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THTETPAIISI IHTEPAKTUBHUX METO/IB B OCBITHIA IIPOLOEC AJIsA
BIOJIOI'TYHUX OCBITHIX KOMIIOHEHTIB 3A YMOB OHJIAMH-HABYAHH31
Y ®PAPMALHEBTUYHHUX 3AKJTAJAX BUIIOI OCBITH

I. B. Cenwok, B. M. KpaBuenko, O. B. I'onuapos, JI. B. I'any3sincbka, O. Il. MaTBiiiuyk

The aim of the study was to analyze literature sources on the integration of interactive methods into online
teaching of biological educational components in pharmaceutical higher education institutions. Determine the
effectiveness of interactive methods and offer relevant recommendations for their implementation in higher edu-
cation institutions.

An analysis of popular interactive methods, such as virtual laboratories, gamification, virtual and augmented
reality (VR/AR) technologies, interactive videos and simulations, was conducted using publications in the inter-
national scientometric databases PubMed, Scopus, Google Scholar and Web of Science.

According to an analysis of literary sources, it has been confirmed that the introduction of modern interactive
methods increases the motivation of higher education seekers by up to 50 %, improves the mastery of education-
al material by up to 40 % and improves the development of practical skills. The obstacles to the integration of
modern interactive methods are technical barriers, insufficient training of scientific and pedagogical staff, and
limited access of higher education students to the relevant technologies.

The integration of interactive methods into the educational process for biological educational components in the
context of online learning is a necessary condition for improving the quality of pharmaceutical education. The
analysis of selected literature sources has shown that the introduction of modern interactive methods increases
students' interest in mastering educational components and improves educational outcomes.

The study also resulted in the formation of recommendations for pharmaceutical higher education institutions in
Ukraine, which are adapted for the implementation of popular and accessible platforms such as Labster, Ka-
hoot, Moodle, and 3D Organon in the organisation of the educational process
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1. Beryn

CyuacHa cucTeMa BUIIOI (hapMaeBTHYHOI OCBITH
nepedyBae y craHi 1udpoBoi TpaHcopmallii, K HACITI-
JIOK BUKJIMKIB, crippanHeHnX manaemiero COVID-19, sika
y CBOIO uepry INpHcKopmia 3MiHy Qopmary 3100yTTs
OCBITH Ha 10 OHJalH-HaB4YaHHs. Taki 01070T14HI OCBITHI
KOMIIOHEHTH, SIK MiKpobionoris, aHaToMist Ta (iziomoris
JIIOJIMHM, OioJIoTiuHA XiMist ()OPMYIOTH OCHOBY Y IIJrO-
TOBLI (haxiBIiB GapMallii, OCKIIbKK BOHH CHPSIMOBaHI Ha
6a30Be ONMaHyBaHHS 0iOJIOTIYHMX MPOIECiB, MEXaHI3MiB
nii papManeBTHUHMX IpenapariB Ta iX BIUIMBY Ha opra-
HI3M JIFOIUHH.

Tpaguniiini MeToan B OHJAWH-GOpPMATi MOXYTbH
MIPU3BOJINTH JI0 3MEHINECHHS 3alliKaBIEHOCTi 3100yBaviB
BHIIOI OcBiTH (mami — 3100yBadi), MOTHBALIi Ta BIICYT-
HOCTI OTpPHMaHHS HAJIEKHHX MPAKTUYHUX HABHYOK,
OCKUTBKH O10JIOTiYHI OCBITHI KOMIIOHEHTH BHMAararoTh
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Bi3yalmi3amlilo CKIaTHUX OIONOTIYHHX MPOIIECiB, MpPOBE-
JICHHSI J1a0OpaTOPHUX 3aHATh Ta aKTUBHOI Ta pe3yybTa-
THUBHOI KoJjoOopamii MiDX BHKIagaueM 1 3700yBayeM.
IHTepakTHBHI METOM 3100YTTS OCBITH peani3yloTh Mij-
XO0IH, SIKi 3a0e3MedyoTh aKTUBHY y4acTh 37100yBadiB y
IpoIieci OTPIMAaHHS 3HaHb 4Yepe3 CIINKYBaHHSI, CUMYJISI-
Iii, irpoBi KOMIIOHCHTH TOIIO. BOHM IPYHTYIOTHCS
Ha KoHuenmii parmionanisamy Piaget, J. (1954) Ta
Vygotsky L. S. (1978).

®dapmaneBTHUHI 3aKjagy BHIIOI OCBITH CTHKa-
I0ThCS 3 BIJICYTHICTIO HaJEXHOI IHTEPaKTHBHOCTI, OCKi-
JIBKY 3700yBadi MalOTh ONAHyBaTH HE TUIBKU TEOPIilo, a i
peanizyBary ii Ha MPaKTHII.

Jlo mpuxiany, ycBiZOMIIIOBaTH MiKpoOiosoriuHi
MPOIIeCH ISl KOHTPOJIIO SIKOCTi JIKAapChKHUX IIperapariB
a60 (izioNoTiYHI MEXaHi3MH IS PO3yMiHHS (apMmaxo-
JMUHAMIYHHX MPOLECIB.
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2. JlitepaTypHuii orJisi

AKTyanbHICTh TEMH ITiITBEPIKY€EThCSA OaratbMa
OCTIDKCHHAMH. 3 JITepaTypHUX JHKEpPEN HOBEACHO, IO
TpamulliifHe OHJIAIH-HABYAHHS 3a BIIICYTHOCTI IHTEpakK-
TUBHHMX METOJIB MPU3BOJUTH 10 3HIKEHHS ONAHyBaHHS
HaBuyanbHOTO Marepiaxy Ha 30-50% [1]. Y dapmanes-
TUYHUX 3aKiajax BHUIIOI OCBITH OpraHi3ali€lo HaBYa-
JBFHOTO TIPOILIECY periiaMeHTOBaHI OiOJOTiYHI OCBITHI
KOMIIOHEHTH 3 u4acTkow 20-30%, ame B OHIIAMH-
¢dopmari 3100yBaui MarTh npobieMu y HaOyTTI 1a0o-
patopuux HaBuuok [2]. Ilamgemis COVID-19 crana
KaTaJi3aTopoM IIOJ0 MEPeXoay A0 OHJIAHH-HABYaHHS,
OCKUIBKH c(HOpPMYBAJIMCh MEPEUIKOIU 100 HaJeKHOT
MOTHUBAIi] Ta BIICYTHOCTI MPAaKTUYHUX (HOpPM 3000yTTS
ocBita [3]. B Vkpaini, 30xkpema y HamionamsHoMmy ¢a-
PMaIeBTUYHOMY YHIBEPCHUTETI Ta 3amopi3pkoMy Jep-
KaBHOMY MeIHUKO-(apMalleBTHYHOMY YHIBEPCHUTETI,
3aIpOBaKCHHS IHTEPaKTUBHUX METOJIB IO OCBITHBOTO
IIPOIIECy CTAJO0 MUTAHHSAM BIDKUBAHHS Ta HEOOXiTHICTIO
30epexeHHs SIKOCTI y HaJlaHHi OCBIiTHIX mociyr. Ilepe-
XiZx 10 OHNaiH-HaBYaHHS IPOJEMOHCTPYBaB Iependa-
YyBaHHUH JAHIIOT IPOOJIEM, TAKHX SIK 3HIDKCHHS 3alliKa-
BJICHOCTI 37100yBaviB yepe3 iHEPTHUH XapaKTep 3aHsATh,
BiJICYTHICTh NMPaKTUYHHUX 3aHATH Yy JaOOpaTOpHUX ay-
IUTOPIAX, TPYAHOIII B YHAOUHEHHI 0i0JIOTIYHUX MpOIIe-
CiB (HampHKIang, MiTo3, Meiio3 abo OiocHHTE3 HpOoTei-
HiB). BrpoBajkeHHs IHTEpPaKTUBHHX METOIIB J03BO-
JSIOTH BUPIIINATH 3a3HA4YCHI TPYIHOIII, SKi CIPSIMOBaHI
1o TpaHchopmanii MacUBHOTO CIPUHHATTS HaBYAIbHO-
ro MaTepiany Ha aKTUBHUH OCBITHIH mponec. [HTepak-
THBHI METOAM BKIIOYAIOTh BIpTyalmbHI JabopaTopii
(MomenroBaHHS JOCHINIB), TeimMidikamito (irposi emne-
MEHTH JUIsl 3alliKaBJIEHOCTI Ta MOTHBalii), Po3poOKH
BipTyanmpHOi Ta gomoBHeHOi peambHOcTi (VR/AR mns
3D-Bi3yamizamii), iHTepaKTUBHI BiJle0 Ta CHUMYJIALIi. Y
010JIOTIYHHMX OCBITHIX KOMIIOHEHTIB caMme Taki iHTepak-
THBHI MiAXO0IU HAIAIOTh 3MOTY 3700yBadaM BipTyalbHO
MIPOBOJIUTH AOCIIIH, IO 3HAUYIIE JUI OTPUMAaHHS SKi-
cHOT1 (hapManeBTUYHOI OCBITH. Y CBITOBIM MpPaKTHII
BIPOBA/KCHHSI IHTEPAKTHBHUX METOMIB B OCBITHIH
mporec BiOYBA€TbCS 3 BUKOPHCTAaHHAM IUIATHOPMHU
Labster. 3a3HaueHuii MeTO] BIPOBAKEHO Yy IIOHA]
2000 3akiazax BUIIOI OCBITH Ta JEMOHCTPYE 3POCTAaHHSI
OTaHyBaHHS OCBITHIX KOMIOHEHTIB Ha 10 50% (Labster
studies, 2022). YV ¢dapmaneBTHYHIX 3aKIajax BHIIOL
ocsitn CUIA Ta €Bponu /st BUBYSHHS aHaTOMii, (i3i-
osorii Ta (apmakoJiorii aKTHBHO BHKOPHCTOBYIOTbH
Mmeton BipryansHoi peanbHOocTi (URI  College of
Pharmacy VR program, 2023). B Vkpaini BopoBamKeH-
HSI TAKUX OCBITHIX MiAXOMiB 0OMEXeHe 3a MPUUNHHU TeX-
HIYHUX Ta (IHAHCOBHX TEPElIKOA. AJle MOXIIHMBICTH
BHUKOPHCTAHHS IHTEPAKTHBHUX METOIB € BHCOKOIO, OCO-
6muBo y HamioHamsHOMY (hapMarieBTHYHOMY yHiBEpPCH-
TETi, SIKKHA Ma€ BIacHy IM(POBY CUCTEMY AUCTAHIIIHHOTO
HaB4yaHHs Pharmel na murardopmi Moodle.

3. Mera Ta 3aBIaHHA AOCTiIKeHHS

MeTta poOOTH — MPOBECTH OTJISIOBUI aHAII3 1HTE-
rparmii iHTepakKTHBHAX METOIIB B OHJIAliH-HABYaHHS 0io-
JOTIYHUX OCBITHIX KOMIIOHEHTIB Y (papMaleBTUUHHX
3aKJIaax BUINOI OCBiTH. BusHaunmTtH eeKTHBHICTH IO-
MyJIPHUX {HTEPaKTHBHUX METOMIB, 3TiIHO aHAJI3Y JITe-
paTypHUX JKEpesl Ta HAJaTH MPAaKTUYHI PECKOMEHAAIii
IIO0 BIPOBAPKEHHS iX B OCBITHIH Ipo1IeC.

Jns mocsrHEHHS MeTH OyJIM TIOCTaBIIeHI Taki 3a-
BIAHHS:

1. [IpoBeneHHs aHaNi3y NOCTYIHHUX IHTEPaKTHB-
HMX METOMIB IS OI0JOTIYHHMX OCBITHIX KOMIIOHEHTIB,
SIKI BUKJTAAFOThCs (papMaleBTHUHUMH 3aKJIaJ[aMH BHIIO1
OCBITH.

2. OmiHnTH e(eKTUBHICTh IHTEPaKTUBHUX METO-
JIiB 32 TAaHMMH JTITEPaTyPHHUX JHKEPEIL.

3. BusiBUTH BHKJIMKMA Ta TEPCICKTUBU BIPOBa-
JOUKCHHS IHTEPaKTHBHHUX METOIIB B OCBITHIH MpoIiec
3aKJIalaMH BHUIIOI (hapMarieBTHIHOT OCBITH YKpaiHi.

4. ChopmyBaTi pekoMeHalii Ta Mporno3umii mo-
JI0 BIPOBAKCHHS 1HTEPAaKTHBHUX METOMIB s (apma-
HEBTHYHUX 3aKJIaJiB BHUIIOI OCBITH YKpaiHH, OCOOIUBO
JUTSE 3aKJIaiB 3 0OMEKEHUM OI0KETOM.

4. MaTepiajin Ta MeTOIH TOCTiKeHHS

Oris0Bi AOCIIIKEHHS TPOBEJICHO Yepe3 MOIIYK
Ta aHaJli3 IaHUX Y MDKHAPOIHUX HAYKOMETPUUHHX 0a3ax
Web of Science, PubMed, Scopus ta Google Scholar 3a
nepiox 3 2015 mo 2025 pik. i momryky BHKOPHCTaHI
TaKi KJIFOYOBI CJIOBA, SIK IHTEPAKTHBHI METOJH, OHJIANH-
HaBYaHH:, OIOJIOTIYHI OCBITHI KOMIIOHEHTH, (apMarieB-
THYHA OCBiTa, BIpTyalbHi Jlaboparopii, redmidikarrisi,
VR/AR-TexHoOrii, MOTHBAI[is 3700yBa4iB BHUIIOI OCBi-
TH.

I3 3amydeHHsM mTydHOTO iHTENeKTy (Momens 11
Grok 4) orpumano 1245 3ammciB 3 6a3 ganux. ITicis
BUAJICHHS AyOJIiKaTIB 3amuimiocs 892 yHIKaIbHI Ke-
pena. Ha eramni ckpuHIHTY 3a 3aroJOBKaMu Ta aHOTALlis-
MU BUKJIIOUEHO 712 mKepen yepe3 HEeBiAMOBIHICTh TeMi
(BincyTHicTh (OKyCy Ha O10JIOTIYHHMX AMCIMILTIHAX abo
OHJIaifH-HaBuaHHi). [IOBHUI TEKCT MPOAHANI30BaHO IS
180 mxepen. 3 HuUX BHKIOYCHO 122 yepe3 KpuTepil:
HeeMIipuyHi JaHi (oryisau 0e3 opuriHaJbHUX pe3yJibTa-
TiB), myOmikamii 7o 2015 poky abo BiICYTHICTh PELEH3Y-
BaHHA. B pesymbrati Binbopy LI Oymo Bm3HaueHo 59
mkepen. Ilicns meperssimy aBropamu BiaxwieHi 6 Ta
o0paHo 53 mxepena A MOAANbINOI peaizarii MEeTH Ta
3aBJIaHb JOCITIKeHHS (Tabm. 1).

Jlo amami3y BKJIIOYEHi perieH30BaHi myOmikamii y
KOHTEKCTI iHTerpamii iHTepakTHMBHHX METOJIB, BIIPOBa-
JDKEHHUX 10 BUKJIaJaHHs O10J0T1YHUX OCBITHIX KOMIIOHE-
HTIB B OHJaWH-(popMari. AHaii3 6a3yBaBca Ha BU3HAYEHI
SKICHOT'O TIOKa3HUKa JaHUX 3 €(PEeKTUBHOCTI METOIB, SKi
BKJIIOYaJI MOTHBALiO 3700yBauiB, OIaHyBaHHS MaTepi-
aJy Ta PO3BUTOK NMPAKTUYHMX HABHUYOK.
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Tabmuus 1

XapaKTepI/ICTI/IKa BKJIOUCHUX JIZKEPEJI

KinbkicTh 3100yBaviB / N EdexTuBHICTH
Ne IHTepaKTUBHUIA METO . . 0
JOKEpETo (MoTHBais / onaHyBaHHs / IPaKTUYHI HABHYKH),%
1 450 [1] BipryanbHi 1abopatopii + 35% omanyBanns, + 30% MoTHBarii
2 300 [2] [eiimidikarris + 45% motuBaiiii, + 25% onanyBaHHs
3 200 [3] VR/AR-texHomO0TIi + 50% po3yminns, + 60% npakTHYHUX HABUYOK
4 500 [4] BipryanbHi 1abopatopii + 40% npakTUYHUX HABUYOK
5 —[5] [HTepaKTHBHI BiJie0 + 40% onanyBaHHsI
6 250 [6] Iefimidikaris + 42% moTuBanii
7 —[7] VR/AR B ocBiTi + 55% akTuBHOCTI
8 105 [8] BiprtyasbHi 1adboparopii + 38% omnanyBaHHsI
9 380 [9] Iefimidikaris + 48% moTuBaLii
10 150 [10] [HTEepaKTHBHI CUMYJIALIi + 30% TpakTHIHUX HABUYOK
11 200 [11] VR + 60% Bi3yaJbHOTO PO3YMIHHS
12 —-[12] [eiimidikarris + 35% edekruBHOCTI
13 120 [13] AR + 45% onaHyBaHHsI
14 300 [14] BipryansHi 1abopatopii + 32% MoTHBarii
15 400 [15] 3araipHi iHTEpaKTUBHI METOIN + 28% onaHyBaHHA
16 250 [16] Ieiimidikarris + 50% aKTUBHOCTI
17 180 [17] AR + 55% npakTHYHUX HABUIOK
18 220 [18] BipTyanbHi 1aboparopii + 40% po3yMiHHS
19 —[19] Ieiimidikarris + 38% MoTHBarii
20 150 [20] VR + 65% Bizyamizamii
21 300 [21] IHTEepaKTHBHI BiJI€O + 35% onaHyBaHHS
22 280 [22] [etimidikaris + 42% moTHBarii
23 100 [23] VR cumymsmii + 70% TpakTHYHUX HaBUYOK
24 —[24] BipryanbHi 1abopatopii + 30% edheKTUBHOCTI
25 350 [25] [etimidikaris + 48% axTHUBHOCTI
26 200 [26] IHTepakTUBHI irpu + 40% MoTHBarii
27 180 [27] AR + 52% onaHyBaHHA
28 250 [28] I"efimidikarris + 45% edekrtuBHOCTI
29 120 [29] VR + 60% po3yMiHHS
30 300 [30] [HTEepaKTHBHI CUMYJIALI| + 38% mpakTUYHUX HAaBUYOK
31 —[31] VR/AR + 55% moTuBarii
32 200 [32] VR + 50% omnaHyBaHHsI
33 400 [33] [etimidikaris + 40% moTHBarii
34 350 [34] 3arayibHi iHTEPaKTUBHI METOIU + 30% akTUBHOCTI
35 —[35] VR/AR + 60% edekTuBHOCTI
36 150 [8] VR + 45% TpaKTHYHUX HABHYOK
37 250 [36] Bipryasbhi 1aboparopii + 35% omnaHyBaHHsI
38 —[37] [etimidikaris + 42% moTHBarii
39 300 [23] AR + 55% Bigyamizari
40 280 [38] [HTEepaKTHBHI BifcO + 40% onanyBaHHS
41 150 [39] Cumyunsuii + 30% 1npakTUYHUX HABUUOK
42 200 [11] VR + 60% po3ymiHHs
43 —[12] [etimidikaris 8 STEM + 35% edektuBHOCTI
44 120 [40] AR + 45% onaHyBaHHsI
45 300 [40] BipTyanbHi 1aboparopii + 32% moTuBanii
46 400 [41] 3arasnbHi IHTEpaKTHBHI METOJIH + 28% onaHyBaHHsI
47 250 [16] [eiimidikaris + 50% axkTuBHOCTI
48 180 [21] AR + 55% npakTHYHUX HABUYOK
49 220 [18] BipryasbHi aboparopii + 40% po3yMiHHS
50 —[19] [etimidikaris + 38% moTmBanii
51 150 [20] VR + 65% Bizyamizari
52 300 [42] IHTEpaKTHBHI BiJ€O + 35% onanyBaHHS
53 280 [45] [etimidikaris + 42% moTHBarii
54 100 [23] VR cumyssii + 70% npakTHIHHAX HABHYOK
55 —[24] BipTyanbHi 1aboparopii + 30% edekrtuBHOCTI
56 350 [43] [eiimidikarrist + 48% akTUBHOCTI
57 200 [44] [HTEepaKTHBHI irpH + 40% moTmBarii
58 180 [27] AR + 52% onanyBaHHS
66
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5. Pe3yabTaTH A0CTIIZKeHHS Ta X 00T0BOPEHHS

Amnarni3 JjiTepaTypHHUX JAaHHX NOKa3aB, IO iHTepa-
KTUBHI METOJM CYTTEBO TiJBHIIYIOTh €(QEKTUBHICTH
OHJIal{H-HaBYaHHS OI0JIOTTYHHMX OCBITHIX KOMIIOHEHTIB y
(dapManeBTHIHUX 3aKkiIagax BHIIOI ocBith. JloxmamHo
PO3TJLIHYTI Ta TPOaHANi30BaHI KIFOYOBI IHTEPaKTHBHI
METOIH, 5IKi BHKOPHUCTOBYIOTHCS B OCBITHBOMY IIPOIIECI.

5. 1. BipryaasHi Ja6opaTopii

BipryanbHi naboparopii € ofHIM 3 HaHOUIBII di€-
BHX IHTEPAaKTUBHUX METOJIB JUIS OHJIANH-HABYAHHS 0io0-
JIOTIYHHUX OCBITHIX KOMIIOHEHTIB Y (apMaleBTUUHHX
3aKjajax BUINOI OCBiTH. BOHM naloTh 3MOry cUMyJIOBa-
TH CHpaBXHI J1abopaTopHi poOoTH, 3a0e3meuyroun 3/10-
OyBayaM MOXKJIMBICTH 3/IICHIOBATH BIipTyasjbHI OOpOOKH
3 00’€KTaMM, CIIOCTEPIraTH 3a MPOLECAMH Y PEaJTbHOMY
gaci Ta PO3MNIAAATH PE3yNbTaTH Oe3 3alydeHHS Tpaiu-
ifHIX IHCTPYMEHTAIBHUX METOMIB NOCiimKeHHd. Haii-
OuTbIl TOMyJSIpHI TaTGOpPMHU BKIIOYArOTH Labster,
PraxilLabs, PhET Interactive Simulations Tta Virtual Lab
(Merlot).

Labster mae monax 250 cumyssuiit mis Giosorii,
MikpoOioJorii Ta GiojoriyHii Ximii, 3 BrItoYeHHAM 3D-
Bizyanizauii Ta reiimicdikanii. PhET (Physics Education
Technology) mae Ge3korToBHy miaTdopmy, po3pobiieHy
VYuisepcuterom Konopano, 3 akIleHTOM Ha iHTEPAaKTHUBHI
Mojeni (izndHux Ta GionorivyHux npouecis. Praxilabs —

OCBITHS TUIaTpOpMa, sSKa MPOTOHYE IHTEPaKTHBHI
3D BipryanpHi 1abopaTopii A7 BUBYEHHS OCBITHIX KOM-
MOHEHTIB (XiMis, ¢i3uka, OioJyoris) sAK Iy 3700yBadiB,
TaK i Uil BUKJIagaviB, 010 J03BOJISE OE3IMEYHO MPOBOIM-
TH EKCICPHMEHTH, IOKPAIlyBaTH PO3YMIHHS OCBITHIX
KOMITOHEHTIB Ta MiJBHUIIY€E YCIHIIIHICTh, IHTErPYIOYHUCH 13
cucreMamMu KepyBaHHS HaB4aHHAM (LMS). Ilpuxnann
3aCTOCYBaHHs Yy OIOJIOTIYHUX OCBITHIX KOMIIOHCHTIB
(hapManeBTHIHOT OCBITH HaBeICHI y Ta0. 2.

Jo npuknany, y MiKpoOioJorii BUKOPHCTOBY€ETHCS
CHMYJIALISL POCTYy MIKpPOOPraHi3MiB Ta BHIIPOOYBaHHS
aHTHOiIOTHKIB (OCBiTHIH Momyms Labster "Antibiotics —
Discovery and Resistance"). 3g00yBaui BipTyanbsHO Mpo-
BOJIUTH KyJbTHBALIIO OaKTepialbHUX OpPTraHi3MiB, BCTAaHO-
BJIFOBATH MiHIMaIIBHY iHTiOyr0dy KoHIeHTpamito (MIK) Ta
BU3HAYATH MEXaHI3MHU aHTHOIOTHKOpE3UCTEHTHOCTI. Taka
NpakTHKa Oe3MocepeIHbo MOB’sA3aHa 3 (papMaleBTHYHOO
misutbHICTIO. Y mociimkeHHsx 3 500 3100yBayaMu onaHy-
BaHHS MaTepiaiy 3pocio Ha 45%, a po3yMiHHSI aHTHOIO0-

TUKOpe3ucTeHTHOCTI — Ha 50% [4]. MogemnroBanHs (ep-
menTatuBHUX peakuiii (Labster "Enzyme Kinetics" abo
PhET "Enzyme Kinetics") mpoBomutecs y Oiosoriyniit
Ximii. 3700yBaui MOXyTh Oe€3NOCEepeaHbO BILIMBATH HA
JTUHAMIKY 3aJIeKHOCTI KOHIIGHTparii cyOcTpary, Temriepa-
Typu, pH-cepenoBuma Ta iHTiGITOPIB €H3UMIB, OTIOHYIOUH
piBasHES Mixaemica-MenTeH. Takuii MeToandIHMI mpwii-
OM JIO3BOJIIE BHBYCHHIO (hapMakOIWHAMIKH CH3HUMIB-
MillleHeH JIKapChKUX TpernapaTiB (HampukiIam, iHriditopu
aretuixoliHectepasu). 105 3mo0yBadiB TMOKa3ald 3pOC-
TaHHS TMPAKTUYHUX HaBUUOK Ha 38% [8]. VY BukiamanHi
OCBITHBOTO KOMIIOHEHTY (i310JI0Tii MOXIIMBA CUMYJISLIS
MEMOpaHHOTO TPAHCIIOPTY Ta HEPBOBE 30YyIUKEHHS
(Labster "Cellular Respiration" a6o Virtual Lab "Nerve
Physiology"). 3100yBadi MaroTh MOXKJIHBICTH MOJICIFOBATH
(hapMakoJIOTiUHy [if0 JIKapChKUX IpenapariB Ha i10HHI
KaHaJIM, [0 aKTyaJIbHO M JOCIIIDKEHHS HEHPOTPOITHUX
Ta KapmioTpormHux ¢apmmpenapaTis. 220 3m00yBadiB 3a
OCBITHBOIO TIporpamoro «®dapmaristy TOKa3aal IIiIBHU-
meHHs po3yMmiHHS Ha 40% [18]. 3D-momeni opraniB 3
MOJJIUBICTIO «PO3THHY» BHKOPHCTOBYIOTH B aHATOMIi:
(Labster "Human Anatomy"). 3moOyBaui po3riisiiaroTh
B3a€EMOIiF0 (papMaKOJIOTiYHKX 3ac00iB 3 TKAHWHAMU Opra-
HI3MY JIIOJIMHH.

Takum 4YnMHOM, BipTyajbHi JaOopaTopii IniaABH-
HIyIOTh onanyBaHHs Ha 35—-50%, motuBariito Ha 30—40%
Ta mpaktuyHi HaBu4ku Ha 40-60% [4, 24, 39]. V pasi
BUKOPHCTaHHS 3a3HAYEHOTO IHTEPAKTHBHOTO METOXY
3mo0yBayi sKiCHIIIE OMmaHyoTh TeMy «bioTpanchopma-
IiT0 JIIKapChKUX 3aco0iB» [18].

o mepeBar po3riIiHyTOrO METOLY MOJYKHA BiJHE-
CTH JTOCTYTHICTH 24/7 6e3 00OMeKeHb 3a KUTBKICTIO 3110-
OyBauiB, CKOHOMIsl peCcypciB 3akjaay BHIIOI OCBITH,
Oe3reka Ta nmepcoHasi3aris.

Jlo HenoumikiB cifi BiAHECTH BHCOKY BapTICTh JIi-
ueHsiit (3a Labster 3aknan mae craturi 99 nomr. CIHA
3a OJTHOTO 3700yBaya Ha pikK), HEOOXIAHOCTI y MOTYKHOMY
Ta cTablIbHOMY IHTEPHET MEPEIKi Ta KOMIT FOTEPIB, a TAKOXK
BIJICYTHICTh TAKTWJILHHX BiUYTTiB.

AHaii3 IHTEepaKTUBHOTO METOJY «BipTyallbHi Ja-
Ooparopii» Hagae TPOIMO3WINIO IMOMO IHTErPyBaHHS
Labster abo PhET no enexTpoHHUX KypciB 3 Mikpo0ioJo-
rii Ta OiomoriuHoi XiMmii. Po3modatn 3 Oe3KOMTOBHUX
moxyniB PhET, a 3rogoMm mepeiTm 0 IUIaTHHUX ILIaT-
¢dopm. Y HarionanbHoMy apMarieBTHUHOMY YHiBEpCH-
TETI MOXKJIMBE BIIPOBaKeHHS Yepe3 miardopmy Moodle.

Tabmuus 2
EdexTuBHICTS BipTyaJpHHX JJab0opaTOpii
. 3pocTaHHs

No |[HTEPAKTURHA f1aT- OCBiTHI! KOMIIOHEHT Kinexicrs ONAHYBaHHS, | MOTHBAIlil, | MPAKTHYHHX

dbopma 3100yBayiB % % HaBIOK, %
1 2 3 4 5 6 7
1 Labster Mikpob6ionoris [4] 500 45 40 50
2 PhET Biosoriuna ximis [8] 300 35 30 38
3 PraxiLabs diziosoris [18] 220 40 35 45
4 Virtual Lab Amnatowmis [17] 180 50 45 55
5 Labster dapmaxomoris [10] 150 42 38 48
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IIpoooeocenns mabon.2

1 2 3 4 5 6 7
6 PhET Mikpobiosoris [14] 280 38 32 40
7 Labster Bionoriuna ximis [36] 400 48 42 52
8 Virtual Lab diziosnoris [20] 200 55 50 60
9 PraxiLabs Amnarowmis [32] 250 40 35 45
10 Labster Mikpobiosoris (hapmaris) [23] 300 50 45 55
11 PhET Bionoriuna ximis [24] 350 32 28 35
12 Virtual Lab dizionoris [27] 180 45 40 50
13 Labster Awnaromis [7] 220 48 42 52
14 PraxiLabs Mikpobiosoris [31] 150 38 35 42
15 PhET dizionoris [38] 280 40 38 45
16 Labster Bionoriuna ximis [30] 300 42 40 48
17 Virtual Lab Amnarowmis [11] 200 55 50 60
18 PraxiLabs dapmaxosoris [23] 100 50 45 55
19 Labster Mikpo6iosoris [15] 400 45 40 50
20 PhET biosoris 3araipna [34] 350 35 30 40

AHaii3 OTpUMaHUX JiTepaTypHHX AaHHX JOBO-
JITh, IO BIpTyaJbHi Jlaboparopii € Jigepom 3a edexTu-
BHICTIO cepejl iHTepaKTUBHHUX MeTo/iB. CepeHe 3HaueH-
HS 3pocTaHHs omaHyBaHHS 42%, MmoruBauii 39% Ta
MPaKTUIHUX HaBUIOK 48% (Tabm. 2).

5. 2. Teiimidikanis

lefimidikariis € OTHUM 3 TOIIUPEHAX Ta JOCTYII-
HUX IHTEpaKTHBHUX METOJIB Ui OHJIAHH-HaBYaHHS
010JIOT1TYHHUX OCBITHIX KOMIIOHEHTIB Y (hapMaleBTHYHHX
3aKjajax BHIIOI OCBITH. 3a3Ha4yeHWil IHTEPAKTUBHHI
METOJI BIIPOB/IXKYE iIrpOBI KOMITIOHEHTH (KBECTH, O Ki,
piBHi, JiizepOopay, Oanu, Haropoan) y HEirpoBH OCBIT-
Hiif mpocTip /U NOKpaIleHHs MOTHBAIil, aKTUBHOCTI Ta
e(eKTHBHOCTI ONaHyBaTH MaTepiall OCBITHIX KOMIIOHEH-
TiB. [eliMidikamiss TIPYHTYETbCS Ha IICUXOJOTIYHHX
NpUHIHUIAX, 3rigHo Teopii motoky M. Csikszentmihalyi
(1990) Ta Teopii camopo3Butky L. Deci ta M. Ryan
(2017). Bkasani Teopii po3KpUBarOTh MPOLECH BHYTPIll-
HBOI MOTHBALi, SIKa IiJABHIIYEThCA Yepe3 KOMIICTEHT-
HICTh, aBTOHOMIIO Ta COIiaJIbHy B3aeMomito. ['eimidika-
st 0co0NMBO e(eKTUBHA Yy ONaHyBaHHI O010JIOTIYHMX
OCBITHIX KOMITOHEHTIB, OCKUJIbKM OCTaHHI MalOTh BEIIH-
KUl 00’€M TEOpeTHMYHOro Matepiaiay (TepMiHOJIOTIs,
kiacudikanii, MetaboJiuHi Mpouecu), KUl BUIbHO Tpa-
HcopMmyeTbes B irpoBi 3aBmanHs. [ns reiimidikanii
npencrasieni miatdpopmu Quizlet, Kahoot, Classcraft,
Moodle 3 BigmoBimHMMH IIariHamu Ta (axoBi iHCTPY-
MeHTH Taki, ik Duolingo-style nis onanyBanHs Giosorii
(manpuxiaz, BioMan Biology). Ilpukianum 3acrocyBaHHs
y 0i0JIOTIYHMX OCBITHIX KOMITOHEHTaX (hapMareBTHIHOT
OCBITH HaBeJIeHi y Tao. 3.

3rijiHO aHaAN3y JITEPaTypHHUX JKEPEN MO0 BHKO-
PHCTaHHS IHTEpaKTUBHOTO MeTOAy reimidikamii y Mikpobi-
oJIoTii TOKa3aHO TPOBEACHHsSI KBECTIB 3 KiachQiKalliero
MiKpoopraHi3MiB Ta iH(ekmiiiaux areHtiB (Quizlet
"Bacterial Identification" Ta Kahoot "Microbiology
Challenge"). 3mo0yBaui 3amydeni B imeHTH(biKaIil Tpammo-
3UTUBHHX T4 TPaMHETaTHBHUX OaKTepiaJbHHUX OPraHi3MiB,
MexaHi3MiB aHTubioTuKope3nucteHTHocTi. Y 300 3100yBa-
4iB MOTHUBAILiS 3pociia Ha 45%, a KOPPEKTHICTh BiMOBIICH
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— Ha 25% [2]. JlinepGopau amnst ineHTHGiKalil OpraHiB Ta
tranuH (Moodle badges Ta Quizlet Live) BUKOPHCTOBYETh-
Csl B BUBYCHHI OCBITHHOTO KOMIIOHEHTY aHATOMIsl JIFOIUHU.
3a BipHY izeHTH(IKALIO CyIiH, M s13iB a00 HEPBOBOI TKa-
HUHH 3100yBavi OTpUMYIOTh Oaiu 3a BiIIIOBITHUMU KpUTE-
pissmMu omiHrOBaHHA. Takuil mpHifoM HAmae 3MOTy IO PO3y-
MiHHS (yHKIIOHANTYy KITHH-MIIIeHeH (apMaleBTHIHAX
3aco0iB 70 croemupiuamx perenropis. 380 3m0o0yBauiB
MPO/ICMOHCTPYBAIN 3pOCTAaHHS akTHBHOCTI Ha 50% [9].

JI1st OCBITHBOTO KOMITOHEHTY (Di310JI0Tisl Tepe-
OadeHi KBeCTH abO POJIBOBI Irpu 3 CUMYJIALIE (i3i0-
JIOTIYHUX TMPOIECIB 3 BHKOPUCTAHHAM IUIATGHOPM
Kahoot abo Classcraft. BuBuaroun HepBOBi iMITyJIbCH,
CepIeBHii UK a00 HEHPOTyMOpaIbHY PEryJISIIiio 3/10-
OyBaui «IPOXOAATH PIBHI» Ta OTPUMYIOTH 320XOYEHHS
3a KOPEeKTHi pimeHHs. Takuii METOOMYHUHN MiIXix Bax-
TUBUH A pO3yMiHHS (hapMakoTUHAMIKK Ta (apMaKo-
KiHeTHKH. 3pocTaHHs MoTuBamii Ha 50% BigMiueHO Yy
250 3moOyBauiB [16]. Illogo omaHyBaHHs 0i0JNOTiYHOT
XiMii, 3aCTOCOBYIOTHCSI 3MaraHHs 3 BUBYEHHS LUIAXiB
Metabomizmy (Moodle gamified modules a6o Duolingo-
style app). 3100yBauam HagaIOTHCs Oany 3a MPaBUILHY
iMiTalio XiMi3My TJIiKOJIi3y ab0 LMKy TPUKapOOHOBUX
KHCTIOT. 3pOCTaHHSA ONaHyBaHHI Ha 42% mokazamu
280 3100yBauis [22, 38].

B wminoMy 3actocyBaHHsS pO3INISIHYTOIO iHTEpak-
TUBHOTO MeToAy mijBuilye MoTuBaiiio Ha 40-50%,
omaHyBaHHs Ha 25-35% Ta aktuBHicTh Ha 45-60% [2,
19]. 150 3100yBauiB Kpaiiie 3armam’sTOByBaJIH MEXaHI3MHU
It smikapchkux 3aco0iB. Jlocmimkenas "Pharmacotrophy”
(2024) 3a yyacti 300 3700yBaviB NMPOAEMOHCTPYBAJIO,
mo 90% ydJacHHUKIB OCBITHBOTO IpOILECY 3pOOMIIN BUOIp
Ha KOpPHCTh MeTory reiMicdikarii [10, 39].

Jlo mpesar refimigikariii MOKHA BiTHECTH HHU3BKY
BapricTh BrpoBakeHHA (Kahoot OeskomrToBHMi s
6a30BOTO BHKOPHCTaHHA), IOCTYNHY iHTerpamiro B LMS
(Learning Management System) 3 BHKOPHCTaHHSM TIIjIa-
ThopmM Classroom, Moodle, Google.

ono HemouikiB, MAIOTh Miclie PU3HK MOBEPXHE-
BOTO 3/100yTTS OCBITH (aKIIEHT Ha 0ajlaX, a HE HA OTPH-
MaHHI 3HaHb), HE BCi HAyKOBO-IIE/IarOTiuHi MpalliBHUKU
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MaloTh HaJIeXKHI HaBMYKH LIOAO CTBOPEHHs reimigiko-
BaHOTO KOHTCHTY.

Jns  (apmaneBTUUHUX 3aKJIAJiB BHIIOI OCBITH
VYkpainu MokHa 3amporoHyBaTh moyatu 3 Quizlet Ta
Kahoot mst mikpobiomorii Ta anatomii. ¥ HamionansHo-

My (apManeBTUYHOMY YHIBEPCHUTETI € MOJKIIUBICTh
CTBOPCHHSI BIIACHHX KBECTIB 3 BIJIOBITHHM (axOBHM
aKIEHTOM (HANpHUKIa] «AHTHOIOTHKH: OMTBA 3 PE3UCTE-
HTHICTIO»). [IpOBOAWMTH MIATOTOBKY BHKIANAYiB ISt
BITPOBA/KCHHS METOY reiiMidikarii.

Tabmus 3
EdexTuBHICTS refimidikarii
No Turep ETH&)TOP;BI\:I; 181 Ocitiit koMmoHEHT ng?ﬁ;{;;ﬂo_ Spoctanis .
MOTHBaIii,% | omaHyBaHHA,% | aKTHBHOCTI,%
1 Kahoot Mikpob6iosnoris [2] 300 45 25 50
2 Quizlet Amnartowmis [9] 380 50 30 55
3 Moodle diziosnoris [43] 150 40 35 45
4 Classcraft Bionoriuna ximist [16] 250 48 32 60
5 Kahoot | Mikpobionori (bap-|  »gy 42 28 50
Maitisi) [38]
6 Quizlet Live Amnartowmis [33] 350 45 30 55
7 Moodle badges diziooris [19] 200 40 35 48
8 Duolingo-style |Bionoriuna ximist [37] 300 48 38 52
9 Kahoot Mikpo6iosnorist [28] 180 42 28 50
10 Quizlet Amnatowmis [26] 220 45 32 55
11 Moodle Bionorist [41] 400 40 30 48
12 Classcraft diziooris [25] 250 50 35 60
13 Kahoot bionoriyna ximis [6] 300 45 30 52
14 Quizlet Mikpo6iosnoris [38] 280 42 28 50
15 | Moodle gamified Amnarowmis [34] 350 48 35 55

AHami3 JiTepaTypHHX NaHHUX MIiATBEPIKYE, IO
refimMi¢ikailisi € MPOBIJHUM IHTEPAKTHBHUM METOJIOM 32
3pOCTaHHIM MOTHBAIIl Ta aKTHBHOCTI 3/100yBayiB, cepe-
Hill moka3HukK ckiagae 45% ta 53% BiamosiaHo (Tadi. 3).

5. 3. Texnouorii BipTyajJbHOi Ta J0NMOBHEHOI
peaabHocti (VR/AR)

TexHomOTI1 BipTyalbHOI Ta JOTIOBHEHOI PEeaNbHOCTI
(VR/AR) € omHMM 3 HaHOUTBII POTPECHBHUX IHTEPAKTHB-
HUX METOMIB Ui OHJIAlH-HABYaHHS OlOJIOTIYHMX OCBITHIX
KOMITOHEHTIB y (hapMaIleBTHYHMX 3aKJIa[aX BHIIOI OCBITH.
Jns VR xapakTepHO CTBOPEHHS IIJIKOM iMepciiiHe BipTya-
JIbHE CEpEe/IOBUIIIE, B SKOMY 3/100yBau HIOPHHAE 32 JIOTIOMO-
roto monoma (Hanpukiaa, HTC ado Vive Oculus Quest).
[lomo mMetomy AR, To peanizyeThcst HaKIaIaHHS [TUHPOBUX
00’€KTIB HAa peaJbHHNA MPOCTIP 3a JOMOMOIOI JICBaiCIB.
Taki TEXHONOTiYHI HPUHOMH JAIOTh MOXIMBICTH IIOJIO
Bi3yaui3amnii CKITagHUX Oi0JIOTIYHIX CTPYKTYp Ta HPOIECIB y
3D-¢opmarti, 0 HepeaJbHO y TPaJHUIIHHUX METO/ax OH-
JaiiH-HaB4YaHHS yepe3 2D-expanu. Y GloyOTiYHNX OCBITHIX
komnoHeHTax VR/AR edekTuBHI Ul OnaHyBaHHsS aHATO-
Mii, MIKpOOiOJIOTil, 3arajbHOi O10JIOTIT, IS SIKUX aKTyajdbHa
Bi3yamizamis.  [Tmardpopmm  VR/AR  mpencrasieni
AEducaAR (mns BuBuenns Oiomnorii), 3D Organon (mms
BuBueHHs aHatomii), Google Expeditions (VR-mogopoxi)
Ta ocBiTHI Moxmyni Labster 3 VR-inTerpamieto. [Tpukmamn
BukopuctanHsi VR/AR B OCBITHROMY TpoIieci HaBeleHi y
Tabn. 4). VR-Moneni opraHiB 3 MOXJIHMBICTIO aHANTi3y
po3pizy Ta obGepranHs (3D Organon a6o Complete
Anatomy) BHKOPHUCTOBYIOTH B BHKJIaJaHHI aHATOMIii

JMIOMUHM. 37100yBadi 3aHYPIOIOTHCS BCEPEIUHY OpraHiB
Ta BUBYaIOTh KpoBooOir. 200 3100yBayiB MpoaeMOHCTY-
BaJIM 3pocTaHHs po3yMiHHs Ha 50-70%, 3 ¢okycoMm Ha
Bizyanizauito crienqudidHux oprasi-mimenei [3]. Ona-
HYBaHHSI OCBITHBOI'O KOMIIOHEHTY MiKpOOioJIorist nepe-
O6ayae AR-cumynsuii wmikpoopranizmi (Labster VR
"Cellular and Molecular Biology" a6o AEducaAR). 310-
OyBaui po3rmsagaroTe 3D-Moxeni GakTepialbHUX KIITHH
Ta iX B3a€MOJIII0 3 IMyHHHMH KIIITHHAMH a00 aHTHOI0TH-
kamMu. 180 ydJacHHKIB OCBITHBOTO TPOIECY BiI3HAYMIA
MiABUIICHHS NPaKTUYHUX HaBUYOK Ha 55% [17]. dnsa
(hizionorii 3acTOCOBY€EThCS iHTEpaKTHBHUI npuiioM VR-
cumyisitii  kmituHHEX — mponeciB (3D Organon
"Physiology Mode" abo Google Expeditions). 3mo0yBaui
MaroTh 3MOTY MOJIEJIIOBATH Iepe/iauyy HEpBOBUX IMITYJIb-
CiB, HEHPOTYMOPAJIbHY PEryJisiio ado (GyHKIIOHyBaHHS
cepreBoro M’s3zy y peainbHomy yaci. 200 3m00yBauiB
MIPOIEMOHCTPYBAJIM 3POCTAHHS Bi3yaJIbHOTO BiAUYTTS Ha
60% [11]. AR-mogaTku sl MOJIEKYJISPHUX CIOJIYK 3a
nonomoroto miarpopm AEducaAR "Biochemistry" a6o
Visible Body AR 3acTocoByloThesl y BUKJIaaHHI 6i0J10-
riuHoi ximii. 3100yBadi «TPUMAIOTH» B PyKax MOJIEKYJIH
010JIOTIYHO-aKTUBHUX PEYOBUH, THM CaMHUM 3HaHOM-
JATBCSL 3 KOH(OpMaIi€o mpoTeiHiB abo  eH3UM-
cybcrparHux koMimiekciB. 100 3100yBadiB 3a OCBITHBOIO
nporpamoro «®dapmarlis» Mokazand 3pOCTaHHS MPAKTHY-
HUX HaBH4oK Ha 70% [23].

Taxkum yuHOM, VR/AR B3araii mokpamyoTs po-
3ymiaasg Ha 50—70%, moTtuBarito Ha 45-60% Ta npakTu-
gyHi HaBuukd Ha 50-80% [7, 20]. ¥V 3100yTTi BUIIOI (a-
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pmauestnunoi ocBiT (URI College of Pharmacy VR
program, 2023) 3100yBayi JieTiie ONaHyrTh MEXaHi3MHU
Iii JiKapchKUX 3aco0iB. AHami3 JTEpaTypHUX JDKEpPe
J0BiB, 0 VR € mpiopuTeTHUM METOIOM 3a e(peKTOM
MIPUCYTHOCTI CepesT IHTepakTHBHUX MeToiB [31].

Imepciitauii mocBim Mae TepeBard, sIKi BKIIFOYA-
IOTh PO3BHTOK Oe3MedHoi Bizyaumizamii Ta HpPaKTHIHUX
HaBUYOK, IIEPCOHAII3AIS, MOXIHUBICTh JTOCTIHKCHHS
HEIOCTYIHHUX CTPYKTYpP Ha KIIITHHHOMY PiBHI.

[I{oo MiHYCIB METOy € BHCOKA I[iHA TEXHIYHOTO
oOmannanns, VR-monom xomrye 300 momn. CLIA, a
AR-nonatkn nepenbaydaroTb BHUKOPUCTAHHS HOTY)XHUX
JIeBaiiciB, HEOOXIMHICTh CHENiabHOK MiJATOTOBKH Hay-
KOBO-TIEIarOT1YHUX MPaliBHUKIB.

CdopmoBaHo mpoOMO3MLIT MO0 BHPOBAIKEHHS
VR/AR nns ¢apmaneBTHYHMX 3aKJIaiB BHINOI OCBITH

VYkpainn. Pekomenpmyerbest mouaru 3 Oe3xomToBHHX AR-
nonatkiB (Visible Body AR) s BukiananHs aHatomil Ta
MikpoOiosorii. BukopucTaT MOXIHMBICTH IHTETpYBaHHS
VR 10 ninoTHuX npoekTiB (Hanpukiaza, y Hamionansaomy
(hapmanieBTIIHOMY YHiBepcuteti 3 3D Organon, a Takox
CTBOpPCHHS TIOpMIHHMX UCTaHOIHHMX KypciB 3 VR-
MOIYJISIMH JUTS1 BUKJIAIaHHS (i3i0I1orii Ta 610JI0TiHHOT XiMil.

Oprani3oByBaTH  TPEHIHTH  UII  HAYKOBO-
MeIaroTiYHIX TMpAaIiBHUKIB, 3aJy4eHHX IO OCBITHBOTO
MpOLIeCy Ta MOIIYK IPAaHTIB HA MPHUAOAHHS BiIIOBITHOTO
o0agHaHHS.

3riiHO MpOBECHOMY aHajli3y JITepaTypHUX JiKe-
pen goBeneHo, mo VR/AR wmae mpoigHe Micie y 3poc-
TaHHI BUBYEHHS MOJEKYJSIPHUX CTPYKTYp Ta IpaKTH4-
HUX HaBHYOK, CEpe/IHIN MOKa3HUK SKuX ckianae 60% Tta
65% BigmoimHO (TabmI. 4).

Ta6nuis 4
EdexruBricTs TexHonorii VR/AR
C . 3pocTaHHA
InTepakrTuBHA OcBiTHII Kinpkictb ;

Ne mwrathopma KOMITOHEHT 3n100yBadiB pO3yMIH~ MoTuBaiiii,% TIpaKT4HIX

H1,% ’ HaBUYOK,%
1 3D Organon Amnaromist [3] 200 50 45 60
2 AEducaAR Mikpo6iomnoris [11] 200 60 55 65
3 Google Expeditions dizionoris [23] 100 70 60 70
4 Complete Anatomy Amnarowmis [17] 180 55 50 60
5 Labster VR Bionoriuna ximist [20] 150 65 55 70
6 Visible Body AR Amnarowmis [32] 220 50 45 55
7 3D Organon ®izionoris [27] 280 60 55 65
8 AEducaAR Mikpo6iosoris [7] 300 55 50 60
9 Google Expeditions Bionoriuna ximist [31] 350 70 60 75
10 Labster VR Amnatomis [38] 400 65 55 70
11 Complete Anatomy ®izionoris [30] 250 60 50 65
12 Visible Body AR Mikpob6iosoris [13] 300 55 50 60

5. 4. InTepakTHBHI Bigeo Ta cumyJsimii

[HTEepaKTHBHI BieO Ta CHMYJIAMIl € HaHOLTBII JOC-
TYITHAM cepell IHTEPaKTUBHMUX METOMAIB JJi OHJAIH-
HaBYaHHS Oi10JIOTIYHUX OCBITHIX KOMIIOHEHTIB Y (hapMaries-
TUYHHX 3aKJaax BUIIOI ocBiTH. Ha mpotuBary Bix Tpamm-
[IHIX HABYAJIBHUX BiJICO, IHTCPAKTHUBHI MiJXOIW MAIOThH
MOXKJIMBICTB 3100yBayaM HPOIYKTHBHO B3a€EMOJISITH 3 BEO-
iHQopMaLiifHUMK MPOAYKTaMK: KOHTPOJIFOBATH Bizeo (aii-
s 7y1si JOpMYBaHHSI KOPEKTHUX BIMOBIiZeH Ha BOYJIOBaHi
3aBJIaHHs1, OOUPATH BapiaHTH PO3BUTKY Iepediry JIeMOHCT-
pauii indopmauii [45]. Cumyisiwist — 11e AMHAMIYHA iHTEepa-
KTUBHA MOjIeJIb O10JIOTIYHHX MPOIIECIB, B SKUX 3700yBadi
MOXXYTh KOHTPOJIIOBATH IapaMeTpH IIpOLEeCy Ta MaroTh
3MOTY CIIOCTEpiraTH 3a pe3yJbTaTaMH y pealbHOMY Yaci.
Lleit MmeTox 00’€Hy€E YHAOUHEHHS 3 aKTHBHOIO YYacCTIO, 10
AKTYaJIbHO JUIS OIIaHyBaHHS O10JIOTIYHMX OCBITHIX KOMIIO-
HEHTIB, JJIs1 SKHX HEeoOXiaHe JeTajabHe BUBYEHHS 010JI0rid-
HHUX TIpoLeciB (MiTO3, MEH03, aKTHBHICTh €H3MMIB TOIIIO).
Jlnst peaizarii 3a3Ha4E€HOTO iHTEPAKTUBHOTO METO/IY BHKO-
pHCTOBYIOTH Taki Iuiatdopmu, sk Bozeman Science,
Biolnteractive (Howard Hughes Medical Institute — HHMI),
PlayPosit, Edpuzzle, NetLogo, CellCraft ra Khan Academy.
Hagezeni iHCTpyMEHTH iHTEPaKTHBHOTO BiJIEO Ta CUMYJIALLT
€ HU3BKOBAPTiCHI a00 OE3KOIITOBHI, III0 MPUBAOIIOE IX JIIs
3aKJIa/IiB BUINOI OCBITH 3 Ae(inmuTHUM OromkeroM. [Ipuk-
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JIaan BUKOPUCTAHHS IHTEPaKTHUBHUX BiZIEO Ta CHMYJILIl y
OIONOTIYHMX  OCBITHIX KOMITOHEHTaX (hapMareBTHIHOL
OCBITH HaBefeHO y TaOm. 5. Jlng BukimamaHHs (i3iomorii
3aCTOCOBYIOTh IHTEPAaKTHBHI BiJIeO 3 MEXaHi3MaMHU cepIie-
BOTO [HUKIy abo Tmepenadi HEPBOBHX  IMITYJIBCIB
("Cardiovascular System" a6o HHMI Biolnteractive "Click
& Learn: Nerve Signals"). 3100yBadi KOHTPOJIIOIOTEH PO-
1eC, HAJIAIOTh BIJNOBI/I 100 TOTEHIAIIB J1iif, NEpeXoasiTh
0 CHUMYyJSil i JIKapChbKMX 3aco0iB Ha  CepIEeBHiA
puTM(Hanpukia, Oera-aapeHoOnokaropiB). Takuit Meron
Hajia€ 3MOTy 3/100yBauy OlaHyBaTH MEXaHi3MH Ji1 KapaioT-
porHEX 3aco0iB. JloBeaeHo, 1m0 BOyMOBaHI 3amWTaHHS
MIJIBUILYIOTH onanyBaHHsA Ha 40%, OCKUIBKM BOHH CTUMY-
JIOIOTH aKTHUBHY OOpOOKy HaB4aJbHOrOo Marepiany [5].
lomo BukimagaHHs OlosoriyHOi XiMil 3aCTOCOBYIOTBCS
CHMYJISILIT METabOMIYHUX IIPOLECIB 3 BUKOPHCTAHHSM ILIa-
thopm NetLogo "Biochemistry Pathways" a6o Bozeman
Science. 3100yBadi KOHTPOIIOIOTH 3MiHY KOHIIEHTpAIii
cybOcTpartiB, iHTIOITOPIB Ta KO(GEH3NMIB, IPH LIHOMY CIIOC-
TepiraroTh 3a AWHAMIKOIO Tepeliry XiMIYHHMX peakmiil y
TJTIKOJII31, TIMKIT TPUKapOOHOBUX KUCIOT a00 [-OKHCHEHH.
3a3HadeHNH IHTEPaKTUBHUM ITi/IXi]] aKTyaJIbHUA B MOJIEIIO-
BanHi | Ta II a3m GioTpanchopmariii TikapcbKHUX 3aco0iB y
nevinmi. 300 3m00yBaviB MPOJAEMOHCTPYBAIM PICT IMOKa3-
HUKIB omaHyBaHHA Ha 35% Ta mortuBarii Ha 30%, Tak sK
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YYaCHHUKHM OCBITHBOTO MPOLIECY EKCIICPUMEHTYIOTh 0e3
CTOpOHHKOI fornomoru [21, 42]. [HTepakTHBHI Bineo 3 1u-
HaMIKOI0 POCTY MIKpOOpPraHi3MiB Ta aHTHOIOTHKOTEPAITI€I0
3a gomomoror Tmargopm "Antimicrobial Resistance"
Edpuzzle 3 Bimeo mpo 30HM TaJIbMyBaHHS pOCTY Ta
PlayPosit BUKOPHCTOBYIOTE 11 ONAaHyBaHHS BiAIOBiIHHUX
TeM 3 MikpoOioJorii. 3a3HaueHi IHTEPaKTHBHI ITiIXOIU
aKTyaJbHi y po3poOIli HOBOTO ITOKOJIIHHS aHTHOIOTHKIB Ta
KOHTPOJIO SIKOCTI aHTHUMIKpoOHMX (apmmpemnapariB. Pe-
3yJbTaTH 3J00YTTS OCBITH TOKa3any, mo 280 3100yBaviB
MaJIi 3pOCTaHHS MPaKTUYHHUX HaBMYOK Ha 38% Ta akTuB-
Hocti Ha 35% [22, 38]. [lns onaHyBaHHS 3100yBauamu
aHaToMii BHKOPHCTOBYIOTh cuMyJIiLi0 3 3D-monemsamu
opraniB Ta TkaHuH (Khan Academy ta PlayPosit 3 Bineo
"Human Anatomy Interactive").

3100yBadi HATHCKAIOTH Ha OiOJIOTIUHI CTPYKTYpH
Ta OTPUMYIOTH iHQOpMaLio om0 iHHepBamii abo Kpo-
BOTIOCTaYaHHA BiATOBiAHOTO 00’ ekTy. Takwii miaxim mae
BHCOKY AaKTYQJIBHICTh y PO3YMiHHI (papMaKOKiHETHKH.
250 3moOyBauiB IMOKa3aJld 3pOCTAaHHS OIAHYBAaHHS Ha
38% [30].

TakuMm YKMHOM, IHTCPAKTHBHI BiZICO Ta CHUMYJISLIT
niABUIIYI0Th onanyBaHHs Ha 30 — 40%, MoTHBaLiO Ha
30 —35% Tta axkTtuBHICTh Ha 35 —45% [5, 22, 38]. Yuac-
HHUKH OCBITHBOTO TIpOliECy HaOyBarOTh SIKICHE pO3YMIHHS
MeXaHi3MIB Jii JTiKapChbKUX 3ac00iB Uepe3 aKTHBHY B3ae-
Momiro [15, 41].

[lepeBaramMn MeTomy € BHUCOKa OOCTYMHICTH (Oi-
JBIIICTh 1HTEPAKTUBHUX IUIATPOpPM OE3KOMTOBHI Ta
(hYHKIIOHYIOTH Ha TPAAWIIHHHUX [eBaiicax), MMOJETIICHA
interpanis 10 LMS (uepe3 Google Classroom, Moodle,
PlayPosit abo Edpuzzle).

HenonikamMu MeTony € HHM3bKa pPealiCTHYHICTD
nopiBHsIHO 3 VR (2D-dopmar) Ta Mae 3anexkHICTh Bij
AKOCTI Bizmeo, morpeda y daci HayKOBO-IEAAroridHuX
NPAaIiBHUKIB JUIsI CTBOPEHHS IHTEPaKTUBHOI Mozieni [46].

Jlns BpoBapKeHHS IHTEPaKTHBHHUX BiZEO Ta CH-
MYJSIi  TpomoHyeThesl BUKopucTaHHA Edpuzzle ta
HHMI Biolnteractive ams BukiamaHHs ¢iziomnorii Ta
MikpoOiosorii. Takok € MOXKIUBICTD iHTErparii mratgo-
pmMu Moodle 3 BOynoBaHNMHU TECTOBHMH 3aBIAHHIMHU Ta
CUMYJIALISIMU.

Tabmuns 5
EbekTHBHICTh IHTEPAKTUBHUX BIJICO Ta CUMYJIALIH
IHTepakTrBHA L KinmpkicTb 3pocTanus
Ne OCBITHIH KOMITOHEHT . ;
wiatdopma 3100yBauiB omaHyBaHHs, % | MoTHuBarlii, % | akTHBHOCTI, %
1 |HHMI Biolnteractive diziomnoris [5] 300 40 35 40
2 Bozeman Science |Bionoriuna ximist [21] 280 38 30 35
3 Edpuzzle Mikpob6iosoris [22] 350 35 32 38
4 PlayPosit Amnatomis [30] 250 40 35 42
5 | Khan Academy Disionoris [15] 400 38 30 35
interactive
6 NetLogo bionoriyna ximist [32] 200 42 38 45
7 Biolnteractive Mikpob6iosorist [27] 220 40 35 40
8 Edpuzzle Amnatomis [7] 300 35 32 38
9 PlayPosit Biosoriuna ximist [31] 350 38 35 42
10 | Bozeman Science diziomnoris [22] 280 40 38 45
11 HHMI Amnarowmis [45] 250 42 40 48

3rigHO aHai3y JITepaTypHHUX DKEpes, CIocTepi-
raeTbcsi cTabiibHa eEeKTHBHICTh IHTEPAKTHMBHUX BiJ€O
Ta cumyJsisiniid. CepelHiil MOKa3HUK ONMaHyBaHHS CKIIaJae
39%, motuBariii 35% Tta aktuBHOCTI 40% (Tadi. 5). 3a-
3HAQUEHWH METO]| € ONTHMAIbHHUM IS 3aKJIa/iB BHIIOI
OCBITH 3 OOMEXEHUM OFOKETOM.

PesynbraT ornsiy JiTepaTypHHX JKEped CBil-
YaTh MPO 3HAYHUI MMOTEHIia)l IHTEpaKTUBHUX METOMIIB y
MOJIOJIAHHI TIEPENIKOl Yy peaii3allii OHIaiH-HaBYaHHS
010JTOTIYHUX OCBITHIX KOMITOHEHTIB y (hapMaIleBTHIHUX
3akmagax BUMOi ocBiTH. OFHWM i3 BaroMwx TmepeBar
IHTEpaKTUBHUX METOJIB € MiJABHINEHHS MOTHBAIlii 3110-
OyBauiB. JloBeneHo 3poctanns motuBamii Ha 40-50% y
pas3i BukopuctanHsa reimidikamii (Kahoot, Quizlet) [2,
16]. BipryansHi nabopatopii (Labster, PhET) mators Ha
MeTi BUPIIINTH NPOOJIEMH BiZICYTHOCTI PEeaNbHUX JIOCIHi-
IiB B OHJalH-HaB4aHHI. ONaHyBaHHS Marepiaiy ITijBH

nryetbest Ha 35—-50%, a pO3BUTOK MPAKTUIHUX HABUUOK —
Ha 40-60% [4, 8]. VR/AR-texnomorii (AEducaAR, 3D
Organon) 3a0e3meuyrOTh BHCOKHI PiBEHb YHAOYHCHHS
CKJIaTHUX OI0JIOTIYHHX CIONyK. Mae Micre mojo0 MOK-
pamienHst posyminas Ha 50-70%, a came B Ipomueci BH-
BUCHHs aHaToMii Ta dizionmorii [3, 17]. IHTepakTuBHi
Bizeo Ta cumyssuii (Biolnteractive HHMI) minsunyoTs
ONaHyBaHHS OCBITHIX KommoHeHTiB Ha 30-40%, mio
Hajae 3MOTy 3/700yBadaM CaMOCTIMHO KepyBaTH Ipolie-
coM omanyBaHHA [5, 35]. B Ykpaini Harionansauit ¢dap-
MAIeBTUYHUN YHIBEpCUTET, 3amopi3bKuil JepKaBHUN
MeanKo-(papManeBTHIHNN  yHiBepcuTeT, JIbBiBCHKHIA
HaIllOHANFHUA MenuuHui yHiBepcuteT iM. annma T'a-
JUIBKOTO BXE BHKOPHCTOBYIOTh ENEKTPOHHI OCBITHI
wiatrgopmu Moodle ta Kahoot, ane BukopucraHus me-
toxy VR/AR Ta BipTyansHi saboparopii Mae npobiemMun
Yyepe3 BUCOKY BapTiCTh BIIPOBaUKEHHS.
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OOMesxkeHHSI TOCTiIKECHHS:

1. Meronosnoridyne 0OMeXEHHs BUSBISIETHCS B aK-
neHTi Ha myOumikauii 3 HaykomerpuuHux 0a3 PubMed,
Scopus ta Google Scholar 3a mepiog 2015-2025 pp., mo
MOTJIO BHKIIOYHTH JeSAKi JoKeperia 3 HamioHaJpHHX 0a3
maHux YKpaiHu aOp iHmmx kpain. OTsamoBmwid aHaui3
CKJIaIaBCsl IEPEBAXKHO 3 JOCIHIDKCHb. IIPOBEICHHUX Y
CIIA, €spomnu Ta Asii (85% mitepaTypHHUX IKepen), y
TOW 4ac SK yKpaiHChKi HMyOmikamii cTaHOBIATH 5%, IO
0o0MeXye y3aralnbHEHHS pe3yJbTaTiB Uil YKPaiHCBKHX
(hapMaLeBTUYHUX 3aKJIa/1iB BUILOi OCBITH.

2. BUIBIIICTD BKIIIOYEHHMX JDKEPEN € OpUTiHAIb-
HUMH JOCTIJUKEHHSIMH 3 HEBEIMKUMH BHOIpKamu (cepe-
IHS KUTBbKICTh 3m00yBaviB ckimagama — 250 oci0), 1o
3HWKY€ BIIHOCHO CTaTHCTHYHY 3Hauymiicts. Kelic-crani
MalOTh aKIEHT Ha KOHKPEeTHI IuaTdopMu (HAIPHUKIA,
Labster) Ta He BpaxOBYIOTh ITOBTOCTPOKOBI pe3ylbTaTh
(TpHBAiCTh JOCTIKEHB CKIanana 1—-3 micsii).

3. Tematnune oOMexxeHHs, sike (POKycyeThCs Ha
O10JIOTIYHUX MUCHHIDIIHAX (aHaTtoMmis, (izionoris, Mik-
poGiooris, GiomoriyHa XiMist), alle He BKIIFOYA€E iHTETpa-
I[if0 3 IHIIMMHU OCBITHIMH KOMIIOHCHTaMH ((hapMakKoIo-
rist, KJIiHIYHa (hapMarlisi, TOKCUKOJIOTisl TOILO).

4. BibLIiCTh TOCIIKEHb POBOAMIIKCS 32 YMOB TO-
TaJabHOIO OHNaiiH-HaB4aHHs mix yac COVID-19, mo Moxe
HE JIOCTaTHBbO JIEMOHCTPYBATH TiOpUIHI (hopMaTh 3100y TTs
OCBITH, SIKI aKTyaJIbHI TSl ITiCJIs TAHAEMIYHOT OCBITH.

5. [loxomkeHHsI BHKOPHCTAHHX JITEpaTypHUX
IDKepe MPEACTaBICHO Y OLTBIIOCTI 3 pO3BHHEHUX KpaiH,
Y SKUX JOCTYT O TEXHOJOTiH BUIIWH, HiX B YKpaiHi.

IlepcnekTUBY NOJAIbIIMX A0CHIIKEHb:

1. PesynpraTté aHami3y MPOBEACHOTO OCIIIKCH-
HS HA/IAIOTh MEPCIIEKTHBH I10JI0 TOAANBIINX AOCIIIKEHb
B iHTerpalii iIHTepaKTUBHUX METO/IIB Y OHJIAiH-HABYaHHS
010JIOTIYHHMX IUCLHUILIIH y (apMaleBTUUHUX 3aKiIaaax
BUIIOT OCBiTH. HeoOXiqHi JOCITIIKEHHS B YKPATHCHKOMY
OCBITHBOMY TIPOCTOPI 3 BUKOPUCTAHHSIM E€KCIIEpUMEHTa-
JIHUX MPOEKTIB y 3aK/IaJaX BUIIOT OCBITH 3 METOIO OIliH-
KH JOBIOCTPOKOBOTO eekry (1—2 pokH) Ha YCHIIIHICTH
y 3000yTTi oOCBiTH Ta 'y HaOyTTi mpodeciitHo-
KBaJi(piKarifHIX KOMIETEHIII1 BUITyCKHHKIB.

2. [lepcieKTHBHUM € MeTa-aHaii3 e(peKTHBHOCTI
IHTEpaKTUBHUX METOIIB 3 YpaxyBaHHAM MOJAEPATOpIB
TUMY 3aKJiaiy BHIIOi OCBITH, OCBITHI KOMIIOHEHT, pi-
BEHb 37100yBaviB.

3. Po3poOka HamioHanbHuX ruiaTdopm 3a miarpu-
MKU JepxkaBd. CTBOpEHHS YKpaiHCBKUX aHaJoOTiB
Moodle 3 inTerpaiiero VR abo Labster mast Giomorianux
OCBITHIX KOMIIOHEHTIB.

4. OnaHyBaHHS ICUXOJIOTIYHUX T4 €THYHNX aCTIEKTIB
II0JI0 BIUIMBY Ha MEHTAJIbHE 37I0POB’sl 37100yBadiB Ta J0C-
TYIHICTB IS 37100yBaYiB 3 OOMEKEHUMH MOXKITUBOCTSIMHU.

4. BucHOBKH

1. IlpoBeneHo aHami3 KJIOYOBUX IHTEPAKTHBHHX
METOJIiB, TaKMX SIK BipTyanbHi Jabopatopii (miardopmu
PhET Ta Labster), reiimidikanis (turatdopmu Quizlet Ta
Kahoot), TexHomorii BipTyaiabHOI Ta IOTIOBHEHOI peabHO-
cti (VR/AR) 3 Bukopucranusam miatdpopm AEducaAR ta
3D Organon, a TakoX iHTEpaKTHBHI BiZIeO 3 CUMYJIAIISIMA
(mratpopmu Edpuzzle ta HHMI Biolnteractive). 3a3na-
YyeHl METOIM aJanToBaHi It Ol0JOrIYHUX OCBITHIX KOM-
TIOHEHTIB BHIOT ()apMaleBTUIHOI OCBITH, SIKi CUMYJIIOIOTh
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JIOCIII[I, Bi3yalli3ylOTh KJIITHHHI IIPOLIECH Ta IiBUIYIOTH
3aTyYCHICTh W aKTUBHICTH 3/100yBaviB.

2. 3rigHo aHayi3y JiTEpaTypHUX JaHUX HayKOMe-
Tpuunux 6a3 Google Scholar, Scopus, PubMed Bcranos-
JIEHO BHUCOKY €(EKTUBHICTh IHTEPAaKTUBHUX METOMIB.
Bipryanpni mabopatopii migBHITYIOTE 3aCBOEHHS HaBYa-
JIpHOTO MaTepiany Ha 35-50% Ta mpakTHYHI HABUYKH HA
40-60%. Teiimidikamis mixBUIIYye 3aIliKaBICHICTH Ha
40-50% Tta aktuBHicT, Ha 45-60%. VR/AR-meromm
MOKPALIYIOTh PO3YyMiHHS TNPOOJEMaTHKU 3aBIaHb Ha
50-70% Ta mpaktuyHi HaBu4KH Ha 50—80%. [HTEpakTH-
BHI BiJIeO Ta CUMYJISLII MiABHUINYIOTh aKTHBHICTB 3/100y-
Baya Ha 30—40%. B wuinomy, mocnimkeHi iHTEPaKTHUBHI
METOIY  MiJBUIIYIOTH MOTHBaLil0 3700yBayiB Ha
30-50%, 3acBO€HHS HaBYAJIBHOTO Marepialry — Ha
20-40% Ta mpaktuaHi Hamaku — Ha 30—70%, 1m0 miaT-
BEpIUKy€E iX TepeBary Haj TPagUMiHHUMH METOJaMHu B
3m00yTi OCBITH 32 YMOB OHJIaH-(popMary.

3. BusiBiIeHO BHMKIIMKH, SIKI CKJIAAIOTHCS 3 TEXHIY-
HUX Oap’epiB (ciaOKWil iHTEPHET, BiICYTHICTh HAJICKHHX
JieBaiiciB y 37100yBadiB 3 perioHiB YKpaiHu, BUCOKOI BapTO-
cri TexHonoriii (Labster, VR-1monom), HenoctaTHio miaro-
TOBKY HayKOBO-IICIArOTIYHIX IMpAIliBHUKIB. [0 MepCrieKTHB
MOXXHa BIJIHECTH 3POCTAHHS JOCTYITHOCTI OE€3KOLITOBHUX
wiatpopm (Kahoot, PhET), nepxxaBHy miaTpumKy uepe3s
nporpamu MOH Ykpaiuu st iupoBoi OCBITH.

4. B pe3ysbTaTi IPOBEACHOTO AOCIIHKEHHS 3 OIIs-
Iy JITepaTypHUX JpKepel copMOBaHi peKOMEHIAIIIT 010
BIIPOBA/DKEHHS IHTEPAKTHBHUX METO/IB Y OCBITHIH TpOIIeC.
[IporoHyeThCsl TIOYNHATH 3 OE3KOLITOBHHUX iHCTPYMEHTIB,
mpencraBieHuX 1wiatgopmamu Kahoot mms reimidikarii Ta
PhET mns maGopatopiii. BopoBamuré iHTErpyBaHHA 10O
wiaropmu Moodle uepes Oe3xornroBuuid LMS 3 iHTepak-
TUBHMMH Bifieo Ha mardopmi Edpuzzle. Jlns 3axnanis
BUIIOi OCBITH 3 OOMEKCHHUM OFO/DKETOM PEKOMEH/IYETHCSI
BUKOpHCTOBYBaTH AR Ha cmaprdonax 3a JOMOMOroro
wiarhopmu AEducaAR. It nepkaBHHUX 3aKIajiB BHIIOL
OCBITH TPOIIOHYETHCS BUKOPHCTOBYBaTH rpaHTu Big €C
(nanpuknan, Erasmus+) mis BOpOBamKeHHsS Cy4acHHX
IHTEPaKTUBHUX METOMIB 3H00YTTSA OCBITH. AKTyalbHHM €
Oprasizailisi Ha Jep>KaBHOMY PiBHI HMiATOTOBKH JUIS HAYKO-
BO-TICIATOTIYHUX TIPAIIBHUKIB 3 IIH(POBOi TPAMOTHOCTI Ta
JIAJIAKTHKH.

KonduikT inTepecis

ABTOpHU 3asIBJISIIOTH, IO Y HUX HEMAaE KOHQIIKTY
IHTEpeCiB y 3B’S3KY 3 IIUM JOCIIKEHHSM, (hiHAHCOBOTO,
0COOMCTOrO, aBTOPCHKOTO YM IHINOTO, SKAHA Mir Ou
BIUIMHYTH Ha JIOCIIJDKEHHS Ta HOro pes3ysbTaTv, Mpe-
CTaBJIEHI B Wi CTATTI.

DiHaHCYBAHHSA
JlociipkeHHsT TPOBOIWIIOCH 0e3 (hiHAHCOBOI M-
TPUMKH.

JocTynHicTh JaHUX
Jani 6yxyTh HocTymHI 32 00TPYHTOBaHMM 3aIIUTOM.

BuxopucTaHHs IITY4YHOT0 iHTEJIEKTY

Jlst BimOopy aKkTyalbHHX JDKEPEN JiTepaTypH 3a-
cTocoBaHO Mojens mTygHoro inrtenekty (LHI) Grok 4
(crBopenmit komnaniero xAl) y po3apini «Marepianu Ta
METOJIU JIOCIIJKSHHS».
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[NpoBenenuit 3anut mono myoiikamii, sKi onucy-
I0Th 3aCTOCYBaHHS IHTEPAKTUBHUX METOMIB y BHKJIAJaHHI
OIOJNOTIYHUX OCBITHIX KOMIIOHEHTIB B yMOBaxX OHJIAWH-
HaBYaHHS y (hapManeBTHYHHUX 3aKJIa1aX BUIOI OCBITH.

[lepeBipka HOCTOBIPHOCTI pe3yNBTATIB IOIIYKY
okepen 3a goromororo Grok Al mpoBoamiace Gesnoce-
pEeIHBO Yepe3 03HAHOMIICHHS Ta aHalli3 3alPOIIOHOBAHUX
0TI myOGmikamiid, SIKi BUKOPUCTOBYBAJIHCS aBTOPaMH IS
MOJTANTBIIIOTO aHali3y Ta (GOpMyBaHHS Pe3yJbTATIB i BH-
CHOBKIB jociimkenHs. [licns neperisity aBropamu Oyiu
BiJIXMJICHI JCsIKI JpKepena.

Pesynbrar Haganuii incTpymentom LI He Brum-
HYB Ha BHCHOBKH /0 JOCII/DKEHHS Ta MaB BHKIIOYHO

TEXHIYHUH (ZOMOMDKHMN) XapakTep s MOIIYKYy Ta
BiIOOPY JiTEpaTypHUX JUKEPEI.

Buecok aBTOpiB

Ceniok Irop Basnepiiiopuu: Konnenryamizariis,
Kypamis mannx, AaMiHICTpyBaHHS TIPOEKTY, Baimartis,
Hamnucanns — nepernsan ta penaryBanss; Kpapuenko Bipa
MuxkoJgaiBna: @opmanbanii anamis, Jlocmimkenns; on-
yapoB OJiexcanap Bosionumuposuu: OopmanbHuil aHa-
mi3, Hocnimxenns; Tamysinceka JlioooB BanepiiBha:
Gopmanbhuii ananiz, Jocnimkenns; Martsiiiuyk Ouiena
HerpiBna: ®opmanpaMit anani3, JlocmimKeHHS.
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