMOro KOHCTPYIOBaHHS: HH(POBa rpa B IIbOMY KOHTEKCTI
BTpauae cTaryc (aKyIbTaTUBHOI «pO3Barm», MEPETBOPIOIOYHCH HA IMOBHOLIHHWH €MICTEMIYHMH TONIrOH s
IHTepiopu3aIii CKIIaTHUX O10JOTIYHMX a0cTpakiiif. CHHEpris Bi3yalbHHX, AITOPUTMIYHAX Ta 3MarajlbHUX MEXaHIK y
MeKaxX €IMHOI eKOCHCTEeMH IOBOAMTH, IO KOMIUIEKCHa TeiiMidikalis € He THMYAacOBHM TPEHAOM KpPHU30BOTO
HaBYaHHSA, 2 PYHIAMEHTAIHHOIO YMOBOIO €(h)eKTHBHOI IMITOTOBKH CYYacHOTO (haxiBII-0i0j10Ta B €MoXy MU(PpOBHUX Ta
KOTHITUBHUX TpaHC(hOpMaii.

BucHoBok. IIpoBeneHe TEOpEeTHKO-EMITIpHYHE MOCTIDKEHHS Ja€ 3MOTY CTBEPIPKYBATH, IO TpamuIliiiHa
TpaHCISILIHA MOZAENb BUKIAaHHS Kypcy «MikpoOionoris 3 OCHOBaMH BIpyCOJIOTii Ta iMYyHOJOTID» B yMOBax
JMUCTAHIIIMHOTO HABYaHHS CTHKAETHCS 3 YKOPCTKUM CITCTEMOJIOTIYHMM Oap’epoM, SKWA HEMUHYYE CIPHIHHSIE
KOTHITUBHE TEPEBAHTAXEHHs CTYACHTIB Yepe3 HEMOXKIHMBICTh O€3MOCEPEAHBOI0 UyTTEBOTO CHPUUHATTS 00’ €KTIB
MIKpPOCBITY. Y IThOMYy KOHTEKCTI BIIPOBa/DKCHHS TeiMiikallii € HayKoBO OOTPYHTOBAaHMM MEXaHi3MOM 3HIDKCHHS
JCTpECy, OCKIIBbKU irpoBi MeXaHiKd (IIPaBO Ha MOMUJIKY, MUTTEBHH 3BOPOTHHH 3B’SI30K) 3aIlyCKalOTh AOQaMiHOBE
MAKPIIUICHHS, 110 ONTUMI3YE Mepexin abcTpakTHOI iHopMallii B JOBrOTPUBAJIY I1aM’SITb.

JlieBUM 1HCTPYMEHTOM PpO3B’si3aHHs Ili€i MpoOJeMH cTajga po3podjicHa Ta ampoOOBaHA aBTOPCHKA
munaktiaHa Momenb «[efimidikoBaHOl cripaii iHTepiopu3alii 3HaHb». BoHa 3a0e3nedye OE3IIOBHHI IEpexif
3m00yBada OCBITH BiJ IMACHBHOTO CIIOTJISIAAHHS 1O AaKTHBHOTO TPOQECiifHOrO KOHCTPYIOBAaHHS dYepe3 YOTHPH
MOCITIIOBHI €Tamy: Bi3yaJbHY IHIITiaIiio TPOCTOPOBHX 06pa3iB HaHOCTPYKTYD (aepe3 Mozaik 3D) IHTEpaKTUBHE
CKCTeplopI/ISyBaHHH NPUXOBaHUX AWHAMIYHUX mpoueciB perutikauii (Wordwall), aBromarn3zamito JaTHHCHKOL
Telenonoru B CTaHi KOHTPOJIBOBAHOTO €yCTpeCy (Kahoot') Ta npodeciiiHuii cuHTe3 M yac Ml)K,E[I/ICLII/IHJ‘IlHapHOFO
CHUTYyalliifHOro MojentoBaHHs (Zoom). Bucoka mpakceosnoriyaa epeKTHBHICT 3allpOIIOHOBAHOT CUCTEMH EMITiPUYHO
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MATBEPIKYETHCS PE3yIbTaTaMU MEAArOTIIHOTO EKCIIEPUMEHTY, SKi 3a(piKCyBaM CTAaTUCTHYHO 3HAUYIIE 3POCTAHHSI
SIKOCTI 3aCBOEHHS (paxoBoi TepMiHoorii (3 58% y KoHTpobHIH 10 89% B eKCHiepUMEHTANTBHIN TPYII) Ta pO3YMIHHS
aropuTMIB BipycHUX iH(ekmii (i3 41% mo 92% BinmosigHo). OKpiM KOTHITUBHUX 3pyIIeHb, reiMidikallis crpusiia
TIOJTOJIAHHIO SBHUITA «3aBUEHOI OE3MOpPagHOCTI», TpaHC(HOPMYBABIIN 30BHIIIHIO MOTHBAINIO 3700yBadiB y TITHOOKHI
BHYTPIIITHIN TTi3HABAJHHHUM IHTEPEC Ta CTAH TBOPUOTO (IIOTOKYY.

3 ormsiy Ha 37100y Ti pe3yabTaTH MEPCIICKTHBH MOAATBINNX HAYKOBUX PO3BIIOK Y IIEOMY HampsiMi BOa4aeMo B
JOCITIIKEHHI MOXKIIMBOCTEH iHTerpamii imepcuBanX TexHonorii (VR/AR) Ta mTydHOro iHTENeKTy AJsl CTBOPEHHS
aIaNTUBHUX €ITiIEMIOJIOTIYHIX KBECTIB, a TAaKOXK y MacIuTaOyBaHHI po3poOsieHOT MOAENl Ha CyMDKHI AUCIMIUTIHH
010JIOTIYHOTO LIUKITY.
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GAME TECHNOLOGIES AND GAMIFICATION AS A MEANS OF INCREASING LEARNING
EFFICIENCY IN THE COURSE OF MICROBIOLOGY AND VIRUSOLOGY
Lutsenko Olena
Candidate of Biological Sciences, Associate Professor, Head of the Department
of Theory and Methods of Teaching Natural Sciences
Olexandr Dovzhenko Hlukhiv National Pedagogical University

Introduction. Modern higher natural science education is in a state of profound didactic transformation,
caused by both global digitalization processes and local crisis phenomena (the consequences of the COVID-19
pandemic and the conditions of martial law in Ukraine). As neuropedagogical specialists note, chronic distress and
high cortisol levels directly block the work of the hippocampus, the center of the brain responsible for transferring
information into long-term memory. Against this background, the study of disciplines of the microbiological cycle (in
particular, the course «Microbiology with Fundamentals of Virology and Immunology») is traditionally accompanied
by significant cognitive difficulties, which in distance learning conditions only worsen.

The fundamental problem lies in the presence of a rigid epistemological barrier: the objects of study (viruses,
bacteria, molecular mechanisms of replication) are beyond the direct sensory perception of the student.

Disconnected from physical microscopes and STEM laboratories, virions and bacterial cells become
«simulacray for learners - terms without real meaning. That is why there is a critical need to find new didactic tools -
cognitive scaffolding - that can exteriorize the invisible and make the microworld accessible for interactive learning.

The purpose of our research is to theoretically substantiate, develop, and empirically test the effectiveness of
the author's model, « Gamified Spiral of Knowledge Internalizationy. This model is built on the synergistic integration
of 3D visualization tools and interactive game technologies and is aimed at improving the quality of professional
training for future natural science teachers during the course «Microbiology with Fundamentals of Virology and
Immunology».

Material and methods. To implement the tasks set, a comprehensive pedagogical study was conducted at the
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Oleksandr Dovzhenko Glukhiv National Pedagogical University (OGPU). Students of the Faculty of Natural and
Physical and Mathematical Education who studied the discipline «Microbiology with Fundamentals of Virology and
Immunology» participated in the experiment.

The study was based on mixed-methods research that combined qualitative and quantitative approaches:

4. Theoretical methods: analysis of philosophical, neuropsychological, and pedagogical literature to
substantiate the concept of «epistemological barriery and design the author’s model of gamification.

5. Empirical methods: pedagogical experiment (declarative and formative stages), including observation
during synchronous online classes in Zoom, the method of expert assessments, and analysis of the products of
students’ educational activities (results of completing quests and digital simulations).

6. Mathematical statistics methods: to verify the reliability of the results obtained (comparison of the
indicators of the control and experimental groups), descriptive statistics methods, and Student's t-test were used.

The experimental group (EG) studied according to the author's gamified model, with intensive use of the
digital ecosystem (Mozaik 3D, Wordwall, Kahoot!, Genially), while the control group (CG) mastered the material
using the traditional lecture-seminar system, with basic presentations and asynchronous tasks in Google Class.

Originality. Traditional microbiology learning in a stressful and distance learning environment inevitably
leads to cognitive overload. According to the research of N. Reyna-Guzman, transferring complex biological objects
to the plane of 2D diagrams destroys the student’s spatial perception. To solve this problem, we introduced the
conceptual model of the «Gamified Spiral of Knowledge Internalizationy. Summarizing the empirical results
obtained, it is worth emphasizing that the recorded positive dynamics are not simply a consequence of the
entertainment effect of interactive applications, but the result of a deep neurocognitive restructuring of the
educational process. The author’s «Gamified Spiraly worked as a powerful didactic «cognitive scaffolding» that
allowed students to ecologically and safely overcome the epistemological barrier of the microworld. We observe a
qualitative phenomenological transition from reproductive consumption of information to its conscious construction:
digital gaming in this context loses the status of optional «entertainmenty, turning into a full-fledged epistemic
training ground for the interiorization of complex biological abstractions.

Conclusion. The conducted theoretical and empirical research allows us to assert that the traditional
translational model of teaching the course «Microbiology with Fundamentals of Virology and Immunology» in
distance learning conditions faces a rigid epistemological barrier, which inevitably causes cognitive overload of
students due to the impossibility of direct sensory perception of objects of the microworld. In this context, the
introduction of gamification acts as a scientifically substantiated mechanism for reducing distress, since game
mechanics (the right to make a mistake, instant feedback) trigger dopamine reinforcement, which optimizes the
transition of abstract information into long-term memory.

An effective tool for solving this problem was the author's developed and tested didactic model « Gamified
Spiral of Knowledge Internalizationy. It provides a seamless transition of the learner from passive contemplation to
active professional construction through four consecutive stages. visual initiation of spatial images of nanostructures
(through Mozaik 3D), interactive exteriorization of hidden dynamic replication processes (Wordwall), automation of
Latin terminology in a state of controlled eustress (Kahoot!), and professional synthesis during interdisciplinary
situational modeling (Zoom). The high praxeological efficiency of the proposed system is empirically confirmed by the
results of a pedagogical experiment, which recorded a statistically significant increase in the quality of assimilation
of professional terminology (from 58% in the control group to 89% in the experimental group) and understanding of
viral infection algorithms (from 41% to 92%, respectively). In addition to cognitive shifts, gamification helped
overcome the phenomenon of «learned helplessness,» transforming the external motivation of applicants into a deep
internal cognitive interest and a state of creative «flow.» Given the results obtained, prospects for further scientific
exploration in this direction are seen in exploring the possibilities of integrating immersive technologies (VR/AR) and
artificial intelligence to create adaptive epidemiological quests, as well as in scaling the developed model to related
disciplines of the biological cycle.

Keywords: gamification, game technologies, microbiology, virology, interactive learning, educational games,
model of the « Gamified Spiral of Knowledge Internalizationy.
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Tlosnomacwmabna 30potina acpecis Pociticokoi @edepayii npomu Yrpainu 3mycuna 3akiaou suwyoi oceimu nepetimu
Ha Oucmanyiline HAGUaHHs, WO 3a6e3neuuno Oe3nepepeHicmb OCGIMHLO20 Npoyecy, aie CHPUYUHUIO CYMMEG] nedazoeiuHi
smpamu 8 OUCYUNTIHAX NPUPOOHUY020 Yukay. Jucyunnina « Disionoeia pociuny € ocobaueo 8pasnugoio, OCKinbKu il KIo4o8um
KOMHOHEHMOM € [HMEZPOBaAHEe CNOCMEPENCEHHs 34 POCIUHOIO 5K YITICHOIO OUHAMIYHOW cucmemoio, de gomocunmes,
mpawncnipayis, 600HULl 0OMiH, picm i peakyii Ha cmpec NOCMIUHO 83aEMO0TIOMb. Y mMpaouyiuHomy ouHomy gopmami cmyoeHmu
npoeoosims  mMpusani 6a2amocencophi CHOCMEPENCEeHHs. 3Ad HCUBUMU 00 €Kmamu, wo @QOopmMye cucmemne MUCIEHHS MA
npogecitini KomnemeHmnocmi. Y Oucmanyiinomy pejicumi yeil KOMNOHEeHm @OpacMeHmyEmvcs: peanbHi eKcnepumenmu
3AMIHIOIOMbCS  GIDMYAILHUMU  CUMYIAYIAMY, MAuMIancamu ma eioeodemoHcmpayiimu. J{oCaiodcenHs TPYHMYyembCsi Ha
meopemudHOMY aHANi3i Kiacuuhux oxcepen 3 (izionocii pocaun (Taiz et al., 2015; Salisbury & Ross, 1992, Hopkins & Hiiner,
2009) ma cyuachux nybonikayii 3 oucmanyitinoeo Hasuanus (2018—2025 pp.), nopieHsabHOMY aHANI3I OYHO20 U OUCIAHYIUHO20
Gopmamis ma y3aeanvHenHi ABMOPCHLKO20 NEAA202iH020 00C8I0Y SUKNAOAHHS 8 I IyXiBCbKOMY HAYIOHATLHOMY Neda2oSTUHHOMY
yrieepcumemi imeni Onexcanopa [osoicenka y 20222025 pp. Buseneno uomupu Kuouosi Kameeopii OCSIMHIX empam:
BIOCYMHICMb CNOCMEPENCEHL Y PEeATbHOMY YACl, 3MEeHUEHHs 8apiabebHoCcmi 00 €kmis, 0OMediceHHs CeHCOPHO20 00CBIdy ma
giocymHicmb  Modiciugocmi moougixysamu excnepumenm. Oyineno oOmedicenHs yugposux incmpymenmie (PhET, Gizmos,
Labster). 3anpononosano 2iopuoni memoouuni mooeni KomMneHcayii, adanmosani 00 60CHHUX YMOG: HeCmAabilbHUll 38 30K,
8i0cymHicmb 00NAOHAHHS, NCuxoemoyiiHull cmpec. Pesynomamu 3acgiouyoms, wo OUCMAaHYIIHULL GOPMAM 3HUNCYE TUOUHY
CUCMEMHO20 PO3YMIHHA POCIUHHO20 OP2AHI3MY, B00HOUAC 2iOPUOHI NIOXOOU O0alOmb 3MO2Y YACMKOBO KOMNEHCY8amu 8mpamu.
Hayxosa nosusna pobomu nonsieac 6 nepuiomy CUCeMHOMY BUSHAYEHHI KAMe2opii 6mpamu iHmezpo8aHo20 CNOCMepPedCeHHs 3
no3uyitl Gizionoeii pociun 8 ymMos8ax OEHHO20 CMAHY ma y QOpMyT08aAHHI 8IONOGIOHUX NpAKMUYHUX pekomenoayi. Ilpakmuune
SHAYEHHSI NOTA2AE 8 MONCTUBOCTE GUKOPUCIIAHHS OMPUMAHUX PE3VIbMAMI6 05l 600CKOHANIEHHS pOOOYUX NPOSpaAM | MEMOoOUK
BUKTIAOAHHS NPUPOOHUYUX OUCYUNTITH Y KDUZO0BUX YMOBAX.

Knwuosi cnoea: izionocis pocaun, oceimui empamu, OUCMAHYIUHE HAGUAHHS, CUCMEMHUL NIOXIO, GipMyanbHi
Jaabopamopii, 2ibpuoni Mooei, ceHCopHULl D0C8i0, sapiabenbHicmb peakyill, Guwa 0ceima.

Beryn. [ToBHOMacmtabHe BropraenHst Pociiicekoi @expepanii B Yipainy y 2022 pomui KapIUHAIEHO 3MIHIIO
Oprasizariro BUIIOI OCBITH. 3TiHO 3 AaHMMHU MiHicTepcTBa OCBITH 1 Hayku YKpainu, ctaHoM Ha 2025 pik monazn 85%
3aKJIaJiB BHIIOI OCBITH NPOAOBKYIOTH MPALIOBATH MEPEeBaXHO a00 IMOBHICTIO B MUCTaHLiHOMY QopMarti yepes
NOCTIHHI 00CTpinM, pyHHYBaHHS iHQPACTPYKTYpH Ta BHYTPILIHE MepeMillleHHS cTydeHTiB 1 Bukmamavi [1]. Ll
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