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POJIb BUUTEJS SIK HOCEPEJHUKA MK YYHSIMM I MOBLILHUMHU
JIOJIATKAMHU B OCBITHHbOMY ITPOLIECI

CeiTOBHI mporec mnepexony BiJ IHAYCTpiaIbHOrO 10 1H(POPMAaLIHHOIO
CYCIUJIbCTBA, @ TAKOX COLIaJIbHO-€KOHOMIYHI 3MiHM, 110 Bi0yBalOThCS B YKpaiHi,
BUMAraioThb CYTTEBUX 3MIH y 0aratbox cdepax AissIbHOCTI AepxkaBu. [4, c. 1].
3pocTaHHS JUCTAHIIHHOTO HAaBYaHHS B YKpaiHi IIeé HE BUIPaBIAIO BHUMOT
iHGOpMaIlIITHOTO CyCHUIbCTBA, SIKE MparHe CTaTH YacTUHOIO CBITOBOI CIUIBHOTH.
Opniero 3 MPUYMH MOXKHA BBaKaTH BiJICTaBaHHS YKpaiHW Bij OaraThoX KpaiH, 3
TOYKH 30py BUKOPUCTAHHS TEXHOJIOTIH JUCTAHI[IHHOTO HAaBYaHHS.

Ponb BuuTeNs €BOMIOLIIOHYE 3aBISKH BIPOBAKEHHIO AMCTAHIIIIHOI OCBITH.
Bin mnepeTBOprOEThCS Ha HACTaBHUKA-KOHCYJbTaHTA, SKUW Ma€ CIPSIMOBYBaTU
KOTHITUBHUN TMpolieC, MOCTIHHO PpPO3BHUBATH CBOi METOAM HAaBYAHHS Ta AKTHUBHO
BJOCKOHAJIIOBATH CBOi HAaBMYKH, BIAKPUBAIOYM HOBI MOJIMBOCTI  3aBISKHU
IHHOBAIlISIM 1 TEXHOJIOTTYHHUM 3MiHaMm [3].

SxicTh HaBYaAHHS MOKe OYyTH IMiATPUMaHa 1 TOCHJIeHa MOOUTPHUMU JTOTaTKAMH.
3a T0MOMOTOI0 ITUX THCTPYMEHTIB JIOCBi/l HABYaHHS MOYKE OyTH ICTOTHO TIOKpaIleHUN
Ta 3poOjeHuid Ounbll mnpuBabiMBUM 1 edexkTuBHUM. Buwmrtenp BiamoBimae 3a
320XOUYEHHS BUKOPUCTaHHS LHMX PECypCiB 1 CHOCTEPEKEHHS 3a THUM, IO BOHHU
BKJIFOUCHI B HaBuYajabHUM 1uiad. [1] IIpu BuOOpi, KEpIBHUILITBI Ta HAJaHHI JOTIOMOTH
VYHSIM Y BHUKOPHUCTAHHI MOOUIPHHUX HaBYJIBHUX JOJATKIB, BYUTEIb BIIIrpa€
KITFOUOBY pOJib. BakiinBo oOHMpaTh J0/aTKH, sIKI BIIMOBINAIOTH MOTpeOaM IIKOJISAPIB
Ta HaBYAJIBHUM IIUIAM, a TAaKOX IMEPEBIPATH iX SKICTh Ta HAMIWHICTH MEpe]l TUM, 5K
pEeKOMEHyBaTH iX. BumTento HajaeXHWTh MPOBOJUTH HABYAIBHI 3aHATTS NJIs y4HIB,
BIJICJTIIKOBYBATH 1XHIM Mporpec 1 BHPINTyBaTH OyIb-siKi MUTaHHS. TaKOX Ba)JIMBO
BPaxOBYBAaTH MOXJIMBICTh TOTJIHOJEHOTO HAaBYaHHS 3 BUKOPUCTAaHHSM MOOUTBHHUX
JOJIATKIB, 0 MOYKE 3a0X0UyBaTH YYHIB JI0 CAMOCTIHHOTO BUBUCHHS. [2, c. 21].

Buutens [5, ¢. 656]€ BaXXJIMBUM TOCEPETHUKOM MDK YYHSIMH Ta MOOUTBHUMH
HaBYAJIbHUMH JoaaTkamu, Takumu sk Kahoot! i Quizlet. Ilepmmii momaTox Moxe
OyTH BHUKOPWUCTAHWW [JIsl TJIAHYBaHHS IHTEPAKTUBHUX TECTIB 1 BMpaB. 3aBIsSKU
BUUTEIIO, IKUH PO3pO0IIsie BIACHI TECTH 3 TUTAHHIMU Ta 3aX0JIaMH, 110 CTOCYIOTHCS
Oyb-SKOTO MpeaMeTa, HaBYaIbHUM MPOIIEC MOKE MOKPAITUTUCS, a ITHTEpeC AITeH 10
Marepiainy — 30 UTbIIUTHUCS.

Tako, JJIsI OCBITHBOTO MPOIIECY, BUUTEIb MOXKE PO3POOUTH HAOOpH KapT 3
MOHATTAMM, BU3HAYCHHSIMU Ta ¢pazamu 3a gonomororo Quizlet. Buknagau moxe
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CTBOPIOBAaTM KAPTKH 1 PO3MOJAUIATH iX cCepel y4YHIB. 3aBASKH LbOMY, IIKOJSPI
3MOXYTh AKTUBHO MOBTOPIOBATH MaTepiaj 1 TOTyBaTUCS 10 ICTIUTIB.

[lepexin 10 AUCTaHIITHOTO HABYAHHS 1 BUKOPUCTAHHS MOOUIBHUX JOJATKIB Y
HbOMY CTaBJISTh MEpEJ] CYYaCHUMH YKPAiHCHBKUMHU BUMTENSMH BaKIMBl 3aBJAHHS.
Ponp Buknamaya crTae OUIbII AKTUBHOIO Ta PI3HOMAHITHOIO, poOJsAYM Horo
MOCEPETHUKOM MK YUYHSIMH Ta IHHOBAI[IHHUMHU TEXHOJOT1IMH.

pi3HOMaHITHUMH JoaaTkamu, TakuMmu sk Kahoot! 1 Quizlet, Mmoxe icTOTHO
MOKpAIlUTH HaBYaJIbHUN Mpouec 1 3poOuTH Horo OUIbIl €PEKTUBHUM 1 LIKABUM.
Buuteni BiIirpatoTh KIIOYOBY pOJIb Yy CTBOPEHHI CTUMYJIIOIOUOTO HaBYAJIBHOI'O
cepelloBUIIIa Ta MATPUMIII YUHIB Y BUKOPUCTAHHI LIUX THCTPYMEHTIB.
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PO3BUTOK IHIHIOMOBHOI AYJIUTUBHOI KOMIETEHTHOCTI YYHIB
CTAPIIUX KJIACIB 3A JOIIOMOI'OIO ABTEHTUYHUX MATEPIAJIIB

Onaum 3 eheKTUBHUX METOMIB (DOpMyBaHHS ayJUTUBHOI KOMIIETEHTHOCTI Ha
ypoKax 3 1HO3eMHOI MOBH € BHUKOPWUCTAHHS aBTCHTHYHUX wmatepiamiB. [lin
ABTEHTUYHHMHU PO3YMIEMO TaKi MaTepiand, siKi HOC1i MOBH CTBOPWJIM ISl HOCIiB ITi€T
K MOBH, TOOTO II€ BJIACHE OPHUTIHAJBHI TEKCTH, 110 MPOAYKYIOTHCA MJIs pealbHUX
YyMOB cHuikKyBaHHs [2, c. 257]. Y IIHIBICTUYHOMY AacHeKTl aBTEHTHUYHI TEKCTH
HaroBHEH1 CJIOBaMU 3 €MOIIIWHUM 3a0apBJICHHSAM, 3alMEHHHUKAMH, YaCTKaMH,
BUT'yKaMmH, (ppazeosiorisMaMu, MOJIHUMHU CIIOBaMH Ta XapaKTEPU3YIOThCS CTUCIUMU U

HEPO3TOPHYTUMH PEUYCHHSMH, IO MOXYTh PI3KO OOpHMBaTHCh. | X04a BOHHM i HE
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