IV BCEYKPAIHCbKA KOH®EPEHIIA 3/0FYBAYIB
BHII[OI OCBITH I MOJIOJHX YYEHHX
«[HHOBATHKA B OCBITI, HAYI[I TA FI3HECI:
BHKJIUKH TA MOKJIHBOCTI»

IVIAT®OPMA 2.
IHHOBATHKA B HAYII: CTAH TA BUKJIUKHA
B YMOBAX BOEHHOI'O YACY

Tapacenxo O. C., Kk.e.n., 0okmopanm, bampak O. B., k.e.n., 0oyenm
Kuiscokuil nayionanvHutl yHieepcumem mexHoa02it ma Ou3atiiy
THHOBAIIMHI TEXHOJIOI'TI HABYAHHS B 3AKJIAJTAX BUIIIOI OCBITH
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HOCMIIHY AKMYAalbHICMb 0COOIUBO Y MeNnepiuHill 4ac ma nepioo NicisIB0EHHO20 6IOHOGIEHHS.
Aooice came IHHOBAYIIIHI MEXHON02TI € BANCTUBUM THOUKAMOPOM (DYHKYIOHYBAHHS OCBIMHbLO2O
npoyecy 6 Kpaiui, OCKLIbKU came 80HU 2apanmyOmsb CHPOMONICHICMb 3aK1A018 8UWOT 0C8Iimu
30iticHIo8amu be3nepedilny ma epekmueHy OiNbHICHb Y 00820CMPOKOBOM) NePiooi.
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INNOVATIVE TECHNOLOGIES OF STUDIES ARE
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Abstract. The use of new learning technologies in the field of education remains
constantly relevant, especially in the present time and the period of post-war recovery. After
all, it is innovative technologies that are an important indicator of the functioning of the
educational process in the country, since they guarantee the ability of higher education
institutions to carry out uninterrupted and effective activities in the long term.
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Beryn. [{ns ctabinpHOTO yHKIIIOHYBAHHS OCBITHBOTO MPOIIECY BAKIUBOIO YMOBOIO €
3a0e3nedeHHs] JOCTYIMHOCTI HaBYaHHI 4yepe3 BIPOBA/KCHHS IHHOBAIIHMX TEXHOJOTIH Yy
3aKs1ajax BUIIoi ocBiTH. OS] HAyKOBOT JiTepaTypH 3A11ICHEHO 3 BUKOPUCTAHHSIM IMOITYKOBOT
cucremu Google Scholar 3a nepion 3 2012 poky o tenepimHiit ac. [Ipiopurer Oyno HaxaHO
HAyKOBUM ITpaIlsiM 3 BUCOKUMH MMOKa3HUKaMH IUTYBaHHs Ta HaykoBuM mpaisim 2020-2023 pp.

IlocTranoBka 3aBAaHHs. MeTOl CTaTTi € JOCHIDKCHHS HAayKOBUX pO3POOOK,
CHOpPSIMOBAaHHWX Ha BHBYEHHS TEOPETUKO-METOAMYHUX 3acajl 3alpoBaKEHHS 1HHOBALIMHMUX
TexHosorii HaBdanHs (nanxi [TH) mpu BUBYEHHI HaBYANBLHUX AMCIMILUIIH B 3aKjia/iaX BHUIIOI
OCBITH YKpaiHH.

PesyabTaTn nocainkens. [TokparieHHs SKOCTI i JOCTYIHOCTI HABYAJIBHOTO MPOLIECY
B 3aKJIa/1aX BUINOI OCBITH MPONOHYETHCS BIOCKOHAIMTH 4Yepe3 BIPOBAIKEHHS HACTYIHHUX
TEXHOJIOT1! HaBYaHHSI.

EdextuBnoro ITH € reitmidikamis, mo mnepembadae 3acTOCyBaHHS €JIEMEHTIB Ta
MeXxaHik irop (HaBYaHHs, 3aCHOBaHe Ha Ipi — game-based learning) rpu B HaBuasibHOMY TIpoIIEC]
JUISL TIJIBUINCHHST MOTHBAIli Ta €(EeKTHMBHOCTI HaBYaHHA Ta 0a3yeThCsl HAa KOHIIENTI, IO
KOMITOHEHTH, sIKi 3pOOWIIN irpH MOMYJIIPHUMH (3MaraHHsi, BHHAropo i1, 00HYCH, TOCATHEHHS),
MO’KYTh TaK0>X 3pOOMTH HaBYaHHS OUIbII 3aXOIUIMBUM Ta CTUMYIIOBAaTH Oa’kaHHS HaBYaTUCS
(Paitesuti ®. Ta Pivuiapai M., 2015 [6]). V pobori C. [epesiciaBchkoi Ta O. CMmarinoi (2019)
[25] 3a3HauaeThes, Mo yKpaiHChbKa OCBITA IIE HE Ty’KE aKTHBHO BUKOPUCTOBYE TeiiMi(iKalliro.

[lepeBaxkna OLIBIIICTH HAYKOBII 3a3HA4YaIOTh, L0 TreiMidikallisi Mae MO3UTUBHHMA
BIUTMB HA HABYAaHHS, 30KpEMa Ha MOTHBAIIO 3100yBadiB, iX 3aJIy4eHICTh /10 HaBYaHHS Ta
niBHIECHHS KOTHITHBHUX pe3ynbTatiB (Kamm K. M., 2012 [8]; daiienni . ta Piugiapai M.,
2015 [6]; Caitep M. ta Xomuep JI., 2020 [15]; Bainymaiun L. Ta inmr, 2020 [19]; Byraiiuyk K.
JI., 2015 [22]; Tonouko C., 2023 [27]). Kpim mporo, i mepeBaru BKIFOUYAIOTH IiBHIICHHS
MPOMYKTUBHOCTI Ta €(GEKTUBHOCTI HaBYaHHS, IOKPAIICHHS CIIIBOpami Ta KOMYHIKAaIlii
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YUYACHHKIB, 3HM)KCHHS PIBHS CTPECY Ta TPUBOTH, KM MOYXE BHHUKATH IMiJl 4aC HABYAHHSI
(Byraituyk K. JI., 2015 [22]).

Haykogiii (Daiiemni @. Ta Piugiapai M., 2015 [6]; Caitnep M. ta Xomuep J1., 2020 [15];
Bainyaaid L. Ta immi, 2020 [19]; Byraitayk K. JI., 2015 [22]; Toxouko C., 2023 [27]) Takox
HaroJIOIIyIOTh Ha HeoMiKax reiMigikanii B HaBYaHHI, 10 MOJIATAI0Th Y HeOAKaHOMY BIUIHBI
Ha MOTHBAIlIIO 37100yBaviB y JOBTOCTPOKOBIH MEPCIIEKTHUBI, MOXKIIUBIN BTpaTi iX 1HTEpeCy 110
reiiMi(pikOBaHOTO HABYAaHHS YEpe3 MOHOTOHHICTb, OCOOJHMBO SKIIO €JIEMEHTH TpH
BHUKOPHUCTOBYIOTHCSI 0€3 PO3yMHOTrO IUIaHYBaHHS, BIJIBOJIIKAHHI BiJl CYTHOCTI HaBYaHHs Ta
BIJICYTHOCTI BIAMOBITHUX HAYKOBUX JOCIIPKEHb, MOXJIMBOCTI CTBOPEHHS HEraTUBHOTO
edeKTy 3alIeKHOCTI Big 1iporo tumy [TH.

[Ipu mocmikeHHI IMEpCUBHUX TEXHOJIOTIH B HABYaHHI Ta HABYAILHUX CEPEIOBUINAX
30CcepeKeHl Ha JOCIHIIKEHHI pi3HUX acrekTiB BukopuctanHsa 1iei ITH mist mokpareHHs
SAKOCTI HaBUaHHS Ta 3allydeHHs cTyleHTiB. Lli muTaHHS pO3KpHBAaIOTHCS B poOOTaX TAaKUX
HaykoBIliB, sk: H. bepuerr (2012) [2]; b. boiinz (2017) [1]; I'. Makpancki ta I'. [lerepcen
(2021) [10]; B. bukos Ta H. Bypos (2021) [21]; A. Ynimenko Ta B. Ymimenko (2022) [28];
I'. JIuzak (2022) [23]; T.A. BacunneBa ta FO.M. Ilerpymenko (2022) [29]; M.O. Cosa Ta
C.O. enixna (2022) [26] Ta iHmi. Y KOXHOMY IOCTIUKEHHI NPOMOHYETHCS aBTOPCHKE
Bu3HauyeHHs i€l ITH Ta Bu3HauaroThes il 0COOMBOCTI SIK B IIJIOMY B HAaBYAJIIBHOMY TPOIIEC],
TakK i MPY BUBYCHHI OKPEMHX HABYAIBLHUX TUCIUILIIH.

3aciyroBye yBaru HaykoBa po3poOka I'. Makpancki ta I'. ITerepcena (2021) [10], siki
pospoouu momens CAMIL (Cognitive Affective Model of Immersive Learning), sika
dbopmaitizye CyTHICTh Ta €JIEMEHTH MPOIECYy HAaBUAHHSA 3 BUKOPHCTAHHSIM BIPTyaJbHOI Ta
JONOBHEHO1 peanbHOCTI. Lle popMye miaArpyHTS SK MomanbIIMX HAYKOBHX JOCIIIKEHb, TaK i
PO3pOOKH TPUKIAIHUX POrpaM BipTyaibHoi peaabHocTi [10].

A. Ynimenko Ta B. YViimenko (2022) Busnaumim, mo BipryaibHa peanbHicTh (Virtual
reality, VR) — ne «ckiajHa Meaia-CHCTEMa, IO SBISE CO00I0 crenu(iuyHuii TEXHOIOTIYHHM
KOMILIEKC, CTBOPCHUH JIJISI CCHCOPHOTO 3aHYPEHHSI, @ TAKOK 3aci0 MMOo1aHHs KOHTCHTY, 3/1aTHH
KOHCTPYIOBATH BIPTyabHI IMITaIliiiHi MOJEN peaabHOro Ta ySBHOTrO cCBiTiB» [28], ska
J03BOJISIE  37100yBavy B3AEMOMISITA 3 MM CEPEIOBHINEM 3a JOMOMOIOH CIEIiaIbHOTO
o0JTaJIHaHHS, SIKE BKJIFOYAE I0JIOMH, KOHTPOJIEPH PYXY, PYKaBHUIIi TOMIO.

Y po6oti A. Yaimenko ta B. Viimenko (2022) [28] cucremaruzosano VR miatdopmu,
SIK1 JTOITEHO BUKOPHCTOBYBATH Il BUBUCHHS iIHO3EMHHX MOB, a came: Virtual Speech, Spatial,
Engage, Venues (Oculus Quest Platform), ImmerseMe, ClassVR, Virtual Speech, Mindshow,
BU3HAYCHO X TepeBaru isi JOCATHEHHS I1iJIeii HaBYaHHSI.

EdextuBnicts VR B 0CBITI 3a1€KUTh BiJl Pi3HUX (PAKTOPIB, TAKUX SAK SKICTb KOHTEHTY,
JTM3aifH CepeIOBHINA Ta MeIarorivyHi MiIX0/IH, 0 BUKOPHUCTaH1 B HaBuajasHOMY Tiporieci (By I
K. ta iami, 2013 [18]); peanictuunicts VR, BiAMOBIIHICTE OCBITHBOI TEXHOJIOTIT OTpeOam
CTYJICHTIB Ta HAaBYAJbHHUM 3aBJAaHHSM, a TAaKOXX MOTHBAIlIS Ta 3aIlIKaBJICHICTh CTYACHTIB Y
BukopucranHi VR B HaBuanpHOMY niporieci (Bypos O. Ta [Tinuyk O., 2023) [3]. I'. MakpaHncki
ta I'. [Terepcen (2021) [10] moBenu mOUiTBHICTH ypaxyBaHHS a()eKTHBHUX Ta KOTHITHBHHX
¢dakTopiB, 0 BU3HAYAIOTH PE3yJIbTATUBHICTh HaBYaHHS Ha OocHOBI |VR — 3aiikaBieHICTb,
BHYTPIIIHIO MOTHBAIliI0, caMoe(eKTUBHICTh, iHTerpyBanHs (embodiment), koruiTuBHE
HABAHTAXXCHHS Ta CAMOPETYJIAIIIIO.

3araapHONPHUIHATHM Y HAYKOBHX JOCTIIDKSHHSIX Ta JITEPATYPi 3 i€ TEMH € pO3yMIHHS
nonoBHeHOT peanbHOCTI (Augmented reality, AR) sik TexHOJOTrII, IO JO3BOJISE J10IABATH
BipTyasibHI 00’€KTH Ta e(EeKTH [0 peaJTbHOro CBITY. Y HaBYaHHI BOHAa MOXE
BUKOPHUCTOBYBATHCH JJIsi CTBOPCHHS IHTEPAKTUBHUX HABYAJIbHUX CEPEIOBHIIL.

AR-TexHOm0TIi MOXYTh OYyTH KOPUCHUMH B HaBYAJIBHHUX JUCIHUILTIHAX, JI€ TIOTPIOHO
CTBOPHUTH IHTCpAaKTHUBHE Ta JMHAMIYHE HaBuajdbHe cepenouiie (I'epoiimenko B., 2020 [7]),
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30KpeMa: MUCTENTBO Ta JAM3aifH, MeTuIMHA (IJOCTiIKEHHS aHaTOMii IOJCHKOTrO Tijia,
BIpTyaJIbHI MOJIeJII OpraHiB Ta TKaHWH, Bi3yami3alis xipypriuaux nporueayp) (Mopo K., 2017
[13]; Benkarecan M., 2021 [16]), imkeHepis, 30KpeMa TOCTIKSHHS Ta Bi3yasi3alii CKIaIHUX
IHKEHEPHUX KOHCTPYKIIi#i, MexaHi3miB Ta mamiuH (Jliapokaric @., 2004 [17]; Hinic ®.M., 2017
[11]), icropis (cTBOpeHHS iHTepaKTUBHHUX icTopuuHHMX cieHapiiB) (Wkoy 0., 2022 [20];
Pemomap 1. [14]; Maptin-T'yreeppec X., 2017) [12]) Ta imm.

EdextuBHicth AR-TexHOJOTIl B OCBITI 3aJIe)KUTh BiJ] piI3HUX (PAKTOpIB, TaKUX SK
nu3aiiH  mporpamu AR, ucnuIniiHa, SKa BHUKJIQNA€TbCS, Ta PIBEHb B3aEMOJII MIXK
kopuctyBaueM i cepenoBuiieM AR (Yen I1. Ta inmi, 2017 [5]).

OTxe, y BITUM3HSHIA Ta 3aKOPJAOHHIM HAYKOBIH JIITEpaTypi aKTUBHO JOCIIKYIOTHCS
MUTaHHS 3alIPOBAHKEHHS IMEPCUBHUX TEXHOJIOT1M HABYAHHS B OCBITHIH mporiec. JlocmimKkeHHs
CIIPSIMOBYIOTHCS SIK Ha (DOpMyBaHHS 3arajbHUX KOHIICITIB, TaK 1 crenudiKi BUKOPUCTAHHS
P BUBYCHHI OKPEMHX HaBYATbHUX TUCITUILIIH.

Y HaykoBiil JiTepaTypi pO3BHBAIOTHCS THUTAaHHS 3alMpPOBAHKCHHS aJalTHBHOTO
HaB4YaHHs. CTPYKTypa HOCHIDKEHb 3 Ii€] TeMAaTUKH CIIPSMOBAaHA HAa BUBYEHHS CYTHOCTI I[bOTO
MOHATTS, TIEpEeBar Ta HEOJIKIB 3aCTOCYBaHHS, CIENU(IKM 3ampOBaPKEHHS B OCBITHHOMY
IpoIieci BUIIOI IKOJIH.

Onamoxk T. BuM3Ha4mMia, W0 aJaNTHBHE HAaBYaHHSI — BHUKOPHUCTAHHS aJTOPUTMIB
MAIIMHHOTO HaBYaHHSA Ui IHAWBiAyami3alii HaBYAaIbHOTO TMPOLECY Ta IIiABUINCHHS
e(heKTUBHOCTI HABYaHHS KOYKHOTO CTYACHTa OKPEMO, 0a3yl0unCh Ha TOMY KOHIIEIITI, 110 KOXKEH
3 HUX Ma€ CBill BJIACHUI TEMI HaBYaHHS, BIacHi 3110H0CTI [24].

Kpim Toro, amanTuBHEe HAaBYaHHS Ja€ MOXKJIMBICTh 3HU3UTH BTPATy Yacy Ha MOBTOP
marepiany, SKUi CTYACHT BXKE 3HA€, Ta MOJIIIIIY€E B3a€EMOJIII0 MK CTYJIEHTOM Ta BUKJIAJa4yeM,
SIKI MOJKYTbh 30CEPEIUTHUCS Ha HAMCKIIAIHIIINX TTUTAaHHSIX.

[Ipore aganTUBHE HaBUAHHS TAKOXK Ma€ HEJOJIKH, TaKi SK: BUCOKA BapTiCTh pO3POOKHU
Ta BIOPOBA/DKEHHS, BIJICYTHICTh CTPYKTYPOBAaHOTO MaTepiasly Ta UITKOI IOCIIiOBHOCTI
HABYAHHS, [0 MOXKE MPHU3BECTH 0 MPOMYCKY BAXIJIMBHX TeM a00 MEpPexXoAy J0 BUBUYCHHS
HACTYIMHOI TEMH 3aHAJITO IIBUAKO; BUMOTH JO TEXHOJOTIYHUX 3aC001B, OCKUIBKH aJanTHBHE
HaBYaHHS MOTpeOye BUKOPUCTAHHS CIELIAIBHUX MPOrpaM Ta TEXHOJOTiH; BiICYTHICTH
MO>XJIMBOCTI B3a€MOJIII Ta CIUJIKYBaHHS 3 IHIIMMH CTYACHTaMH, IO MOKE MPHU3BECTH 10
saeocobneHns (Kapcenec-Tlosena E., [xanninapy K., 2017 [4]).

AfanTuBHI TEXHOJOTil HaBYAaHHS JMAOIUIBHO 3aCTOCOBYBATH ISl THX HaBYAIbHUX
JUCLHMIUTIH, 1[0 MAlOTh 3HAYHUN 00CAT MaTepiany JUis BUBUCHHS, PI3HUI piBeHb CKIATHOCTI,
abo NIl TUCIUIUIIH, NI 1HAWBIAYaAIbHUHN MIIX1J 10 CTYACHTA MOXKE MOKPALTUTH PE3YIbTaTH
HaBYaHHs. [[f0 TEXHOJOriI0 JOIIIHPHO BUKOPUCTOBYBATU NJISi MAaTEMaTHUKU Ta CTATUCTUKH,
1HO3eMHMX MOB, 1H(QOPMATHKHA Ta MPOTpaMyBaHHs, MEIWIMHM Ta Oiojorii, ¢i3uku Ta
1HXEHepli.

VY pob6ori Maprina ®. ta inmmx (2017) [11] Bu3HayeHO TeXHOJOTII, HEOOXITHI IS
aJIaTUBHOTO HABYAHHSI:

- 1HTepaKkTUBHI IUIATGOPMHU, IO O3BOJSIOTH B3AEMOJIATH MK CTYJICHTOM Ta
IpOTpaMol0 HaBYaHHS, 1 MOXKYTh 3a0e31euyBaTy NePCOHATI30BaHe HABYAHHS HA OCHOBI JIaHUX
PO BUKOHAHHS 3aBJaHb Ta PIBHSA HaBYaHHS CTYJEHTIB. Taki TEXHOJOTII MOXYTh HaJaBaTH
IHIUBITyanbHI 3aBAAaHHS Ta BIPaBHU, MO0 AOMOMOITH CTyAEHTaM 3aCBOITH HOBI KOHIICTIIIIi.
Hampukiian, BoHM MOXKYTh aHaJIi3yBaTH BIAMOBIAI CTYJEHTA HA TECTOBI 3aB/IaHHS Ta HaaBaTH
JIOJJATKOBUI MaTepiaj Ui TUX TeM, SIKi CTYACHT Ille He 3p03yMiB;

- mporpaMHe 3a0e3MeYeHHS 3 IHTEICKTYAIbHIM aHaIi30M JIaHUX, SIKE BUKOPHUCTOBYE
aHaJi3 JaHWX, 00 aJlanTyBaTH HaBYaHHA JI0 1HIMBIIyaJbHUX NOTPEO CTyAeHTIB. BoHo Moxe
BUKOPHUCTOBYBAaTH JlaHI TMPO BUKOHAHHS 3aBJlaHb, PIBEHb 3HAHb Ta IHIINI IMMapaMeTpu IS
iHaMBinyanizamii HaByaHHdA. [lpukiamamu mporpamHoro 3a0esnedeHHs € Smart Sparrow
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(103BOJISIE CTBOPIOBATH IEPCOHANI30BaHI OHJIAWH-KYPCH 3 BHKOPHCTAHHSIM IHTEPAKTUBHUX
3aBgaHb Ta IHCTpykmii), Knewton ta McGraw-Hill Connect (mo3Bomsie cTBOproBaTH
NEPCOHATI30BaHI HABYANIbHI TJIAHW, HA OCHOBI QJITOPUTMIB MAIlIMHHOTO HaBYaHHS Ta aHAJI3y
nanux), DreamBox (mporpamue 3a0e3rneueHHs I MaTEeMAaTHYHOTO HaBYaHHS, SKE
BUKOPHUCTOBYE aIaTUBHE HABYAHHS JIJIsl HAJJAHHS ITEPCOHATI30BAHOTO HABYAHHS Ta CTBOPEHHS
IHIMBIIyaTbHOTO HaBYalbHOTO IaHy), Duolingo (mmardopma s BHBYCHHS MOB, sKa
BUKOPUCTOBYE QJallTUBHE HAaBYaHHA Ui 3a0€3MEeYeHHsS NEePCOHANTI30BaHOTO MiAXOAy [0
HaBYaHHS Ta po3po0JIsie THANBITYaATbHIN HAaBYAIBHHH TUIaH JJIs1 KOYKHOTO KOPHUCTYBava);

- BipTyaJbHa Ta JOMOBHEHA pealbHICTh. MOXYTh OyTH BHUKOPUCTaHI BiJI€OYPOKH,
IHTEpaKTUBHI CHUMYJIAIIT Ta 1HIN 1HCTPYMEHTH JUIsl JOTIOMOTH CTYACHTaM 3acBOITH CKJIAJIHI
koHnenuii. Hanpukian, iHTepakTHUBHA CUMYJISLIS MOXKE JOMOMOITH CTYICHTaM 3pO3YyMITH
(hi3uYHI 3aKOHM Ta SIBUIIA Yepe3 Bi3yalabHI MPUKIAIN Ta EKCIIEPUMEHTH. BOHH MOXKYTh TaK0X
JIO3BOJISATH B3a€EMOJIISITH 3 MaTepiaJioM Ta OTPUMYBATH 3BOPOTHHUI 3B’ S30K;

- 1HII TeXHOJIOTii (MOO1TBHI AOJATKH, iIrpH, BEOCAWTH Ta 1HII IHCTPYMEHTH).

VY mepion AMCTaHIIMHOTO HAaBYaHHS OCOOJMBO 3pocia akTyanbHicTh Takoi ITH, sk
mobinpHe HaByanHs (Mobile learning, m-learning), mo nependavae mepegady i OTpUMaHHS
HaBYAJIBHOTO MaTepially 3 BUKOPHCTAHHIM 1HTEPHET-TEXHOJIOT1H Ha OyIb-sIKUI OPTaTUBHUIA
nudpoBUii MPUCTPiH, TaKUH K cMapT(HOHU Ta TIIAHIICTH.

BiamoBigHO 10 1BOTO, AKTUBHO JOCTIIKYIOTHCS MUTAHHS BHUKOPUCTAHHS MOOITBHUX
TEXHOJIOTIH I OpraHi3ailii HaB4aHHS 3 YpaxXyBaHHSM iX TepeBar Ta HasBHOTO MOTCHITIATY.
KittouoBoro mepeBaroro MOOUTEHOTO HaBUAHHS € T€, IO ISl TEXHOJIOTIS JO3BOJSE CTYICHTaM
OTPUMYBATH JOCTYI JO HABYAJIBHOTO Marepiany 3 Oyab-sSIKOro Micisl Ta B Oyab-sSIKMiA bac,
3a0e3neuyrour THYYKUH Ta 1HIMBIIyali30BaHUu{ MiAX1]] 10 HABYAHHS.

Mo06iibHE HaBYaHHS MOXXHA BHKOPHUCTOBYBATH IJIsi OYIb-SKOi JUCIUILIIHU, IO Ma€E
MaTtepiaiy, SKi MO>KHa NepeaaTu yepe3 MoOiabHI mpucTpoi. Oco0IMBO KOPUCHUM BOHO MOXKeE
OyTH TSl TUCUMILIIH, A€ CTYACHTH MAIOTh IIIBUKO 3HAXOAUTH Ta 00pooisaTu iHpopmarltiro adbo
MAalOTh BEJIMKY KUIBbKICTh TEPMiHIB, (POPMYI Ta IHIIUX MaTepiajiB, siKi HOTPIOHO 3amam’sITaTH,
a came: BUBYEHHS MOB, MEAUIIMHU Ta 010JI0T1i, EKOHOMIKH, KOMIT IOTEPHUX HAyK, MUCTEIITBA
ta qu3aitny (Kpymn I, dyapt Jx.M., 2017 [9]).

EdexTuBHE BUKOpHCTaHHS MOO1TFHOTO HABYAHHS MOTPEOYE HAJICKHOTO TJIAHYBAHHS Ta
IM3aiiHy HaBYaJIbHUX MPOTPaM Ta PecypciB, AKi O BpaxoByBasld OCOOIMBOCTI TEXHOJIOTIN Ta
KOHTEKCTY BUKOPHCTaHHS.

BucHoBku. I[IpoananizyBaHo MOHSATIHHO-TEPMIHOJOTIYHUN amapar IOCIiIKEHHS,
cuctematuzoBaHo kmwouoBi ITH, Bu3HaueHo iX mepeBardn Ta HEIONIKH, a TaKOX
1HCTpyMeHTapiil pearnizallii B HAyKOBOMY JJOPOOKY BITUM3HSIHHX Ta 3aKOPJOHHUX HAYKOBIIiB.
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