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B cmammi poskpumo, wo npakmuuyna OIiANbHICMb YUHA NOYAMKOBOI WKOIU 3A3HAE
cymmesux mpancgopmayiti ma 3aeosku Digital-mexnonocisim possueaemuvcs came iHGpopmayiita
komnemenmuicmo. I[lpoananizosano, eunukae cocmpa Heobxionicms y euxopucmani Digital-
MexXHON02IL 0Nl AKICHO20 (opMysanHs IHGOPMAMUUHOI KOMNEMEHMHOCMI YUHI8 NOYAMKOBOL
JAHKU.

Axyenmosano ysaey na momy, wo digital-mexnonoecis oonomacae 3anywamu ma 3ayikasumu
VUHI6 6 OCBIMHbOMY Npoyeci ma 3a 00NOMO200 MAUOAHYUKIE MONCHA peanizyeamu eumipikayiio y
3aK1A0ax oceimu.

Buseneno easicausicmv  naguanvHux icpoeux 000amkié ma cepeicie, SAKI 3MIHIOOMb
neoazo2iuny nO3UYito yumens i CMeoprIms YMosu 0l CAMOPO38UMK) VYHIG 8 IH(hopMayiuHOMY
cycninbemsi. Buxopucmanmns Oexinbkox cepgicig 0ano 3moey iomimumu NiO8UUJeHHST [Hmepecy
YuHi6 00 HaeuauHs, ma Oitbwl epexmusHe 3acéocuns 3Hanv. Poskpumo Digital-mexnonoziio
0CBIMHBLO2O Npoyecy AK 3acib NiOBUWeHHs DIGHA AKMUBHOCMI YUHI6 NpU 6USUEHHI HABUANbHO2O
mamepiany.

Kmiouosi cnosa: digital, mexnonocii, nouamkosa wkona, ingpopmayitina xomnemeHmmuicmo
VUHIG.
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The practical activity of primary school students has changed significantly and due to
digital- technologies the informatics competence is developed. Digital-technologies are in constant
development and the need of their usage for the effective formation of primary school students’
informatics competence is analyzed in the article.

Emphasis is placed on the fact that gamification helps to attract and interest students in the
educational process and with the usage of playgrounds you can implement gamification in the
educational institutions.

The importance of educational game applications and services is revealed. They can change
teachers’ pedagogical position and create conditions for students’ self-development in the
information society. The use of training services made it possible to note the increase of students’
interest and more effective acquisition of knowledge. The gamification of the educational process as
a means of increasing the level of students' activity in the learning process is revealed.
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IMocranoBka npo6aemu. CydacHi TEHIEHINT PO3BUTKY cepr OCBITH NAIOTh
MOXJIUBICTh CTBEP/UKYBAaTH, IO y HaWOMMKYOMy MaiOyTHHOMY TPaKTUIHA
JUSTTBHICTD YYHS ITOYAaTKOBOI IIKOJIA 3a3HA€ CYTTEBUX TpaHcpopMaliiif. OUeBUIHUM €
Te, M0 PO3BUTOK IM(POBUX TEXHOJOTIH, SKAMU XapaKTEPU3YEThCS CYyYacHE
CYCIUJIbCTBO, 3MIHIOE MIXOM 10 HABYAHHS T4 BUXOBAHHS Cy4aCHOI'O MOKOJIIHHS.

[Ipr yomy, BaXIWBO, IO <JIKITami3alis», SK TPEHJ OCTaHHIX POKIB B
OCBITHIM Taly3l TMPOSBISETbCS HE TUIBKM dYepe3 BIPOBAKEHHS TEBHOTO
MPOrpaMHOro 3a0e3MeyYeHHs] Ta aBTOMATHU3allll0 CUCTEM YIpaBIliHHS, BOHa (opmye
MPUHIIUIIOBO HOBE MUCJICHHS, HOBI MIAXOX A0 B3a€MO/IIi 3 yYaCHUKaAMHU OCBITHHOTO
npouecy. 3apasku  Digital-rexHonoriii  po3BUBa€eThCs  caMe  1H(QoOpMaliiiHa
KOMIIETEHTHICTh, SIKa TIOJISITa€ B  HEOOXIMHOCTI BIPOBAKEHHA IU(POBUX
TpaHcopMmallii y cydacHUM OCBITHIM TIporiec BiAMOBIZHO 10 BuMor Hosoi
YKPaTHCHKOT IIKOJIH.

[linTBep/DKYIOUM HarajlbHICTh BUPIIIECHHS JaHOTO MNHUTaHHS, MIiHICTEpCTBO
ocBiTh Ykpainm 3 2020 poxy 3anmyckae HamioHaneHy mnporpamy wnu@poBoi
rpaMOTHOCTI. Tako HMUGPOBI TEXHOJOTII MepedyBaloTh y MOCTIHHOMY PO3BUTKY:
KOKEH PIK 3pOCTa€ CTYMiHb IHTErpalli MIKpOCXeM, 3 SBJISIFOTHCS HOB1 TEXHOJIOT1YH1
BUPIIIEHHSI amapaTHOTO 3a0e3neyeHHsT HU(PPOBUX TMPHUCTPOIB, HOBI TEXHOJIOTII,
(aKTUBHO PO3BHBAIOTHCS POOOTO-TEXHIYHI CHUCTEMH, CUCTEMU IITYYHOTO 1HTEJIEKTY,
Internet of Things, 3-D npyk tomo), Cepsicu Web2.0, Game-Based Learning, Tomro
CIPUSIOTH TIEPEXOJy BiJ aHAJOTOBOTO JO YacTKOBO a0 IMIKOBUTO HH(PPOBOTO
OCBITHBOTO TIPOCTOpY. TOMYy BHHUKAa€e roctpa HEoOXimHicTh y BukopucrtaHi digital-
TEXHOJIOT1M 111 sIKICHOrO (opMyBaHHsS 1H(OPMATHYHOI KOMIIETEHTHOCTI YYHIB
MOYaTKOBOi JIaHKW. ABTOpPHU [/] TOB’SI3ylOTh 1HHOBAIli B OCBITI 3 HEOOXITHICTIO
BJIOCKOHAJICHHS TPAJULIHHOTO NEJarorivHoro mnpoiecy (MojaepHizailis, Moaudikaiis,
parioHami3aIlis) Ta MEePeTBOPEHHsS ICHYIOUOTO OCBITHBOTO MPOIECY HAa PaJvKaIbHI
MIePETBOPEHHS Ta KOMILJIEKCHI 3MIHHU.

AHani3 gociaigkeHb i myOsikauniii. 3a J10IOMOror MeJia-TEeXHOJOTIM Ta
IHTEpaKTUBHHX 3aCO0IB TeJaroram JIeTIe BUKOPUCTOBYBATH MIIX1A 10 BUKJIAIaHHS

Ha OCHOBI BIIPOBA/DKCHHS I1HHOBAIIMHUX METO/MIB, BUKOPHUCTOBYIOUH «KEHUCHY,



JOCTAHUILIBKO-TIOIIYKOBY pOOOTY, METO/ MPOEKTIiB, PO3BUBAIBHUX HABYAIBHUX 1TOD,
o 3a3HadeHi y [Ipoekri «{udposa amkenmna Yikpainu —2020 («ludpoBuii mopsimok
nenauii» —2020)». Sk pe3yapTaT — MOJIOAh HabaraTo Kparie 3acBOro€ 1HhOopMalliio,
nepeOyBarou B €MOIIMHO-KOM(OPTHOMY CepeloBHINI, HE BTpadae OakKaHHS
HABYATHCh, HAOYBATH HOBHMX 3HAHb Ta BUKOPHUCTOBYBATH iHHOBAIIIT [5].

3HauHy YyBary MNpUAULUIM BITYM3HSHI Ta 3apyOilXKHI BYeHI mpobiemi
dbopMyBaHHS Ta PO3BUTKY KOMII FIOTEPHO-OPIEHTOBAHOTO OCBITHROTO CEPEIOBUIIA B
3aknanax ocBith, 3o0kpema B. buko, O. bypos, A.T'ypxiii, B.Jlanincekuii,
C. JIutBuHOBa Ta iH. [3, 6].

[TutanHs BU3HAYCHHS eQeKTHBHOCTI BuKopucTaHHs digital-rexnonoriii Ta ix
kiacuikaiis po3ryisHyTo y aociimpkeHHsx B. bukosa, A. I'ypxis, B. Jlanincekoro,
C. JlutBunoBoi, I'. JlaBpeHTbeBOI Ta iH. OOIPYHTYBaHHIO BUMOT JI0 €JIEKTPOHHUX
pecypciB Ta Cy4aCHHUX TEXHOJIOTIA JIJIi MOJIOJIIMX IIKOJSPIB MPUCBAYEHA HU3KA
npailb, 30kpema: M. bemseBa, O. Bmnacig, B. I'pumkyna, B. TI'ypu, O. dynkwu,
I'. KpachoBoi, I'. JlaBpenTreBoi, O. Mukutiok, H. Onedipenko, H. Sui ta in. [1].

Meta crarti. Po3kputu Ta oxapakTepusyBaTH 3acTocyBaHHs digital-
TEXHOJIOT1H 1711 (hopMyBaHHS 1H(HOPMATUYHOI KOMIIETEHTHOCTI Y4YHIB IOYaTKOBOIi
ITKOJTH.

Buxkiaa ocHoBHOro Mmartepiajy (pe3yJbTaTiB) J0CTiIKEHHS.

HudpoBi TexHOMNOrIi, MmO CTPIMKO PO3BUBAIOTHCSA, MOMIMPIOIOTHCS 1
MPOHUKAIOTH B YC1 c(hepu HAIIOTO KUTTA, MOTPEOYIOTh YPI3SHOMAHITHEHHS CIIOCOOIB
npejcTaBiieHHs 1HpopMallii 1 HeOOX1IHICTh 3MIH B OpraHi3ailii HaBYaHHS Y4HIB, 5IKi 3
JUTUHCTBA OTOYEH1 1H()OPMALIHHO-KOMYHIKalIHHUMH TEXHOJIOT1SIMHU.

BigmoBigHo 1m0 Metm AocaimkeHHs mpoOiaemu BukopucTtanus digital-
TEXHOJIOT1 B OCBITHBOMY IIpOIIECI, 3[IMCHEHO aHalli3 HAyKOBUX JOCIIIKEHb Ta
nyOmikariii 3 JaHOi TEMaTWKH, 1 3’sICOBaHO, IO TMOAIOHI TEXHOJIOTII T03BOJISIOTH
BPaxOBYBAaTH OCOOJMBOCTI CHPUUHATTS Ta OOpoOkH iH(opMaIlii y4HIB (IIBUIKUAN
JoCTyn 10 1H(popMmallii, BapiaTUBHICTh 11 BUKOPUCTAHHS, IHTEPAKTUBHICTh, Bi3yajbHa
nomava iHdopwmarii), ix iHTepecu (amanTuBHI, 1HIWBIAyaldbHI OCBITHI TPAEKTOPIi),

e(deKTUBHO BHOYAOBYBATH MPOILIECH KOMYHIKAIi (MEXaHI3MHU IIBUAKOTO 3BOPOTHOTO



3B'SI3Ky Ta BHYTPIUIHHOTPYHNOBOTO CIHUIKYBaHHS), IMiJBUINYBaTH PIBEHb MOTHBALll
y4HIB 1 T.1. [2].

PoskpuBaroun nedinimio «digital-texnooriiy Ta T eJeMEHTH Ha ypoKax y
3aKjIa/lax 3arajibHOi CEepeaHbOI OCBITH, OJHUM 13 €JIEMEHTIB, MOXKHA BUIUIATH
reimidikariro. ['eiimiikaiis — 11e BUKOPUCTAHHS ITPOBUX MIAXOJIB, Y HEITPOBUX
mporecax 3 METOI 3allydyeHHs YYHIB /IO BHUPIMICHHS NPUKIAIHUX 3aBIaHb, IO
HalJacTile BUKOPUCTOBYETHCS 3a JOMOMOTOIO0 BeO-pecypciB 4u cepBiciB. MokHa
BIIMITUTH JIeKIJIbKa TOMYJSIPHUX MaWAaHYMKIB Ui peamizamii reiMidikaiii B
OCBITHBOMY ITIPOIIEC], a CaMe:

» MinecraftEdu (https://www.minecraft.net/) — mue onmalH-cuMyIsITOp, B
SKOMY TPaBIll MOXYTh CTBOPIOBATH 3 OJIOKIB IrpOBI CBITH, @ TaKOX B3a€EMOJIATU 3
IHIITMMU TPaABISIMH, aKTUBHO 3aCTOCOBYETHCS Y HABAJTLHOMY IPOIIECi;

= WorldofClasscraft (WoC) (https://www.classcraft.com/) — 6e3komToBHa
irpoBa 1uiatopma, 1o BIIHOCUTHCS 10 cepu MPOeKTyBaHHS HaBuaHHs. Lle ocBiTHA
pOJIbOBa OHJIAWH-Tpa. YTMpaBisie TPOI0 BUMUTENb (MailicTep), BiH K€ po3jae Oanu 3a
pI3H1 JOCATHEHHS (BUKOHAHHS 3aBJaHb, BIAMOBIAI Ha mnuTaHHs). [lepenbadaerbes

CUCTEMA ITPOBUX 320X0YEHb 1 MOKApaHb;

" MTuxuit Iarepuer Jlic (http://www.wildwebwoods.org/) — rpa-mogopox s
HaWMEHIIUX KOPUCTYyBayiB Mepexi [HTepHer, ska mnependayac BUKOHAHHS
PI3HOMaHITHHX 3aBJaHb Ta KBECTIB, Y MPOIEC] AKUX BIIOYBAETHCS 3aCBOEHHS ITPABUII
0e3MevYHOr0 KOPUCTYBAHHS MEPEKEIO Ta 3aCTOCYBAHHS [IMX 3HAHb HA MPaKTUIli [4].

BucHOBKM Ta NepCHEeKTMBHM MNOJAJBIIMX MOIIYKIB Yy HanpsaMmi
npociaimxenHs. I[IpoBeneHe MOCHIIKEHHsSI BUCBITIIOE T€, IO € PI3HE TPAKTYBaHHS
noustTs digital-texHosorii, 0coOIMBO KOJHU 1€ CTOCYETHCSA OCBITHBOTO MPOIIECY.
Buxoasun 3 TOro, mo po3yMilOTh MiJ UUM TEPMIHOM, OyAyTh 3MIHIOBATHUCH 1
crocoOu HOro BUKOPHUCTAHHS. PO3MOBCIOPKEHHS HAaBYAJIbHUX ITPOBUX JOJATKIB Ta
CEpBICIB 3MIHIOE MEArOT1YHY MO3UIIII0 BUUTENS 1 CTBOPIOE YMOBH JIJIsi CAMOPO3BUTKY
y4HIB B iH(pOpMalliiiHoMy cycniibeTBl. OTKE, MOKHA 3a3HAYUTH, 110 BUKOPUCTAHHS
digital-rexHosoriii Moke 3pOOMTH OCBITHIH TpoIIeC OUIBIIT PI3HOMAHITHUM, I[IKaBUM 1

KOPUCHUM ISl Cy4acCHOT'O TIOKOJIIHHS YUH1B. BUKOpUCTaHHS JEKIJIbKOX CEPBICIB J1aJI0



3MOTY BIAMITUTH MIABUIICHHA 1HTEPECY Y4YHIB J0 HaBUaHHS, OUIbIN e(eKTHBHE
3aCBOEHHS 3HaHb Ta (POPMYBaHHS YMIHb 1 HaBUYOK. B SKOCTI TEpCHEKTUB
MOJAJIBIIOTO JOCTI/KEHHS] MOXKHA 3a3HAUYMTH aHaJl3 ICHYIOUMX XMapHHUX CEPBICIB,

IrpOBHX TIAT()OPM Ta CUMYIISTOPIB.
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