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UMOPOBI IFrPU ANA STEM OCBITM:
AMEPUKAHCBbKMUM OoOCBIA

N. A. JlewweHko

DIGITAL GAMES FOR STEM EDUCATION : AMERICAN EXPERIENCE
P. Leshchenko

VY crarTi akTyali3oBaHO 3apyOiKHUN JOCBI BHKOPHUCTAHHS HHU(PPOBHX Irop NpH
BuBueHHI STEM nucnumutia: mnpupomo3naBctBa (Science), Texnosorii (Technology),
imxenepii (Engineering), matemaruku (Mathematics), 110 MO€IHYIOTHCS B OAMH OJIOK Ha
OCHOBI 3acTOCyBaHHS IIM(PPOBHUX TEXHOJIOTIH Ta IHTEpPHET-Mepexi. BukopructanHs muppoBux
irop CTajo MEepPCHeKTUBHUM HAMpSMOM IHHOBAIH, sKi 3a0e3MeuyloTh aKTUBHE 3aTydeHHS
amepuKaHCchbKoi Monoai 1o oBonofiHHSA STEM-muctumninamu. L{udposi irpu BUCTYmaoOTh
BaYXJIMBUM 3aCO00M PO3BUTKY KOTHITHBHHX, KpEaTUBHUX, KOMYyHIKAaTUBHUX, KOJAOOPAaTUBHUX
YMiHb yYHIB, HEOOXiTHHUX ISl YCIIIIHOTO (PYHKI[IOHYBaHHS B CY4aCHOMY TEXHOJIOTIYHOMY
couiymi. [Ins Ykpainu amepukaHChKHUI JOCBiI BUKOPUCTAaHHS U(POBUX Irop MpU BUBUYCHHI
STEM-nuctumiiH cTaHOBUTh TEOPETUYHUH 1 PAaKTUYHUHN iHTEpec. Memoto docniodicenHs €
aHani3 BUKOpUCTaHHA HU@poBux irop y STEM-HaBuaHHI y4YHIB aMEpUKAHCHKUX MIKIJ.
Memoou nayxkoso2o nowyky nepeadadaroTh 3aCTOCYBAaHHS KOHTCHT-aHai3y MOHOTrpadiuHO1,
NEepioAUYHOT TMEeAAroriyHoi JiTepaTypu Uisl 3°SICYBaHHS OCHOBHUX TIOHATH, KOHIEMIIi
JOCTIPKeHHST, HeTHOorpadil s aHami3y caiTiB, OJOTiB, HA SKUX YYCHI, MMEJaroru, OATbKU
YUHIB OOMIHIOIOTHCS JOCBIIOM BUKOPHUCTAaHHS HU(PPOBUX irop. Y CTATTi 0XapaKTepHU30BaHO
aMEepUKaHChKl MporpamMu MIATPUMKH BUKOPHUCTAaHHS LHU(POBUX 1rop s MiJIBUILEHHS
epextuBHocTi STEM-0cBiTH; BH3HAYEHO CYTHICTh OCHOBHHMX KATETOpPid JOCHIJKEHHS:
nudpose irpo-nienrpoBane HaBuanHs (digital game-based learning); uudposi irpu (digital
games); emicremostorivni irpu (epistemic games); cumyssiii (Simulations). Emicremomnoriusi
ITpU — 1€ 1HTEPaKTUBHI CUMYJIAILII, 1[0 JOMOMAararTh T'PaBISIM OBOJIOAITH 1HHOBAIIMHUMHU
crocobaMu MHCIEHHS Ta TMOTY)KHUMHU Ti3HABaIbHUMHU 1HCTpYMEHTaMH IM(POBOI epu.
3’51COBaHO OCOOJMBOCTI EIICTEMOJIOTIYHUX Irop, MpeacTaBieHo croketw irop Pandora
Project, Escher’s World, Journalism.net, Digital Zoo, Urban Science, Land Science,
Nephrotex. HarononryeTscs, 1110 €nicTEMOJIOTIYHI ITPH CTUMYJIIOIOTH B YYHIB MOTHBALIIIO J10
BuBueHHS STEM-nucuuruiig, Aar0Th MOKJIMBICTh YYHSIM MPAKTHYHO JOCTIIKYBaTH MPOLEC
PO3B’si3aHHA pealbHUX MPoOJeM, sIKI BUHUKAIOTh Yy MEBHIW mpodeciiiHiil ramysi. Irposa ais
nepeadavae GopMyBaHHs yMiHb peatizallii OCIiJOBHUX €TaliB HAyKOBOI'O MIOUIYKY, B OCHOBI
SIKOTO JISKHUTH 1HTErpallisl 3HaHb PI3HUX JUCHUIUIIH Ta 3JaTHICTH JO CIIBIpaIll 3 IHITUMHU
moapMU. TakuM YHHOM, €MiCTeMOJIOTIUHI IrpH CTBOPIOIOTH IHHOBAIliifHE HaBYaIbHE
CEpEeNIOBHUIIE, B IKOMY YUHI HA0yBarOTh JOCBI TpodeciitHOT MOBEAIHKY 1] Yac 3HAXOKEHHS
[UISXiB BUKOHAHHS 3aBJlaHb MPUPOJHHUO-MATEMATHYHOTO Ta 1HKEHEPHO-TEXHOJIOTIYHOTO
XapakTepy.

Kniouosi  cnosa:  amepuxancbkuii  jgocBin, STEM-ocBita, uudposi irpwy,
€MiCTEeMOJIOT14HI 1TpH.
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The article highlights foreign experience of using digital games in studying STEM-
disciplines: Science, Technology, Engineering, Mathematics, which are combined into one
block based on the application of digital technologies and the Internet. The use of digital
gaming has become a promising area of innovation that ensures the active involvement of
American youth in STEM-disciplines. Digital games are an important means of developing
cognitive, creative, communicative, collaborative skills of students necessary for successful
functioning in the modern technological society. For Ukraine, American experience of using
digital games in studying STEM-disciplines is of a theoretical and practical interest.

The purpose of the research is to analyze the use of digital games in STEM-education
for students of American schools.

Methods of scientific research include the use of content analysis of monographic,
periodical pedagogical literature to find out the basic notions, concepts of the research;
netnography for the sites analysis, blogs where scientists, teachers, parents of students
exchange experience of digital games usage.

The article describes American programs which support the use of digital games to
increase the efficiency of STEM-education; the essence of the main categories of the research
is defined: digital game-based learning, digital games, epistemic games, simulations.

Epistemic games are interactive simulations that help players capture innovative ways
of thinking and powerful digital cognitive tools. The peculiarities of epistemic games are
pointed out, the plots of the games Pandora Project, Escher's World, Journalism.net, Digital
Zoo, Urban Science, Land Science, Nephrotex are presented.

It is noted that epistemic games stimulate students to study STEM-disciplines, give
students the opportunity to practically explore the process of solving real problems that arise
in a particular professional field. The game action involves the formation of skills for the
implementation of successive stages of the scientific research, which is based on the
integration of knowledge of different disciplines and the ability to co-operate with other
people. Thus, epistemic games create an innovative learning environment in which students
acquire the experience of professional behavior while finding ways to accomplish tasks of
natural-mathematical and engineering-technological character.

Key words: American experience, STEM-education, digital games, simulations,
epistemic games.

Beryn. YV MiKHapoaHOMY OCBITHHOMY MpocTopl mouatok XXI cromiTrs
O3HAMEHYBABCSI  IHTECHCU(IKAINIEI0 JTOCHIKEHb HAYyKOBINB, MPUCBIYECHUX
€(EeKTUBHOCTI BUKOPUCTaHHS HU(GPOBUX IFOp y HABYAHHI PI3HUX BIKOBUX I'PYIl
HaceneHHs. KoHcrararisi 3pocTaHHS HAayKOBOTO IHTEpECY JI0 BHKOPHUCTaHHS
nuppoBUX 1rop y pi3HUX BUgax 1 (opmax HaBYaHHS MOSICHIOETHCS
MOJKJIMBOCTSMH 1X 3aCTOCYBAHHS SIK BKJIMBOTO 3aC00Y PO3BUTKY KOTHITUBHHX,
KpEaTUBHMUX, KOMYHIKATUBHUX, KOJAOOpPAaTHBHUX YMiHb HEOOXITHUX MJIs
YCHIIIHOTO (PYHKI[IOHYBaHHS B Cy4aCHOMY T€XHOJIOTTYHOMY COLIIyMI.

3 2015 p. ¢ynkiionye Koncopiiiym gocnipkeHHs irop Ta mpodeciitHoro
mozentoBanHsl (The Games and Professional Simulations (GAPS) Research
Consortium ), 110 MOEIHY€E TOCHITHUKIB, OCBITSIH Ta PO3POOHHMKIB TEXHOJIOTIH,
SK1 BUBYAIOTh, MOJIETIOIOTh 1 CTBOPIOIOTH BIPTyasibH1 HaBUaJIbHI Jlabopatopii Ta
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1HHOBAIlIHI HaBYaJIbHI 1HCTpyMeHTU. KoHCOpiiyM oO4OII0€ Tpyna BUYECHHX
«Emnicremonoriuni Irpu» (Epistemic Games Group) 3 YHiBepcutety BickoHciHa
(the University of Wisconsin), a Tako 10 HbOT0 BXOIATh HAyKOBIN [HCTHTYTY
iHTeNneKkTyabHux cucreM Memdicekoro yHiBepcutety (CIIA), yHiBepcHUTETIB
Jbxopmxii, Maccauycerc-laptmyt, IlitcOyprcekoro Tta  OnpOop3pKOrO
yuiBepcutery (Aalborg Universitet — J[lanis), Bimkputoro yHiBepcuteTy
Hinepnannis, nocnianuku ToBapuctBa OxopoHH Npupoau mraTty Maccauycerc
(the Massachusetts Audubon Society) (The Games and Professional Simulations
Research Consortium: GAPS, 2016).

Amnai3yroun A0CTiKEHHsT aMepukaHchkux HaykosmiB (Aubrecht, 2012;
Rapini, 2012; Shaffer, 2006; Trilling & Fadel, 2009; Wagner, 2010 Tta in.),
MO>XHa CTBEp/DKYBATH, 110 BUKOPUCTaHHS LU(PPOBHUX Irop AK €PEeKTUBHOIO
3ac00y HaBYaHHSA, CTaJ0 NEPCHEKTUBHUM HANpsSMOM 1HHOBAIlM, SKI
3a0e3MevuyloTh aKTUBHE 3aTy4CHHS aMEPHUKAHCHKOI MOJIO/1 JO0 OBOJIOAIHHS
STEM-nucuumiinamu: MPUPOI03HABCTBOM (Science), TEXHOJIOT1SIMH
(Technology), imxenepiero (Engineering), marematukoro (Mathematics), 110
HOEHYIOThCSI B OJJUH OJIOK HAa OCHOBI 3aCTOCYBAaHHS LIU(PPOBUX TEXHOJIOTIH Ta
IHTEPHET-MEPEXKI.

[Tinkpecaumo, 10 Xxo4ya B YKpaiHl IporoJiomeHo BpoBamkeHHs STEM-
OCBITH Yy HaBYaJIbHI MPAKTUKU 1 pO3pOOJIEHO BIAMOBIIHI PEKOMEH/AIlli, MPOTe
1032 YBAarol YKPaiHCBKUX HAYKOBIIB 1 MEHEIKEPIB OCBITH 3aJIUIIUBCA
3apyO1KHMIA, 30KpeMa aMePUKaHChKHUH, JOCB1/l 3aCTOCYBAaHHS ITU(MPOBUX 1r0Op SIK
3aco0y MotuBallii y4HiB 70 akTuBHOI ydacti B STEM ocBiti (MetoanuHi
pekoMenaarii momao rupoamkeras STEM ..., 2017).

Bopnouac Haromocumo, ykpaiHcbkumu HaykoBisiMu (bukos, JlemieHko,
2016) 3amoyaTKOBaHO HOBHWM HampsM TMENAroriyHoi Haykd — IUPPOBY
IYMaHICTUYHY T[€aroriky, OJHHMM 3 BEKTOpPIB HAyKOBOI'O IIOLIYKY SIKOi €
JOCIIIJIKEHHSI YMOB BHKOPHUCTAaHHS LUGPOBUX Irop y HaByaHHI. BuBYeHHS
3apyO1’KHOTO, 30KpeMa aMEepUKaHCHKOTO, IOCBIYy BHUKOPHUCTAHHS IU(GPOBUX
IroOp y HaBYaHHI TyMaHITapHUX JTUCIUIUIIH, BIPOBAKCHHS rerMidikarii
(BUKOpDHUCTaHHS €JEMEHTIB IrPOBOi JISIIBHOCTI HA OCHOBI 3aCTOCYBaHHS
1H(OpMaIIHHO-KOMYHIKAIIMHUX ~ TEXHOJOTIA)  BUCBITIIGHO Yy  TIparfsax
BITYM3HSHUX HayKoBIIB (By3bko, €ukano, 2017; Jlemenko, 2016; Cepreesa,
2014; Txauenko, 2015).

[Ipote mnotrpedye HAyKOBOTO JAOCIHIKEHHSI JIOCB1I BHKOPUCTAHHS
nudpoBux irop B mporeci STEM-ocsiTu.
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MeTo10 OCTIDKEHHS € aHajli3 BUKOpUCTaHHS IudpoBux irop y STEM-
HaBYaHHI YYHIB aMEPUKAHCHKUX IIIK1JI.

3aBmaHHs JOCTIDKEHHS: 1) oxapakTepu3yBaTH aMEpPUKaHCHhKI MPOTrpamMu
HOIATPUMKA BUKOPUCTAaHHS LU(PPOBUX 1rop A MiJBUIIECHHS €()EeKTUBHOCTI
STEM-ocBiTH; 2) BU3HAUUTH CYTHICTH OCHOBHHMX KaTCTOPid JIOCIIHKCHHS:
upoBe IrpoleHTPOBAaHE HaBYaHHS; HUGPOBI IrpH; EMICTEeMOJOTIYHI IrpH;
cUMyJIsIii; 3) 3’sAcyBaTH IEJAroriuHyAil MOTEHIlad BUKOPHUCTAHHS IU(GPOBUX
enicremMoJioriyaux irop y STEM-ocaiTi.

Memoou Haykoeoeo nowyky TependadaloThb 3aCTOCYBAaHHS KOHTEHT-
aHaji3y MoHorpadidyHoOi, MePioIUYHOI MeAArOrigHOI JiTepaTypH I 3’ ACyBaHHS
OCHOBUX TOHATh, KOHIEMIIN AOCTIKEHHS; HeTHOrpadii A aHami3y CaiTiB,
0JIOTiB, Ha SIKMX YY€Hi, MeJaroru, OaThbKH YYHIB OOMIHIOIOTBHCS JIOCBIJOM
BUKOPUCTaHHA LHU(PPOBUX 1TOP.

Bukiax ocHoBHoro marepiany. Ha mnouarky 2000-x pp. yBary
aMEPUKAHCBKOI TPOMAJICBKOCTI OyJI0 TPHUBEPHYTO JO TOCTPOI HEOOX1THOCTI
MIJBUIIYBAaTH B y4YHIB aMEPUKAHCHKUX IIKUI piBE€Hb 3HaHb cTOCOBHO STEM-
nucuuiuniH. Y 3Biti HarloHanpHMX akajemiid Hayk, 1HXXKEHepii Ta METUIIUHH
CIIIA 2005 p. 3a3Ha4eHo, MO CEpPEeAHINM TMOKa3HWK 3HaHb Yy4HIB 31 STEM-
mucututia y CHIA nepeOyBae mo3aay nmokasHukiB iHmux kpain (Rising Above
the Gathering Storm, 2004)

VY 2010 p. Ilpesunent bapak Ob6ama oronocuB iHimiatuBy «OcCBiTa AJIA
iHHOBaI» (“Educate to Innovate™, meToro sikoi Oyi0 IMiABUINICHHS ITOKa3HUKIB
piBHiB 3HaHb y4HIB CIIIA 10 sikoMOra BUIIMX IMO3UIIHA Yy Taly31 MPUPOTHUYUUX
HAyK 1 MaTeMaTHKU MpoTsIroM HacTynmHuX 10 pokiB. Jlesiki 3 KIIIOUOBUX €TaIliB
1HILIaTUBY MOEAHYIOTHh 30UTbIIeHHs (denepanbHux iHBecTulld y STEM-ocBiTy
ta miarotoky 100 000 HoBux yuuteniB STEM-gucuumiin go 2021 poky
(President Obama Launches “Educate to Innovate” Campaign, 2010).

VY tomy x 2010 p. [Ipesunentom bapakom ObGamoro B bitomy nomi Oyiio
3armoyaTkoBaHo Hamionaneuuii koHKypc Bimeoirop it STEM-mucturonin.
[Ilopoky oroyomryeTbcs TpH KaTeropii KOHKYPCIB Ta BCTaHOBIIOIOTHCS
BIJIMOBIJTHI MPEMii: TIpeMisi JIJIsl YYHIB CepeAHBOI IIKOJIU, KOJIeTialbHa IpeMis Ta
npu3 s po3pOOHUKIB. YMPOJOBXK CEMH POKIB OlIbIlle OJHIET TPETUHU
nepeMoXIiB Oynu yunsmu cepennix mkin (The National STEM Video Game
Challenge,2016).

TakuM YMHOM, OAHUM 13 MPOTPECUBHUX MIAXOMIB 1O IIABUIIECHHS
edextuBHOCTI STEM-0cBiTH y CIIIA € nudpose irpoiieHTpoBaHe HaBYaHHS.
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Harosocumo, 1o karteropisi «irporeHTpoBane HapuanHs» (“‘game-based
learning”, aOpesiatypa: “GBL”) crTocyeTbcs Oyab-SKOro HaBYAJIBHOIO
cepefoBuIla ab0 BHUIIB AISUIBHOCTI, B SKUX I'pa BIJIrpa€e IEHTPaIbHY POJb.
[ToHATTS BUKOPHUCTOBYETHCS JUIS OMNKCY 3acCTOCYBaHHS BCIX BHUIIB 1rop y
HaBYAJBLHOMY TIpolieci. SIKIIO HaBYaHHS MOEAHYE BUKOPUCTAHHS ITM(POBUX
IrOp, 3aCTOCOBYETHCS KaTeropis «udpoBe IrpOICHTPOBAHE HABYAHHS
(Prensky, 2007).

Haii6ipm mypoko 3acTocoByBaHHS HaOyIM IUGPOBI Irpu y HaBYAIBHO-
BuxoBHoMYy Tiporieci ki CHIA. ¥V gomoBim «Ilo3za migpydHukamMu Ta
JEKUisIMU: TU(POBE IrPOLEHTPOBaHE HABYAHHS MIPU BUBUEHHI IPUPOO3HABUHX,
TEXHOJIOTIYHUX,  IMKEHEPHUX, MaTEeMaTUYHUX  JUCIHIUIIH (STEM)»,
nigrorosiaeHoi CapiHoro Pamini (Sarina Rapini) nns Lentpy [Jockonanocti B
Ocsgiti (Center for Excellence in Education) mudpoBa rpa BU3HAYa€EThCA «SIK
OyJp-siKa Tpa Ha KOHCOJI1, TOPTaTUBHOMY MPUCTPOi, CMAPT(HOH1 YU KOMIT FOTEDI,
BKJTIIOYaroun Opay3epHi irpm» (Rapini, 2012).

3ayBaXUMO, 110 TIOHSATTS «UU(poBa Tpa», «EIEKTPOHHA Tpay,
«KOMIT'IOTEpPHA Tpay», «BIIEOrpa», «aylio Tpa», «OH-JallH Tpay», «Opay3epHa
rpa», «MOOiIbHA Tpa» € THUIONOTIYHO CIOPiTHEHMMH. IX mMoexHye
TEXHOJIOTIYHUNA MIAXIJ 10 YTBOPEHHs BIAMOBIAHMX Ha3B. Ha mouatky XXI cr.
IHTEHCUBHE TMOIIMPEHHS UU(PPOBOI  E€IEKTPOHIKA 3yMOBWIO TMOSIBY 1
PO3MOBCIOJKEHHST KaTeropii «UuudpoBl 1rpu», 110 BXKUBAETHCA K CHHOHIM JI0
MOHATh «KOMIT' IOTEPHI 1rpH», «BIJICOITPHU» 3a yMOBHU, IO I JediHimi
BUKOPUCTOBYIOTBCS JJII OMHUCY 1rop, SKi BIOOYBAlOTBCA Ha MOHITOpax
KOMIT'foTepiB. [HII Bumu 1u@poBUX I1rop MOEIHYIOTH KOHCOJBHI, apKaiHi,
MOPTATUBHI €JIEKTPOHHI ITPH Ta ayai0 ITPH.

Cepen uudpoBux irop, IO 3acCTOCOBYIOThbCS mpu BuBueHHI STEM-
JUCLMILTIH, 0COOJIMBE MICII€ MOCIIal0Th €MICTEeMOJIOTIYHI, iITpU B OCHOBI1 SKHX
JexaTh CUMYJSLINHI mpouecu. Has3Ba «emicTeMoJorivyHi» MOXOAUTh  Bif
IPEIbKUX CIIIB «episteme» — «3HaHH"», «|l0g0S» — «BUYECHHM», OCKIIBKH Y ITUX
Irpax JOCHIJIKY€ETbCSI TIPOLIEC OBOJIOJIHHS 3HAHHSAMH, CTPYKTypa 3HaHb, iX
¢dyHkionyBaHHs 1 po3BuTok (Levasseur, 2012).

Cumynsiis — 1€ MOJIETIOBaHHS TPHPOIAHOTO SBHUINA, IO J03BOJISE
JWHAMIYHO Ta IHTEPAKTUBHO B3aEMOJISITH 3 TPEAMETOM JOCHIIKCHHS.
BukopuctanHs CUMyJSIIA € JOLUIBHMM 1 KOPUCHUM TpU BHBYEHHI
MPUPOJHUYHMX HAayK. [HTEpaKTHBHI XapaKTCPUCTHKU CUMYIISIIT JO3BOJISIOTH HE
IIPOCTO CIIOCTEpiraTd 3a IepediroM sBUINA, a W BINIMBATH HAa HBOTO,
ekcriepuMenTyBatu 3 Hum(Levassuer,2012).
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[HOMI HaNmamITyBaHHS €KCIEPUMEHTIB y (I3WYHIA peabHOCTI Kjacy s
BEJIMKOI1 KIJBKOCTI Y4HIB € HempakTH4HuM. [ludpoBa cuMymslilis NpUpOTHUX
SBUIIl YacCTO BHCTYIA€ KpallOl aJbTEPHATHBOIO NPU BHUBYEHHI MPUPOJHUX
nporeciB. [{udposi cumymsaiii oco0auBoO e(PEeKTHUBHI, SKIIO 3aCTOCOBYIOTHCS B
OH-JIAlH HABYAJIbHUX CEPENOBUIIAX.

[IpoBeneHi HAYKOBISIMH JOCHTIDKCHHS CTBEPIDKYIOTh, IO, SKINO YYHI
3aCBOIOIOTh HABYAJIbHUNA MaTtepiaj, BUKOPUCTOBYIOUM CHUMYJISAILII, TO Yy iXHIi
nam’siTi 30epiraetbes 90 % HaBuanbHOI 1HPOpMalii y nopiBHsHHI 3 10 %, sKIio
BOHHU 11 MPOYUTAIOTH, 1 50 %, SKIO MpU IIbOMY BUKOPUCTOBYETHCSI YHAOUHEHHS
(Levassuer,2012).

PisHOMaHITHI mpuKIaad UUQPOBUX CHUMYIALIA TOCTYNHI Ha CalTi
yHiBepcuteTy B wmtati Komnopamo (CHIA) B pe3ynbrari peanmizaulili MpOEKTY
PhET (New Sims — PhET Simulations, 2016). BaxxnuBum pe3yabTaToM MPOeKTy
CTAJIM HAYKOBO OOIPYHTOBaHI, I1HTEPAaKTUBHI CHUMYJALII, [0 MOXYTb
3aCTOCOBYBATHUCS MijJ 4Yac BHBYEHHS (i3UKH, O10JIOTii, XiMii, 3eMJIe3HABCTBA 1
MaTteMaTtuku. CUMYJSLis TJIaBydOCTl, HANPUKIAJ, TO3BOJSE YYHSIM BHUBYATH,
KO0 MIPOIO TYCTHHA, Maca, 00’€M 1 BUJ Marepiaiy, 3 SIKOTO BUTOTOBJICHHIA
00 €KT JOCIIKEHHS, BIUIMBAIOTh HA MOro IUJIABYYICTh. YUHI, HaJallTOBYIOUU
Claiiiepu, MOXYTh 3MIHIOBATHM BJIACTUBOCTI 00’€kTiB. Cumynsuii (pi3uyHUX
SBUIl Yy BIPTyaJlbHOMY HpOCTOpi NoAIOHAa [0 CHUMYJSALIl TOJIbOTY Ha
TpEHa)Kepax: HacOpaBiAl HIXTO HE JITa€, aje BIAUYTTA Takl, HIOUTO MOJMIIT
Bi/I0yBaBCHl.

[udposi irpu, mis SKUX TPYHTYETbCA Ha i€l TpeacTaBlieHHS abo
MOJICIIIOBAHHSI PEAIbHUX SIBUI, HA3UBAIOTHCS CHUMYJISIIAHUMH  Irpamu.
CumyndiiiiHa Tpa mMae J0AaTKOBI LI, TUM CaMUM JJIS Y4YHIB CTBOPIOIOTHCS
MO>KJIMBOCTI yCIiXy, HEBAAUl, OMIIil cpoOyBaTH Pi3HI UUISIXU ¥ pU3UKYBaTH. Y
IPaBIliB € BaplaHTU BUOOPY Ta PO3BUTKY KIJIBKOX CTpaTerii, HampuKiai, siK y
irpax «Cait BiickkoBuXx MuctenTB» (“World of Warcraft”), «Enoxa immepiit»,
(“Age of Empires”) ta «Ilusinizartis» (“Civilization”) (Levasseur, 2012) .

Mix nugpoBUMH CUMYJIISIISIMU IPUPOTHUX SBHUIL 1 ITUGPOBUMH ITPAMH €
MeBHI BIAMIHHOCTI. [lesiKi 3 CUMYIAMINHUX 1TOp MOXKYTh OyTH JTyKe MOII0HUMU
n0 [mUGPOBUX CHUMYJSIIIA 1 BOJHOYAC XapaKTEPU3YyBATUCA TEBHUMHU
BIIMIHHOCTAMH. ['OJIOBHAa BIAMIHHICTH TOJIITa€ B TOMy, IO IM(dpoBi
KOMEpIIHHI ITPH HE € TOYHUM BIIATBOPEHHSIM MPUPOJHOTO SBUILA, & MOXKYTh
BIIOOpaXkaTW TBOpUY IHTepHpeTanilo au3aitHepa. Hampuknan, y rpi
«ImBimizamisy 1CHYIOTh OOMEXEHHS ITPOBOTO CEpPEIOBHINA, IO HE Jal0Th
MoksmBocTi TouHO (Ha 100 %) monemtoBatu mpupoaHi sBuina. HaTtomicTs B
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€MICTEeMOJIOTIYHUX 1rpaX BUKOPUCTOBYIOTHCS CHUMYJIAIMII, SIKI BiATBOPIOIOTH
peasbHi IPOLEeCH Ta SBUILA 3 BUCOKUM CTYIEHEM JIOCTOBIPHOCTI.

Emicremosoriuai irpu — 11e 1HTEPAaKTUBHI CUMYJIALIL, 110 JOMOMAararoTh
TPaBISIM OBOJIOJITH 1HHOBAI[IMHUMH CHOCOOAMHU MHCIEHHS Ta TMOTY>KHUMH
Mi3HaBAJILHUMU 1HCTpyMeHTamMu 1udpoBoi epu. Ha cnpaBeninBe nepekoHaHHS
. lIaddepa (Shaffer, 2006), b. Tpimiara Ta Y. ®amena (Trilling & Fadel,
2009), SKIIIO IIKOJX XOYyTh MIArOTYBATH YUYHIB JI0 JKUTTSA B Cy4aCHOMY CBITI, TO
MeJIarorTd MaroTh 3PO3YMITH, 110 B HU(PPOBOMY COILIIYMI OCOOJIMBO I[IHHUMH €
TBOpYl yMiHHA. EmicTeMosioriyHi irpu BIJANOBIJIAIOTh CYYaCHUM HaBYaJbHUM
BUMOTaM TOMY, 110 YYHI OTPUMYIOTh MOJIMBICTh BUKOHYBATH Pi3HI IpodeciiiHi
poni Mg Yac OBOJOJIHHS 3HAHHSAMU Ta YMIHHAMHA B XOJl IMi3HABAJIbHOI
TISUTBHOCTI.

EnicreMonoriyni irpu CTBOPIOIOTHCS HA OCHOBI €MICTEMOJIOTITYHUX PaMOK
CTaHJApTIB, 110 MICTITh 3HAHHSA, YMIHHS, I[IHHOCTI, SIKI YTBOPIOIOTH TBOpPYE
A7Ip0o, HA OCHOBI SIKOTO (DYHKIIOHYIOTH KpeaTuBHI mpodecionanu. JleBia
laddep (Shaffer, 2006) Bu3Haua€e emicTeMONIOTIYHY paMKy K KOH(DIrypailito,
0 CHUHEPreTMYHO Toe€nHye TMpodeciiiHi 3HAHHS Ta YMIHHS Ha OCHOBI
IHTErpaTUBHOI ~TEOpli HABYAHHS, fAKa PO3KPHBAE MUISAXH  OBOJOJIHHS
BIIMOBIJHUMHU KOMIIETEHTHOCTSIMM, KOTpPI € OCOOJMBO 3HAUYIIUMU IS
HaBYAJIbHOT CmibHOTH. OCKUIBKH pO3B’SI3aHHSA Cy4YaCHUX 3a/lad BUMAarae
TBOPYOT'O MHCJICHHS 1 OBOJIOAIHHS HOBUMHU 3HAHHSMH, IO BUXOMATH 32 PAMKH
CTaHJapTiB, TpodecioHalld HaBYAIOTHCS 30aradyBaTH CBOI €MICTEMOJIOTIYHI
KOMIIETEHTHOCTI Crmoco0amu, IO JyXe€ BIJIPI3HIIOTHCA BIJ TPaAUIIHHUX
HaBYAJIbHUX TIJIXOJIB, $KI BHUKOPHUCTOBYIOTHCS B aMEPUKAHCBKHX IITKOJIaX
(Wagner, 2010). Bukopucranas 1mudpoBHX €IMiCTEMOJIOTIYHUX Irop JT03BOJISE
CIpsIMyBaTH HaBYAJIBLHUN TPOIEC HA OBOJIOJIHHS YYHSMH XUTTEBO BaKIMBHM
npodeCiftHUMU KOMIETEHTHOCTSIAMM.

Xoya enicTeMOJIOriYH1 IrpU MOXKYTh OYTH I[IKABUMHU W 3aXOTUIIOIOYUMH,
iXHsI peayibHa IIHHICTh TOJIATAE Y CTBOPEHHI YMOB /I HAOYTTS yUYHSIMH JTOCBITY
y cdepax, SKMMH BOHM MiKaBJsAThes. [lin wac irop, 3a cnoBamu /l. llladdepa
(Shaffer, 2006), yuHi 1if0Th TBOPYO, BIIKPUTO Ta CIIBIPALIOIOTh 3 IHIIIMMH, a HE
BUKOHYIOTH T€ > camMeé Yy MOBYa3HUH, OAHOOCIOHMH cmocid, $K mpu
TpaJMILIIITHOMY HaBYaHHI. YYHI yHpPaBISIIOTh BIpTyaJdbHUMHU CBITaMH, MpO SKi
BOHU XOUYTh JI3HATHUCS 1 3pO3YMITH MpPaBWJIa MOBEAIHKH, IO B HUX JIIOTh, Ta
K1 HACJIIKU BUHUKIOTh y pPE3yJbTaTl IPUUHATTS TOTO, YU THIIOTO PILIIECHHS.

OxapakTepu3yeMoO  3MICT  €MICTEeMOJIOTIYHUX  IrOp,  TMO3UTHUBHUUN
NeJaroriyHnii  BIUIMB sAKUX Ha edekTtuBHICTE STEM-ocBiTH, M0BEIEHO Yy
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nocmimkennsax 1. [lladgepa (Shaffer, 2006). V¥V rpi «IIpoekr Ilanmopu»
(“Pandora Project”) yu4Hi CcTaloTh AKTUBHUMH YyYaCHHKAMH II€PErOBOPIB,
BUPILIYIOYN CIIPABXHIO MEIUYHO-€THYHY MPOOJIEMY: MOKJIMBICTh INEpPECaIKH
OprafiB BiJ TBapuH [0 JOAed. Y XoJl TpU BOHM BHUBYAIOTH O10JOTIIO,
MIXKHapO/IHI BiHOCHHHM Ta nocepeauuito (Pandora Project-GAPS, 2016).

I'pa «Csit Emepa» (“Escher’s World”), meperBoproe yd4HIB cepenHix
KJIaciB Ha XYJOKHHKIB-TpaikiB, sIKI CTBOPIOIOTH €KCIOHATH MaTEMaTHYHOTO
muctenrBa y crwi M. K. Emepa (mancekoro  xynoxkHuka). Koxhe
MU3aiiHEpChKE 3aBJaHHS MOYMHAETHCA 3 BU3HAUEHHS LUl AW3aiiHYy, 1 Yy4HI
BUaThCcs MOJIOHO mpodeciiHuM  au3aiiHepaM  BUpPINIyBAaTH  aHAJOT14HI
npobiemu. Hampuknaza, 3aBHaHHSM Ha OJHOMY 3 TNOYaTKOBUX €TalliB TpU €
CTBOPEHHSI MPSMOJIIHIMHOIO AW3aliHy 3 BUKOPUCTAHHAM JIMIIE€ KPUBUX JIHIM.
['pa BigOyBaeTbcs y BIPTYyallbHIM CTyaAll apXITEKTypHOIO MUCTENTBA, IO
JIOTIOMAra€e y4HsiM HaBUUTHUCS CHOPUMMATH F€OMETPII0 Ta rpadiky, sSK BaKIJIMBI
3acobu npodecirinoro auzaitny (Escher’s World | GAPS, 2016).

Y 1pi «KypHamicrcpka Mepexa» (“Journalism.net”) rpaBmi cTarTh
penoprepaMu, SKi [paliolOTh Ha OHJaiH-KypHan. CHUIKYIOUUCh 13
npodeciiHuMu KypHajicTamMu Ta Oepydd IHTEPB’IO Yy JIAEpiB TpOMaj, Y4HI
JI3HAKOTHCA PO T€, SIK CTBOPIOIOTHCS HOBUHU Ta YCBIIOMIIIOIOTh BAKIIUBICTD iX
BIUTMBY Ha rpoMajchKicTh (Journalism.net | GAPS,2016).

I'patoun B tpy «udposuii 3oomapk» (“Digital Z00”), y4ni craroTh
imKeHepaMu-0ioMexaHikaMd  Ta  BHKOpHCTOBytoTh  SodaConstructor  —
BIpTyasbHe HaBUaJIbHE CEPEIOBUIIIE JIIsI MOJEIIOBAHHS, PO3PO0OIEeHE KOMITaHIEO
Soda Creative. L{s rpa m03BosiE CTBOPIOBATH BIPTYyajbHY ICTOTY 32 BIACHUM
JM3aiiHOM, a TIOTIM Y BipTyaJlbHOMY MPOCTOPI €KCIIEPUMEHTYBATH, SIK LISl 1CTOTa
Oyzne (pyHKIIOHYBaTH i AI€I0 CUJI rpaBiTallli, TEPTSA Ta NPYKHOCTI M’ s31B. s
TOro, OO0 CTBOPEHI YYHSMHU ICTOTH, MOIJIA MPOTYIIOBATHUCS BIPTyaJIbHUM
CBITOM, YYHI MAalOTh 3aCBOITM KUIbKa (YHIAAMEHTAIbHUX (I3UYHUX Ta
IHKEHEPHUX TOHATH: IEHTP Mac Ta mepexpecHe KpiruieHHs. Ilicnst toro, sik
YUYHI-TpaBIll 3aCBOiJM OCHOBHI TIOHSTTS, BOHM TMOYMHAIOTh (HOPMYBATH CBiii
MPOEKT 3a eTalamu, SIKUX JOTPUMYIOThCS 1HXEHEPH-O10MEXaHIKU: TMPOIIeC
IPOEKTYBaHHS, po3poOKa [W3aiiHy, CTBOPEHHS ICTOTH W TECTYBaHHS
aNbTEPHATUBHUX CHOCO01B. I'paBli 3ycTpIyaloThCs 3 BIPTyalbHUMHU KIIEHTAMU
Ta IHXKEHepaMHU-EKCIIEpPTaMU, TMPEACTaBISAIOTh CBOIO pOOOTY, PO3BUBAIOYU
peanbHi npodeciiiHi HABUYKH, Ta BUBYAIOYM MPUPOJO3HABCTBO, MATEMATHUKY,
¢izuky Ta Texnosorii (Digital Zoo | GAPS, 2016).

105



3acobu HasYaslbHOI ma Haykoeo-docsliOHoi pobomu, 2017, eun. 49

VY rpi «Ypbanictnuna Hayka» (“Urban Science”) yuni 0epyTh y4acThb y
BIpTyaJbHIM MpodeciiiHid MpaKTUIll MICBKOTO IIJIJaHYBaHHS 1 HaBYAKOTHCS
€KOJIOTIYHO MUCIHUTH. BOHU mMpaiiooTh B rpynax Jjs BUPIMICHHS MICBKUX
npobiieM 3a gomomororo iPlan — iHcTpymeHTy reoiHpopMaIiifHOi cHucTeMu
(T'IC), sxuit momomarae iM pO3pOOMTH KOMIUIEKCHUH TUIAH JJIsi TTOKPAIICHHS
yMOB XHTTs1 Micbkoi rpomasu (Urban Science | GAPS, 2016).

I'pa «3emenbHa Hayka» (“Land Science”) posmmproe Mexi TpH
«YpbanictuyHa Hayka». ¥ rpi «3eMenbHa HayKay IpaBIll CTalOTh CTaKEpaMH B
oici BipTyaapHOI MICBKOI Ta perioHaabHOI JorictuuHoi ¢ipmu  “Land
Management Associates”. I'paBii 3BaXXylOThb MOXJIHMBOCTI  IPHHHATTS
KOMIIPOMICHUX pIIIEHb 1100 BUKOPUCTAHHS 3€MENb Yy €KOJIOTIYHO UyTIUBUX
00JacTsX, B3AEMOJIIOTh 3 BIPTyaJIbHMMH 3al[IKaBICHUMH CTOPOHAMH Ta
BUKOpPUCTOBYIOTh 1Plan — cnemiasibHO cTBOpeHYy reorpadiuny iHdopmaiiiny
CUCTEMY Ji1 PO3POOKH IUJIaHIB BUKOPUCTAHHS 3€MEb MJi1 MICIICBUX Ta
HarionanbHuX 00’ekTiB (Land Science | GAPS, 2016).

VY 1pi «Hedporeke» (“Nephrotex™) rpaBiiiB npuiiMaroTh SIK HOBAuYKiB JI0
BipTyasibHOT KoMmaHil “Nefrotex”, 0CHOBHOO TEXHOJIOTIEIO AKOT € BUPOOHHUIITBO
ynbTpaduibTpaniiiHoro OJoky abo giamizaropa TeMoJialli3ylouoi MaIlluHu.
3aBaaHHs TPaBIiB MOJISITae B po3poOLl JianizaTtopa HAaCTYIHOI FeHeparllii, SSKUid
MOEIHYE BYTJIEUEBl HAHOTPYOKH Ta XIMiYHI IMOBEPXHEBO-aKTHUBHI PEYOBUHU Y
MOPOKHUCTI BOJIOKHA J1ai3HOTO 0JI0KY. OCKUIBKU AU3aiH € PyHAaMEHTaIbHOIO
JUCIUIUIIHOIO I 1HXKEHEpiB, y TIpl yBara 3ocepekeHa Ha (opmyBaHHI
nu3aiHepchkux imkeHepHux ymiab (Nephrotex | GAPS, 2016).

JI. Hladdep, mmpoko BIIOMIA cepea aMEepUKaHCBKOI TpOMaiChKOCTI
KHM31 «SK KOMII IOTEpHI ITPU JOMOMAraroTh AITSIM YYUTUCS» HArojollye, 1o
TpajaMiliiiHa OCBITHA MapaJurMa rotye y4HiB >KUTH Y CTaHJAApTU30BAHOMY CBITI,
TOAl SK HACIpaBll cy4yacHa pEalbHICTh CTaBUTh HA BHU3HAYAJbHE MICIE
He3aJekHe MuciieHHs 1 TBopuicTh (Shaffer, 2006). Yuenuii nmepexoHaHHH, 110
HaWKpaluM [UISIXOM PO3BUTKY 1HHOBAIIMHOTO MHCIIEHHS B Y4YHIB € U(POBI
€MICTEMOJIOTIYHI 1TpU, [0 CTBOPEHI CHEIliadbHO JIJIi HaBYaHHS JTyMaTtu
IHHOBAIIIHHUM CITOCOOOM B ernoxy riodanpHol ekonomiku (Shaffer, 2006).

BucHOBKH Ta nepcrneKTHBHU MOJAJBIIUX PO3BiIOK Yy JaHOMY HANPSIMI.
Buxopucranns uudpoBux irop y mpakTulll aMepUKaHChKOI KON CIIPSMOBAHE
Ha (opmyBaHHs B yuHIB kKomnereHTHocte XXI cromitra. Came upomMy
3aBJAHHIO MIJAMNOPSAKOBAHI 3aXO0JM aMEpPUKAHCBKOTO YpsiAy Yy cdepl OCBITH.
Cepen pi3HOMaHITTI UHMQPPOBUX Irop OCOOJMBHI 1HTEPEC CTaHOBIIATH
€MICTEMOJIOTIYHI ITPH, SKI CTUMYJIOIOTh B Y4YHIB MOTHBAIIIO JO BUBYCHHS
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NPUPOAO3HABYMX, MATEMAaTUYHUX, I1HKEHEPHO-TEXHOJOTIYHUX, TaK 3BaHUX
STEM-gucuumutia.  EmicTeMosioriyHi  irpd  J1alOTh  MOXKIJIMBICTh  YUHSM
MPaKTUYHO JOCIIJKYBaTH TMPOIEC PO3B’S3aHHS peajbHUX MpolieM, IO
nepenbavae GopMyBaHHS yMiHb peasli3yBaTH TOCIIJOBHI €TamiB HAyKOBOTO
MOIIYKY, B OCHOBI $IKOTO JIKWTH IHTErpallis 3HaHb PI3HUX AUCIMIUIIH Ta
3IaTHICTH O CIIBOpAIi 3 1HIIUMH JIOAbMU. TaKUM YHUHOM, €IiCTEMOJIOTIUHI
Irpy  CTBOPIOIOTH I1HHOBAIlIfHE HaBYaJIbHE CEPENIOBHINE, B SIKOMY Y4HI
HaOyBalOTh JOCBiA MNpodeciiHOl MOBEMIHKM IiJ Yac 3HAXO/DKCHHS NUISXIiB
BUKOHAHHS  3aBJlaHb  MPUPOJHUYO-MATEMATHUYHOTO  Ta  1H)KEHEpPHO-
TEXHOJIOTTYHOTO XapaKTepy.

3apyOikHI HAyKOBIIl TPAKTYIOTh BHKOPHUCTAHHS €I1CTEMOJIOTIYHUX 1rop
K HOBY NapajurMy HaBuaHHs. [lokiaBIIM B OCHOBY €MICTEMOJIOTIYHHUX 1rop
BIJITBOPEHHSI CTpATerii 1 METOAIB, SKMMH (haxiBll HAOyBarOTh MNpodeciiHMit
JTIOCBIJI, MO’KHAa CTBOPUTHU ITU(PPOBE ITPOLICHTPOBAHE OCBITHE CEPEOBUIIIE, SIKE €
aNbTEPHATUBHUM J0 TPATUIIIMHOT OpraHi3allli CHCTEMH OCBITH.

[IpoBenenuit anami3 3apyOiKHOTO JOCBIAY MOKa3aB Take: MO-TEpIe, 1110
TpaHchopMaIlitHUM e(pEeKTOM HOBUX TEXHOJIOTIM € Te, M0 BOHU MOXYTh
BUKOPUCTOBYBATHUCS JIJISl CTBOPEHHS €MICTEMOJIOTIYHUX 1M0p; MO-Apyre, Mo Taki
Irpy MOXyTh OyTH po3poOJeHI Ha OCHOBI aHami3y mpouecy (popMyBaHHSA
KOMIIETEHTHOCTEH TBOpYMX TNpo(decioHaniB; MO-TPETE, IO CTBOPEHHS
e(EeKTUBHUX EMICTEMOJIOTIYHUX 1IrOp € CKJIaJHUM 3aBAaHHSAM, a TBOPII
€MICTEMOJIOTTYHHUX 1rop, SKI MOJENIOIOTH Pi3HI MpodeciiiHi MPaKTUKH, MAIOTh
BOJIOJIITU HAYKOBOIO 1HTYIllI€}0, MaWCTEPHICTIO JIOCBIAYEHOTO BYMTEISA Ta
JIOCBI1JIOM KBaJIi(hiKOBAaHOTO pO3POOHHKA 1TOP.

[udposi enicTeMoNOriyHi irpd JAlOTh MEJaroraM 1 y4HSIM MOKJIUBICTb
BUWTH 32 MEXI OKPEeMHUX [WCIUIUTIH, CTBOPIOIOTH YMOBH [Jisi HAaBYaHHS Ha
OCHOBI Y4acTl B @yTECHTUYHUX CUMYJISLISAX [IHHUX pe(PIICKCUBHUX IPAKTUK, TUM
CaMHM BHCTYNAlOYM HOBOIO MOJICJUTI0O HABYaHHS B €MOXY JApaMaTHYHUX
COLIaJIbHUX Ta EKOHOMIYHUX IE€PETBOPEHb, LI0 BHHUKAIOTh 32 PaXyHOK
rJ1I00aJIBHOTO CTPIMKOTO MOITUPEHHSI HOBUX TEXHOJIOT1H.

Jlns  BITYM3HSHOI OCBITM aMEPHKAHCHKMM  JIOCBIJI BUKOPHCTAHHS
uppoBux irop mpu BuBYeHHI STEM-IucHUIUIIH CTAaHOBUTH TEOPETHUYHUM 1
npakTUyHui 1HTepec. [loganbiuioro nociiKeHHs NoTpedye BUBUEHHS JTOCBIY
BUKOPUCTaHHA LHU(PPOBUX IrOp NMpU BUBYEHHI MUCTEIILKUX JAUCIIMILIIH.
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