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THTETPAIISI IHTEPAKTUBHUX METO/IB B OCBITHII IMPOLEC JIJIS
BIOJIOI'TYHUX OCBITHIX KOMIIOHEHTIB 3A YMOB OHJIAMH-HABYAHHA
Y DPAPMALHEBTNYHHUX 3AKJIAJAX BHUIIIOI OCBITU

I. B. Cenwok, B. M. KpaBuenko, O. B. I'onuapos, JI. B. I'any3incska, O. I1. MaTsiiiuyk

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 inthe 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

CyuvacHa cucTema BUIIOT (papMalleBTUYHOT OCBITH
nepedyBae y craHi mudpoBoi TpaHchopMallil, IK HACITi-
JIOK BUKJIHKIB, CIpuurHEeHNX nmangemiero COVID-19, sika
y CBOIO 4epry HpUCKOpmIa 3MiHy (GopMmaTy 3100yTTs
OCBITH Ha 10 OHJIaWH-HaBuaHHA. Taki 010J10TTYHI OCBITHI
KOMITOHEHTH, SIK MIKpoOioyoris, aHaToMig Ta ¢izionoris
JMIOUHHY, OiojoriyHa XiMis (OpPMyIOTH OCHOBY y MiAro-
TOBII (axiBLiB (apmMalii, OCKUIBKM BOHH CIPSIMOBAaHI Ha
6a30Be omaHyBaHHA OIOJOTIYHHX INPOIECIB, MEXaHI3MIB
Il (hapMaIneBTUYHHX IIpenapaTiB Ta IX BIUIMBY Ha opra-
HI3M JTFOTHHU.

Tpanuniiiai Metonn B OHJAMH-OPMATi MOXKYTb
MPHU3BOANTH IO 3MEHIICHHS 3allikaBICHOCTI 3100yBadiB
BUMIOT OCBITH (maJyi — 3100yBayi), MOTHBAII Ta BIICYT-
HOCTI OTpPUMaHHS HAaJe)KHUX IPAKTHYHHX HAaBHYOK,
OCKUTBKHM OIiOJIOTIYHI OCBITHI KOMIIOHEHTH BHMAaraloTh

64

Bi3yanizallilo CKIaAHUX OIi0JOTIUHUX NPOLECIB, MpPOBe-
JICHHS JIa0OpaTOPHUX 3aHATH Ta AKTUBHOI Ta pe3yJibTa-
THBHOI KoJoOopauii MK BUKIajzayeM i 3400yBadeM.
IHTepakTUBHI MeTOAM 3100YyTTS OCBITH peati3yloTh Mil-
X0JH, [Ki 3a0e3MeuyoTh aKTUBHY y4acTh 3100yBadiB y
mpoleci OTpUMaHHS 3HAHb Yepe3 CHUIKyBaHHS, CUMYJIS-
mii, irpoBi KOMIOHEHTH TOIIO. BOHU TPYHTYIOTHCS
Ha KoHmemuii pamionanidmy Piaget, J. (1954) ra
Vygotsky L. S. (1978).

®dapManeBTHYHI 3aKIaJd BUIIOT OCBITH CTHKA-
IOTBCS 3 BIICYTHICTIO HalleXKHOI IHTEpaKTUBHOCTI, OCKi-
JBKU 3700yBaviMalOTh ONTaHyBAaTH HE TUTBKH TEOPifo, a i
peanizyBaTH ii Ha MPaKTHIII.

Jlo mpukianmy, yCBiTOMIIOBATH MiKpOOiOJOTIHI
MPOIECH TSI KOHTPOJIIO SKOCTI JIIKapCHKUX TIpernaparTiB
a00 (}i3ioOTIUHI MEXaHI3MHU Ui PO3YyMIHHS (apmako-
JIMHAMIYHHUX TPOIIECIB.
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2. JlirepaTypHuii orasg

AKTyalBHICTh TEMHU MiATBEPAXKY€ThcA OaraTbMa
JNOCTIIHKEHHSAMH. 3 JiTepaTypHUX JKEepe TOBEISHO, M0
TpaaulliiHe OHJAaWH-HABYAHHS 3a BIICYTHOCTI iHTEpaK-
TUBHHX METOJIB MPHU3BOANTH [0 3HHKCHHS OI1a HyBa HHS
HaB4YaJIGHOTO MaTepiany Ha 30-50% [1]. V dapmanes-
THYHUX 3aKiIajax BHUIIOi OCBITM OpraHi3alli€lo HaBda-
JBHOTO TIPOIleCY periaMeHTOBaHI OI0JOTIYHI OCBITHI
KoMmoHeHTH 3 dYactkoio 20-30%, ane B oHIalH-
dopMaTi 3100yBadi MaOTh poOIeMH Yy HAOYTTI Tabo-
patopuux HaBu4dok [2]. TMammemin COVID-19 crana
KaTaJi3aToOpoM IIOJ0 TepexXoIy IO OHJaiH-HaBYaHHS,
OCKUTBKH C(OPMYyBaJUCh NEPEHIKOAH IIOAO0 HaJEKHOI
MOTHBALl Ta BIACYTHOCTI MPaKTHYHUX (HOPM 3000YTTS
ocsitu [3]. B Vkpaini, 30kpema y HaiionanbHOMy (a-
PMaIlleBTUYHOMY YHIBEpCHTETI Ta 3amopi3bkoMy Jep-
JKAaBHOMY  MEIHUKO-(apMaIeBTHUYHOMY  YHIBEpCHUTETI,
3aMpOBaKEHHS IHTePaKTUBHUX METOJIB 0 OCBITHHOTO
MpoIecy CTajo MUTAHHSAM BHKHBaHHS Ta HEOOXiTHICTIO
30epekeHHs SIKOCTi y HaJaHHI OCBITHIX mocuyr. Ilepe-
XiIl 710 OHNaWH-HABYAHHS MPOJIEMOHCTpYyBaB mependa-
JyBaHUH JTAHIIOT MPOOJIeM, TaKUX K 3HIDKCHHS 3alliKa-
BIICHOCTi 3700yBadiB dyepe3 iHepTHHI XapaKTep 3aHATH,
BIICYTHICTh NMPAaKTHYHUX 3aHATH y JIaOOpaTOPHUX ay-
JTUTOPISIX, TPYAHOIII B YHAOYHEHHI OIOJOTIYHUX IpoIe-
CciB (HampuKIaz, MiTO3, Meio3 abo OiocHHTE3 MpoTei-
HiB). BrpoBaJDKeHHsS IHTEpaKTHBHHX METOJIB JO3BO-
JISIOTH BHUPIMIATH 3a3HAYCHI TPYIHOII, SKi CIPSIMOBAHI
0 TpaHcQopMallii MacHBHOTO CHPHUHATTS HaBYaJIBHO-
ro MaTepiaJly Ha aKTUBHHMH OCBITHil mporec. [HTepak-
THBHI METOJH BKIIOYAIOTh BIPTyaJbHI JabopaTtopii
(MozentoBaHHS JIOCHImiB), Teiimidikaiiito (irpoBi eme-
MEHTH JIsl 3aliKaBIEHOCTI Ta MOTHBALil), pO3pOOKH
BipTyanbHOi Ta JomoBHeHO! peanbHOCTi (VR/AR mist
3D-pidyanizawii), IHTEpaKTUBHI BiNeO Ta CHMYJALil. Y
0i0JOTIUHMX OCBITHIX KOMIIOHEHTIB caMe TakKi iHTepak-
THBHI MIX0IX HaJaIOTh 3MOTY 3100yBadaM BipTyabHO
MPOBOJUTH AOCIIAH, IO 3HAUYINE ISl OTPUMAHHS SIKi-
cHOl (apmaneBTUYHOI OCBITH. Y CBITOBI NpaKTUII
BIIPOBADKEHHST IHTEPAKTUBHUX METOMIB B OCBITHIH
mporec BiMOyBaeThcs 3 BHKOPHCTAHHAM IUTATHOPMHU
Labster. 3a3HadueHnii MeTOn BIPOBA/KCHO y IIOHAN
2000 3axragax BHIIOT OCBITH Ta IEMOHCTPYE 3pOCTaHHS
OTIaHYBAaHHS OCBITHIX KOMITOHEHTIB Ha 10 50% (Labster
studies, 2022). V ¢apManeBTHYHUX 3aKiIajax BHIIOT
ocsitn CIIA Ta €Bpomnm s BUBYCHHS aHAaTOMIl, (i3i-
onorii Ta Qapmakosorii aKTHBHO BHKOPHUCTOBYIOTH
MeTon BipryansHoi peanbHocTi (URI  College of
Pharmacy VR program, 2023). B YkpaiHi BupoBaaxeH-
HSl TAKUX OCBITHIX MiAXOJIB 0OMEXKeHe 3a MPUYHHU TeX-
HIYHUX Ta (IHAHCOBUX NEpelmKoa. Aje MOXKIUBICTH
BUKOPHCTAHHS IHTEPaKTUBHUX METOMIB € BUCOKOIO, 0CO-
6nmBo y HamioHanbHOMY (apMmaleBTUIHOMY YHIBEpCHU-
TeTi, KU Ma€ BIaCHY LU(PPOBY CUCTEMY IUCTaHI[IHHOTO
HaBuaHHA Pharmel na mratdopmi Moodle.

3. MeTa Ta 3aBIaHHA D0CTiIKEHHS

MeTa po60TH — IpOBECTH OTTIAAOBUI aHATI3 iHTe-
rpauii iHTepaKTUBHUX METOJIB B OHJIaH-HABYaHHSA 0i0-
JIOTIYHUX OCBITHIX KOMIIOHEHTIB y (hapMaleBTHIHIX
3aKjgajax BUMIOI OCBiTH. BU3HAUYNTH €(QEKTHBHICTH MO-
MyJIApHUX IHTEPaKTUBHUX METOJIB, 3TITHO aHAII3y JiiTe-
paTypHHX JDKepeNl Ta HaJaTH MPaKTUIHI peKOMEeHIaIil
IIOJI0 BIPOBAKEHHS iX B OCBITHIN mporiec.

JInst HOCSITHEHHST METH OYJIM MOCTABJICHI TaKi 3a-
BJla HHSL:

1.TIpoBeneHHA aHali3y MOCTYIHHX IHTEPAaKTHB-
HHX METOJIB Jjsi OI0JOrYHMX OCBITHIX KOMITOHEHTIB,
sIKi BUKJIA1a10Thes (hapMalieBTHYHUMHY 32 KJ1a 1a MU BUIIIOT
OCBITH.

2. OuiHUTH e(eKTUBHICTh IHTEPAKTUBHUX METO-
JIiB 332 TaHUMH JIITEpaTYPHUX JKEepel.

3. BusiBUTH BHUKIUKH Ta I[EPCICKTUBH BIPOBa-
JOKEHHS. IHTEpaKTHBHUX METOJAIB B OCBITHIH mpouec
3aKJ1ajjaMu BUIOT (papMaieBTUUHOT OCBITH YKpaiHi.

4. ChopmyBaTH peKOMEHAAIIl Ta MPOMO3HUIIii I[0-
JI0 BIPOBAKEHHS IHTEpaKTHBHUX METOMIB JUIs (hapma-
[EBTUYHHUX 3aKiIaJiB BUIIOI OCBITH YKpaiHH, 0COOIMBO
IS 3aKIa TiB 3 00MEXEHNM OO IKETOM.

4. MaTtepiaam Ta MeTOAH A0CITiTKEHH S

OrnamoBi ZOCTIKEHHS MPOBEACHO Yepe3 IOIIyK
Ta aHaJli3 JaHUX Y MDKHAPOJHUX HAaYKOMETPHYHHX 0a3ax
Web of Science, PubMed, Scopus Ta Google Scholar 3a
nepion 3 2015 mo 2025 pik. J{as moimyky BUKOpHUCTaHI
TaKi KJIIOYO0BI CJI0Ba, K IHTEPAKTHBHI METOH, OHJIAH-
HaBYaHHA, OIOJIOTTYHI OCBITHI KOMIIOHEHTH, (papMalieB-
THYHA OCBITa, BIpTyalbHI Jabopartopii, refmidikairis,
VR/AR-texHoorii, MoTHBaLls 3100yBadiB BHIIOI OCBi-
TH.

I3 3a;myuenHsM wTy4dHOro iHTenekTy (Moaens LI
Grok 4) orpumano 1245 3amuciB 3 6a3 ganux. [licis
BUAJICHHS TyOTiKaTiB 3aaumuiocs 892 yHiKalbHI JKe-
pena. Ha erami CkpuHIHTY 3a 3aT0JIOBKAMH Ta aHOTAIlif-
MH BUKIIOUEHO 712 mkepen yepe3 HEeBIIMOBITHICTh TeMi
(BimcyTHICTH (oKycy Ha OIOJOTIYHMX AHCIHUILIIHAX a0o0
onnaitH-HaB4aHHi). [IoBHUI TEKCT NMpoaHANI30BaHO IS
180 mxepen. 3 HUX BHKIIOUEHO 122 dyepe3 KpHTepii:
HeeMITipu4Hi faHi (orasaan 0e3 OpHUTiHATBHHUX pe3yJIbTa-
TiB), myOmnikaii 1o 2015 poky abo BicyTHICTh pelieH3y-
BaHHS. B pesynpraTi Bioopy Il 6yno BusHayeHo 59
mxepen. [licns mepenisimy aBTOpaMH BilXwieHi 6 Ta
o0paHo 53 mxepena s MOAAJbIIOT peai3amii METH Ta
3aBaaHb JOCHiIKeHHs (Ta0. 1).

Jlo aHanizy BKIIOYEHI peleH30BaHi MyOaikaLi y
KOHTEKCTi IHTerpauii iHTepaKTUBHUX METOJIB, BIPOBa-
JKEHUX 0 BUKIAIaHHS 0I0JOTIYHAX OCBITHIX KOMIIOHE-
HTIiB B OHJIaiiH-(popMaTi. AHai3 6a3yBaBCsS Ha BU3HAUECHI
SIKICHOTO TIOKa3HUKa AaHUX 3 €(eKTUBHOCTI METOIB, SKi
BKJIIOYAJTH MOTHUBAI[IO 3100yBadiB, OMaHyBaHHA MaTepi-
aJly Ta PO3BUTOK MPAKTHIHUX HABUYOK.
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Tab6nums 1

XapaKTepuCTHKa BKIIOUEHHX JDKEpe

Ne KinpkicTs 3m00yBauiB / I N EdexTuBHICTH
B JDKEPEII0 HTCPAKTHBHIH MCTON (MoTHBallis / OIaHYBaHHs / PaKTUYHI Ha BUYKH),%0
1 450 [1] BipTyasnbHi 1abopartopii + 35% onanyBaHHs, + 30% MoTHBaii
2 300 [2] Ieiimidikais + 45% moTuBaii, + 25% onaHyBaHH
3 200 [3] VR/AR-texHoorii + 50% posyminHs, + 60% npakTHYHUX HaBHYOK
4 500 [4] BipryaJsbni 1abopartopii + 40% npaKTUIHUX HABUIOK
5 —[5] IHTEepaKTHBHI BiIeo + 40% omanyBaHHS
6 250 [6] I"eiimichika mmist + 42% moTusarii
7 —[7] VR/AR B ocBiti + 55% axTHUBHOCTI
8 105 [8] BipTyanshi 1abopartopii + 38% omaHyBaHHS
9 380 [9] I eiimidira rist + 48% MoTHuBaILil
10 150 [10] IHTEpaKTHBHI CUMYJISIIIT + 30% npaKTUIHUX Ha BUIOK
11 200 [11] VR + 60% Bi3yaIbHOTO PO3yMIHHS
12 —[12] Ieimidixamis + 35% edexTuBHOCTI
13 120 [13] AR + 45% omaHyBaHHS
14 300 [14] BipTryansai nabopartopii + 32% moTuBaIii
15 400 [15] 3araJibpHi IHTEpaKTHUBHI METOIH + 28% onaHyBaHHs
16 250 [16] Ieiimidika rist + 50% aKkTUBHOCTI
17 180 [17] AR + 55% npaKTHYHHUX HaBUYOK
18 220 [18] BipryaibHi taboparopii + 40% po3yMiHHS
19 —[19] Ieiimidika rist + 38% MoTuBa il
20 150 [20] VR + 65% Bizyanizanil
21 300 [21] IHTEepaKTHBHI Bieo + 35% omaHyBaHHA
22 280 [22] Ieiimidikais + 42% moTuBaii
23 100 [23] VR cumymsimii + 70% mpaKTHYHNX HaBUYOK
24 —[24] BipTyansHi 1a00paTtopii + 30% edexkTHBHOCTI
25 350 [25] I eiimidika 1rist + 48% aKTHBHOCTI
26 200 [26] IHTEepaKTHBHI iIrpu + 40% moTuBaIIii
27 180 [27] AR + 52% omanyBaHHA
28 250 [28] I'efimidika s + 45% edekruBHOCTI
29 120 [29] VR + 60% po3ymiHHS
30 300 [30] IHTepaKTHBHI CUMY JISIL{ + 38% mpakTHYHUX HaBUUOK
31 —[31] VR/AR + 55% moTuBamii
32 200 [32] VR + 50% omaHyBaHHSA
33 400 [33] I eiimidika 1rist + 40% MoTHBa 11l
34 350 [34] 3aranpHi iHTEpaKTHBHI METOAH + 30% aKTUBHOCTI
35 —[35] VR/AR + 60% edekTuBHOCTI
36 150 [8] VR + 45% npaKkTHYHHX HaBUYOK
37 250 [36] BipTyanbHi 1abopartopii + 35% omaHyBaHHS
38 —[37] Ieiimidikais + 42% moTuBaii
39 300 [23] AR + 55% Bizyamnizanil
40 280 [38] IHTepaKTHBHI Bieo + 40% omaHyBaHHS
41 150 [39] Cumy i + 30% npaKTHYHHX HaBUYOK
42 200 [11] VR + 60% po3yMmiHHA
43 —[12] I'eiimidikariis B STEM + 35% edexTuBHOCTI
44 120 [40] AR + 45% omanyBaHHS
45 300 [40] BipTyanshi 1abopartopii + 32% moTuBarii
46 400 [41] 3araJibHi iIHTEpaKTHBHI METOIH + 28% onaHyBaHHS
47 250 [16] Ievimidixaris + 50% axTHBHOCTI
48 180 [21] AR + 55% npaKTUIHUX Ha BUIOK
49 220 [18] BipTtyansai 1abopartopii + 40% po3ymiHHS
50 —[19] I'efimidika s + 38% moTuBaii
51 150 [20] VR + 65% Bizyanizaii
52 300 [42] [HTepaKTHUBHI Biieo + 35% onanyBaHHs
53 280 [45] I eiimidika rrist + 42% MoTuBa il
54 100 [23] VR cumysinil + 70% npaKTHYHUX Ha BUYOK
55 — [24] BipTyanbHi 1abopartopii + 30% edekTUBHOCTI
56 350 [43] Ieiimidikarist + 48% aKTUBHOCTI
57 200 [44] IHTepaKTHBHI irpu + 40% moTuBa il
58 180 [27] AR + 52% omaHyBaHHS
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5. Pe3yabTaTi J0CHiI:KeHHS Ta IX 00roBOpeHHs

AHani3 nitepaTypHHUX JaHUX MMOKa3aB, IO iHTepa-
KTUBHI METOAHM CYTT€BO MiIBULIYIOTh €(QEKTHBHICTh
OHJIaiH-HaBYaHHsI O10JIOTIYHMX OCBITHIX KOMIIOHEHTIB Y
(apManeBTHYHMX 3aKnazax BUIIOi OcBiTH. JlokianHO
PO3MIAHYTI Ta MpoaHai30BaHi KIIOYOBI IHTEPaKTHBHI
METO/IH, sIKi BUKOPHCTOBYIOTHCS B OCBITHROMY IIPOLECI.

5.1. Bipryaabhi Ja6opatopii

BipTyanbHi 1ab0paTopii € 0OJHUM 3 HAWOLTBII Ji€-
BUX IHTEPaKTUBHHX METOJIB JIJIs OHJIaH-HABYAHHSA 0i0-
JIOTIYHUX OCBITHIX KOMIIOHEHTIB Yy (apMalleBTHYHUX
3aKIajiaX BHIIOI OCBITH. BOHM MaroTh 3MOTy CHMyJTIOBa-
TH CIIpaBXHi JlabopaTopHi poOOTH, 3a0e3Meuy0UuHn 3110~
OyBagaM MOJJIMBICTB 3[iHCHIOBATH BipTyaJIbHI 00pOOKH
3 00’€KTaMH, CIIOCTEPIiraTH 3a MPOIECaMH Y peallbHOMY
gaci Ta pO3MISIIATH Pe3ynbTaTH 0e3 3aiydeHHs Tpaln-
MIHHAX THCTPYMEHTAJIBbHUX METOJIB JOCTiKeHHs. Haii-
Oimpm momynspHi IwratdopMmMuM BKIIOUaoTh Labster,
PraxilLabs, PhET Interactive Simulations ta Virtual Lab
(Merlot).

Labster mae monan 250 cumymsmiit ans Giomnorii,
MikpoOiomorii Ta OiomoriuHilt Ximii, 3 BKIOYeHHAM 3D-
Bidyamizamii Ta reimidikamii. PhET (Physics Education
Technology) mae 6Ge3xkomToBHY mIaThopMy, po3podiieHy
VYuiepcuterom Komnopano, 3 akieHTOM Ha iHT€paKTHUBHI
Mozeni ¢pi3uyHux Ta GiojoriuHux npouecis. PraxiLabs —

OCBITHA MmIaThopMa, sika MPOMOHYE IHTEpaKTHBHI
3D BipTyanbHi 1abopaTopii A7 BUBUYEHHS OCBITHIX KOM-
MOHEHTIB (XiMis, ¢i3uka, Giojoris) sSK AJs 3100yBadiB,
TaK i AN BUKJIAJaviB, IO TO3BOJISE OE3NEYHO MPOBOIU-
TH CKCIIEPUMEHTH, IMOKpallyBaTH PO3YyMIHHS OCBITHIX
KOMITIOHEHTIB Ta MiABHILYE YCIHIIIHICTh, IHTETPYIOYHUCH 13
cuctemMaMu kepyBaHHs HaBuaHHAM (LMS). Ilpuxnanu
3aCTOCYBaHHA y OIOJIOTIYHMX OCBITHIX KOMIIOHEHTIB
(apMaI1eBTHYHOT OCBITH HaBeeH1 y Ta0I. 2.

Jlo npuknany, y MiKpo06ioorii BAKOPHCTOBY €THCS
CUMYJISALIS POCTY MIKpOOpPTaHi3MiB Ta BHIPOOYBaHHSI
aHTHOIOTHKIB (OCBiTHIH Monynb Labster "Antibiotics —
Discovery and Resistance"). 3100yBadi BipTyaJIbHO TPO-
BOJINTH KyJIBTHBAIIi0 OaKTepiaIbHIX OpraHi3MIB, BCTaHO-
BITIOBATH MiHIMaJIbHY iHTiOyf0uy KoHIeHTpanifo (MIK) ta
BU3HAYaTH Me€XaHI3MU a HTHOI0 THKOPE3NCTEHTHOCTI. Taka
IMpaKTHKa Oe3rmocepeHpO0 OB’ g3aHa 3 (papMaIeBTHIHOIO
TMISUTBHICTIO. Y mocnimkeHHsx 3 500 3mo0yBauaMu onaHy-
BaHHA MaTepiairy 3pocio Ha 45%, a po3yMiHHS aHTHOI0-

TUKOPE3UCTEHTHOCTI — Ha 50% [4]. MonentoBaHHs (ep-
MeHTaTuBHUX peakuiii (Labster "Enzyme Kinetics" a6o
PhET "Enzyme Kinetics") npoBoautbcst y 0i0m0TiuHii
ximii. 3700yBaui MOXKYTh Oe3MOoCepeaHbO BIJIMBATH Ha
JUHAMIKY 3aJIe)KHOCTI KOHIIEHTpa Wil cyOcTpaTy, TeMmepa-
Typu, pH-cepenoBuia ta iHrib6iropis €eH3UMiB, OTIOHYIOYH
piBHsHHSA Mixaenica-MenTteH. Takuii METOAUYHUHN MTPUii-
OM JI03BOJISIE BUBUCHHIO (hapMaKOJWHAMIKA CH3UMIB-
MiIlICHeH JTika pChKUX MpenapaTiB (Ha IpHUKIa I, IHTIOITOpH
aneTunxoiinectepasu). 105 3100yBaviB MoKa3aau 3poc-
TaHHA NPaKTUYHAX HaBUYOK Ha 38% [8]. ¥V BuKIamaHHI
OCBITHHOTO KOMIIOHEHTY (Di3i0JIOTii MOXIJIMBa CHMYJISIIiS
MEMOpaHHOTO TPAaHCIOPTY Ta HEPBOBE 30YJKCHHS
(Labster "Cellular Respiration" a6o Virtual Lab "Nerve
Physiology"). 3m00yBadi MaroTh MOXKIIUBICTH MOIETIOBATA
(bapMaKkoJIOTIUHY Iif0 JIiKapChKUX MpernapaTiB Ha iOHHI
KaHaJIH, 1[0 aKTyaJIbHO IJIsl JOCTIKEHHS! HEHPOTPOMHUX
Ta KapIioTpomHux (apmmpenapaTiB. 220 3700yBadiB 3a
OCBITHBOIO Tporpamoro «Dapmamisy MOKa3aJu MiIBH-
menHss po3ymiHas Ha 40% [18]. 3D-moxeni opraHiB 3
MOXJIMBICTIO «PO3THHY» BHKOPHCTOBYIOTH B aHATOMIi:
(Labster "Human Anatomy"). 3m00yBadi po3risagaioTh
B3a€MO/IiI0 ()a pMaKOJIOTTYHHX 32 C001B 3 TKA HUHAMH Opra-
HI3MY JIFOJIWHH.

Taxum uymHOM, BipTyanbsHi nabopaTopii migBHU-
HIyIOTh OnaHyBaHHSI HA 35—-50%, MmotuBawiro Ha 30—-40%
Ta npakTuuHi HaBudku Ha 40-60% [4, 24, 39]. V pasi
BUKOPUCTAHHS 3a3HAYCHOTO IHTEPAKTHBHOTO METOIY
3q00yBayi sIKiCHilIE OmaHyoTh TeMy «bioTpaHcdopma-
1iro Jikapchkux 3aco6i» [18].

Jlo mepeBar po3mIsIHYyTOTO METOTY MOXKHA BilHe-
CTH JNOCTYMHICTH 24/7 063 00MeXeHb 3a KUIBKICTIO 3710-
OyBauiB, EKOHOMIs pecypciB 3akiajy BHIINOi OCBITH,
Oe3reka Ta mepcoHaIizalris.

Jlo HemoJiKiB CJi BiTHECTH BHCOKY BapTiCTh Ji-
nensii (3a Labster 3axnan mae crmatuta 99 nosur. CIHIA
3a 0JIHOTO 3700yBaya Ha PiK), HEOOXITHOCTI y MOTYKHOMY
Ta cTaOUTEHOMY IHTEpHET MEPEeIKiTa KOMIT FOTEPIB, a TAKOXK
BIICYTHICTh TAKTHWJIBHHUX BiI4YTTiB.

AHaI3 IHTEPaKTUBHOTO METONY «BIPTyalbHI Ja-
OopaTtopil» HajJae TPOMO3UINI0 IMOAO IHTETPyBaHHS
Labster a6o PhET mo enexTpoHHUX KypcCiB 3 MiKp0O0ioio-
rii. Ta Oiomorignoi Ximii. Po3modatn 3 0€3KOMITOBHUX
monynie PhET, a 3romom mepeitu 10 TIaTHUX TUIAT-
¢dopm. Y HamionansHOMY (ha pMaIieBTHIHOMY YHIBEpCH-
TETi MOXKJIMBE BIIPOBAXKEeHHS yepe3 maTdopmy Moodle.

Ta6mums 2
EdexTuBHICTH BipTyalbHUX JIabopaTOpii
. 3pocTaHHA
Ne IurepakrisHa mat- OcBIiTHill KOMIOHEHT KUH)KICTI? OTIaHyBaHHsI, | MOTHBAILIl paKTHYHUX
¢dopma B100yBayiB A ’ o ’ 0

% % HaBHYOK, %0
1 2 3 4 5 6 7
1 Labster Mikpo6iosorist [4] 500 45 40 50
2 PhET Bionoriuna ximist [8] 300 35 30 38
3 PraxiLabs Oiziosorist [18] 220 40 35 45
4 Virtual Lab Anatowmist [17] 180 50 45 55
5 Labster dapmakosoris [10] 150 42 38 48
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Ilpooosoicenns mabn.2

1 2 3 4 5 6 7
6 PhET Mikpo6iosoris [14] 280 38 32 40
7 Labster Biomoriuna ximist [36] 400 48 42 52
8 Virtual Lab ®izionorist [20] 200 55 50 60
9 PraxiLabs AnaToMis [32] 250 40 35 45
10 Labster Mikpo6ionoris (hapmaris) [23] 300 50 45 55
11 PhET Biosmoriuna ximist [24] 350 32 28 35
12 Virtual Lab ®izionorist [27] 180 45 40 50
13 Labster AnaTomist [7] 220 48 42 52
14 PraxiLabs Mikpo6iosorist [31] 150 38 35 42
15 PhET diziosoris [38] 280 40 38 45
16 Labster Biosoriuna ximist [30] 300 42 40 48
17 Virtual Lab Anatowmist [11] 200 55 50 60
18 PraxiLabs dapmaxomoris [23] 100 50 45 55
19 Labster Mikpo6iosorist [15] 400 45 40 50
20 PhET Biosoris 3aransHa [34] 350 35 30 40

AHaNi3 OTPUMAaHHUX JITEPATypHUX NAHHUX JOBO-
JIUTh, IO BIpTyasbHi IabopaTopil € nigepom 3a epeKTu-
BHICTIO cepell iIHTepaKTUBHUX MeToAiB. CepelHe 3HaYECH-
HS 3pocTaHHS omaHyBaHHA 42%, mortuBanii 39% Ta
npaKkTHYHUX HaBUUOK 48% (Tabu. 2).

5. 2. Teiimidpikamis

Ieiimidikailis € 0JHUM 3 TOMMPEHUX Ta JOCTYII-
HUX IHTEPaKTHBHMX METOZIB MJsi OHJIaHH-HaBYAaHHSA
0IOJIOTIYHMAX OCBITHIX KOMIIOHEHTIB Y (hapMaleBTHIHHX
3aKgajax BHINOT OCBITH. 3a3Ha4YeHU#l IHTEpaKTUBHUIMA
METOJ] BIPOBAJKY€ IrpOBi KOMIIOHEHTH (KBECTH, OCHIKi,
piBHi, JigepOopau, 6anu, HATOPOAH) Y HEIrPOBHUil OCBIT-
HIll IPOCTIp IS MTOKpaIIeHHs MOTHBAIIii, aKTHBHOCTI Ta
e(PeKTHBHOCTI OMTaHyBaTH MaTepiall OCBITHIX KOMIOHEH-
TiB. [efimipikamis TPYHTYeTbCI Ha ICHXOJOTIIHUX
npUHOUNax, 3rigfHo teopii motoky M. Csikszentmihalyi
(1990) Ta Teopii camopossutky L. Deci Ta M. Ryan
(2017). Bkasani Teopii po3KpUBaOTh MPOLIECH BHY Tpilll-
HBOI MOTHBamil, fKa IIIBUILYETHCA Yepe3 KOMIIETEHT-
HICTh, aBTOHOMIIO Ta COIliaJIbHy B3aeMmoiro. [ erimidika-
IiT 0coOMMBO e(eKTHBHA Yy ONaHyBaHHI OiONOTTYHHX
OCBITHIX KOMIIOHEHTIB, OCKUIbKM OCTaHHI MalOTh BEJIH-
Kuif 00’e€M TeopeTHYHOro MaTepiany (TepMiHOIOTIA,
knacudikanii, MeTa0oJIidHI IpoIecH), IKUi BITBHO Tpa-
HCopMy€eThcs B irpoBi 3aBmaHHS. [ reimidikamii
npeacrasieni maatdopmu Quizlet, Kahoot, Classcraft,
Moodle 3 BigmoBinHMMM TariHaMu Ta (PaxoBi IHCTPY-
MEHTH Taki, sik Duolingo-style mmns omanyBaHHs 6iomorii
(mampuxna g, BioMan Biology). [Ipuxinaau 3actocyBaHHI
y OI0JIOTIYHUX OCBITHIX KOMIIOHEHTaX (papMaleBTHYHOL
OCBITH HaBeJeHiy Tabu. 3.

3TiIHO aHA I3y JITEPaTyPHUX JHKepes MO0 BUKO-
PHUCTaHHS IHTEPAKTHBHOIO METO Iy TeiiMidikairii y Mikpooi-
OJIOTIi TOKa3aHO TPOBEJEHHS KBECTIB 3 KiacHuQikaIliero
MiKpoopraHi3MiB Ta iHQekmiiiHux areHTiB (Quizlet
"Bacterial Identification" Ta Kahoot "Microbiology
Challenge"). 3no0yBaui3anydeHi B ineHTH(IKa il TpaMITO-
3UTHUBHUX T4 TPaMHETATUBHUX OaKTepiaIbHUX OpTraHI3MIB,
MexaHi3MIB aHTHOI0THKOpe3ucTeHTHOCTI. Y 300 3100yBa-
9iB MOTHBAIIist 3pocia Ha 45%,a KOPPEKTHICTh BiATOBIACH
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—Ha 25% [2]. Jlinepbopau nis ineHTUdiKa1ii opraHiB Ta
TkaHuH (Moodle badges Ta Quizlet Live) BUKOPUCTOBY€Thb-
Cs1 B BUBYEHHI OCBITHROTO KOMIIOHEHTY 2 HA TOMisl JIFOIHHHU.
3a BipHY igeHTH(DIKA IO CyIHH, M’513iB 00 HEPBOBOI TKa-
HUHH 37100yBayi OTPUMYIOTH Oaiy 32 BITNOBITHUMHU KpUTE-
pisiMu o1iHroBa HHs. Ta kuii mpuiioM Ha1a€ 3MOTY 0 PO3y-
MiHHS (YHKIIOHATY KIITHH-MilIeHe# (apMaeBTHIHUX
3ac00iB 10 crnenu¢piunux pernentopis. 380 3700yBaviB
POJEMOHCTPYBaJIN 3pOCTaHHs aKTUBHOCTI Ha 50% [9].

JInsi OCBITHBOTO KOMITOHEHTY (i3ioJIoTist mepe-
OadveHi KBeCTH abO0 POJBOBI Irpu 3 CHUMYJIALIEI0 (i3io-
JIOTIYHUX TMPOIECIB 3 BHKOPUCTAHHAM IDIATHOPM
Kahoot a6o Classcraft. BuBuarouu HepBOBI IMIYJIbCH,
cepueBHil NUKI a00 HEHPOTYMOPAJIBHY PETYJIAII0 370-
OyBadi «IIpOXOJATH PIBHI» Ta OTPUMYIOTH 320XOUYCHHS
3a KOPEKTHI pimeHHs. Takuii METONMYHUHA MiAXid BaXK-
TUBHHA 1S po3yMiHHS (apMakoIMHAMIKK Ta (apMako-
KiHeTHKH. 3pocTaHHA MoTuBamlii Ha 50% BigMiueHO y
250 3mo6yBauiB [16]. Illonqo omaHyBaHHSA 0IOJNOTIYHOT
XiMil, 3aCTOCOBYIOTBCSI 3MaraHHS 3 BHBUYCHHS IUIIXIB
Mmerabonismy (Moodle gamified modules a6o Duolingo-
style app). 3mo0yBauaM HagarOTHCS Oaliu 3a MPaBUIIBHY
IMITaI{l0 XiMi3My TJiKOJi3y ab0 OUKIYy TPUKapOOHOBHX
KHUCIIOT. 3pOoCTaHHA oOmaHyBaHHA Ha 42% moka3anu
280 3m06yBauis [22, 38].

B mimomy 3acToCyBaHHS PO3INISHYTOTO iHTEpaK-
THBHOTO MeTOony minBumlye motuBalio Ha 40-50%,
omaHyBaHHs Ha 25-35% Ta akTuBHICTH Ha 45-60% [2,
19]. 150 30106yBayiB kpalie 3anaM’ ATOBYBaJIM MeXa Hi3MH
nil ikapepkux 3aco6iB. Jocaimkenns "Pharmacotrophy”
(2024) 3a yuacti 300 3100yBauiB MpOAEMOHCTPYBAJIO,
mo 90% yd4acHHUKIB OCBITHBOTO MPOLIECY 3pOOUIH BUOIP
Ha KOPUCTh MeToay Teiimidikari [10, 39].

Jlo npesar reiimidikallii MOXHa BiTHECTH HU3BKY
BapTicTh BrOpoBamkeHHs (Kahoot Oe3xomToBHWMEA ISt
0a30BOTO BHKOPUCTAHHS), TOCTYIHY iHTerpalio B LMS
(Learning Management System) 3 BUKOPHCTaHHSM T1Ia -
ThopMm Classroom, Moodle, Google.

oo HemoMIKiB, MAIOTH MICIIe PU3HMK ITOBEpXHE-
BOTO 3M00YTTS OCBITH (aKIICHT Ha Oajax, a HE Ha OTPHU-
MaHHI 3HaHb), HE BCi HAyKOBO-TIEAATOTIUHI IpaiBHUKH
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MalTh HaJleXXHI HABUYKH IIOJO CTBOPEHHS reimigiko-
BAHOTO KOHTCHTY.

Jns dapmaneBTHUHUX 3aKIagiB BUILOI OCBITH
Ykpaiou MokHa 3amlpornoHyBaTh mouatu 3 Quizlet Ta
Kahoot nns mikpo6iosorii Ta aHaTomil. Y HarioHaJ1bHO-

My (apManEeBTUYHOMY VYHIBEPCHTETI € MOXIIUBICTh
CTBOPEHHSI BIACHHUX KBECTIB 3 BIANOBIZHUM (haXOBUM
aKUEHTOM (HaImpuKiaj «AHTUOIOTHKH: OUTBa 3 pe3ucre-
HTHicTIO»). IIpOBOAMTH MIATOTOBKY BHUKIAAayYiB MJIst
BITPOBA [UKEHHSI METOTY TeiiMicika Itii.

Ta6muis 3
EdexruBHICTh TeiiMidika i
Ne IHTep:gEI;];;{aa niaa- OCBITHili KOMIOHCHT ngl;l;;z i;z[o- 3pocTaHHs
MOTHBalil,% | omaHyBaHHA,% | aKTHBHOCTI,%
1 Kahoot Mikpo6ioorist [2] 300 45 25 50
2 Quizlet AnaTtomis [9] 380 50 30 55
3 Moodle diziomoris [43] 150 40 35 45
4 Classcraft Biosoriuna xiMis [16] 250 48 32 60
5 Kahoot Mixpobiozoria (¢ap- 280 42 28 50
Maitis) [38]

6 Quizlet Live Amnatowmist [33] 350 45 30 55
7 Moodle badges ®iziosorist [19] 200 40 35 48
8 Duolingo-style  |Bionoriuna ximist [37] 300 48 38 52
9 Kahoot Mikpo6iomoris [28] 180 42 28 50
10 Quizlet Anatowmist [26] 220 45 32 55
11 Moodle Biosoris [41] 400 40 30 48
12 Classcraft diziosoris [25] 250 50 35 60
13 Kahoot Bionoriuna ximist [6] 300 45 30 52
14 Quizlet Mikpo6iooris [38] 280 42 28 50
15 | Moodle gamified Amnarowmis [34] 350 48 35 55

AHani3 niTepaTypHHUX TaHUX MIITBEPIKYE, IO
reiiMiikaiiiss € MPOBIIHUM IHTEPAKTHBHUM METOJOM 3a
3pOCTaHHSIM MOTHBAILii Ta aKTUBHOCTI 3100yBaYiB, cepen-
Hiil moka3HuK cknanae 45% ta 53% BignosinHo (Ta6. 3).

5.3. TexnoJiorii BipTyaJilbHOI Ta JONMOBHEHOI
peaabHocTi (VR/AR)

TexHOIO0TII BipTyaJIbHOI Ta JOTIOBHEHOI peaIbHOCTI
(VR/AR) € o1HMM 3 HA HO1IBLI TPOTPECUBHUX IHTEPaKTHUB-
HMX METOIB JJIs OHJIa MH-Ha BYa HHS O10JIOTIYHUX OCBITHIX
KOMITIOHEHTIB y (h)a pMaIeBTHYHHX 3aKJaJaX BUIIOT OCBITH.
Jlnst VR XapakTepHO CTBOPEHHS IIUTKOM iMepCiliHe BipTya-
JIBHE CEepEeIOBHIIE, B IKOMY 3100yBa4 IIOPHHAE 32 JOITOMO-
roto mosioma (Hanpukian, HTC a6o Vive Oculus Quest).
lomo meTomy AR, To peaizyeThCst HAKJIaTaHHS (P OBAX
00’€KTIB Ha pealIbHUN MPOCTIP 32 JTOMOMOTOI0 JeBaCIB.
Taki TEeXHOJOTIYHI MPHUHOMH NAaIOTh MOXKIHUBICTB OO
Bi3yaJtizallii CKJIa HUX OI0JOTIYHHUX CTPYKTYP Ta MPOLECB Y
3D-dopmari, mo HepeaTbHO Y TPaIULMIHHIX METOAAaX OH-
naifH-HaB9aHHA yepe3 2D-ekpann. Y 6i0JIOTIUHUX OCBITHIX
kommoHeHTaX VR/AR edexTnBHi 17151 ona HyBaHHS aHATO-
Mii, MikpoO0i0JIOTii, 3arabHOI 0I0JIOTTi, ITIsT IKMX aKTyalbHa
Bdyamizamis. IImatdpopmm  VR/AR  mpencrasiesi
AEducaAR (mns BuBuenHs Giomorii), 3D Organon (mst
BUBUeHHS aHaTOMil), Google Expeditions (VR-momopoxi)
Ta ocBiTHI Moxyni Labster 3 VR-inTerpamieto. Ilpuknagu
BuUKopucTaHHSI VR/AR B 0CBITHROMY IpOLIeCi HABEACHI y
T1abn. 4). VR-Momeni opraHiB 3 MOXIHBICTIO aHaJizy
po3pidy Ta obepranua (3D Organon a6o Complete
Anatomy) BHUKOPHUCTOBYIOTh B BHKIAJaHHI aHAaTOMIi

moauHA. 3100yBadi 3aHYPIOIOTECA BCEPEAUHY OpTaHiB
Ta BUBYAIOTh KpoB00oOir. 200 3100yBauiB IpOAEMOHCTY-
BaJIM 3pocTaHHs po3yMiHHs Ha 50—-70%, 3 dokycom Ha
Bi3yasizalifo crenudiuHuxX opraHiB-mimeHe# [3]. Oma-
HYBaHHS OCBITHHOTO KOMIIOHEHTY MIKpOOiOJoTis mepen-
6auae AR-cumynsamii mikpoopranismiB (Labster VR
"Cellular and Molecular Biology" a6o0 AEducaAR). 310-
OyBaui po3nisaaTh 3D-Moneni 6akTepiaabHUX KITITHH
Ta IX B3a€MOJIiI0 3 IMyHHUMH KJIiTHHAMH a00 aHTHOIOTH-
kamu. 180 y4acCHHKIB OCBITHROTO MPOIECY BiI3HAYWIH
MiIBUIICHHS NMPaKTHIHUX HaBUYOK Ha 55% [17]. [dns
¢iziosorii 3aCTOCOBYEThCS IHTEpaKTHBHUEN npuiioM VR -
cumynsanii  writhHHEX — nponeciB (3D Organon
"Physiology Mode" a6o Google Expeditions). 3mo0yBaui
MafoTh 3MOTY MOJEIIOBATH Iiepeaady HEPBOBHUX IMITYIIhb-
CiB, HEHPOTYMOpPAJIbHY PEryJIslifo a00 (yHKIIOHYBAHH
cepleBoro M’s3y y peainbHoMy dYaci. 200 3700yBadviB
MPOJIEMOHCTPYBAJIN 3pOCTaHHS Bi3yaJIbHOTO BITIyTTS Ha
60% [11]. AR-monaTKi Ui MOJIEKYJSIPHUX CIIOJYK 32
nonomorofo mrathopm AEducaAR "Biochemistry" abo
Visible Body AR 3acTocoByroThcst y BUKIa1aHHI 0i0J10-
rigeoi XiMmii. 37100yBadi «TpUMAIOTEY B PyKaX MOJEKYJIH
010JTOTIYHO-aKTUBHUX PEYOBHH, THM CaMUM 3HailoM-
naTecsl 3 KoH(opMamiero TpPOTEiHIB abo  eH3UM-
cyocTpaTHuX KoMmIuiekciB. 100 3m100yBadiB 3a OCBITHBOIO
nporpamoro «Dapmairisy MoKa3aiu 3p0CTaHHS MPaKTHY-
HUX HaBu4uoOK Ha 70% [23].

Taxum uuHOM, VR/AR B3arami nokpamymoTs po-
3yminasg Ha 50—70%, motuBaiio Ha 45-60% Ta npakru-
gyHi HaBuuku Ha 50-80% [7, 20]. Y 3100yTTi BUIIOi a-
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pmaneBtuuHOi ocBitu (URI College of Pharmacy VR
program, 2023) 3100yBayi Jeriie OnaHyTh MeXaHi3MH
Nii JiKapchKUX 3aco0iB. AHAJi3 JIiTepaTypHUX KEpeln
J0BiB, 1m0 VR € mpiopuTeTHUM METOAOM 3a e(eKToM
MPHUCYTHOCTI CEpeJl IHTepaKTUBHUX MeToIiB [31].

Imepcilinuil nocBin Mae mepeBaru, sIKi BKIIOYA-
I0Th PO3BUTOK Oe3meuyHoi Bi3yani3alii Ta MpaKTHIHHX
HAaBHYOK, TEPCOHANI3AMISA, MOKIUBICTh JIOCTIIKSHHSI
HEJOCTYIMHUX CTPYKTYP Ha KIITHHHOMY DiBHI.

o0 MiHYCIB METOAY € BUCOKA I[iHA TEXHIYHOTO
obmanHauusg, VR-momom xomtye 300 momn. CIIA, a
AR-momaTku mepen0dadaloTh BHKOPHUCTAHHS ITOTYKHHX
JleBaiiciB, HEOOXIMHICTh CIEIiaJbHOIO MIATOTOBKU Hay-
KOBO-TIEJJaTOTIYHAX TPaIliBHUKIB.

CdopMOBaHO MPOMO3MIII IIIOAO BIPOBAIKESHHSI
VR/AR nns ¢dapManeBTHYHUX 3aKiajiB BHIIOI OCBITH

VYkpainu. Pekomennyerbcs moyaTu 3 6e3komToBHUX AR -
nonatkis (Visible Body AR) niis BukiagaHHs aHaTOMIi Ta
Mikpo6ionorii. BUKOpHUCTATH MOXIIMBICTH IHTETPYBaHHSI
VR 10 ninoTHUX NpoekTiB (Hanpukinany HamionansHoMy
(dapmanieBTuuHOMY yHiBepcuTeTi 3 3D Organon, a TaKoX
CTBOPEHHs TiOpUAHMX JUCTaHLIMHMX KypciB 3 VR-
MOYJISIMH JJT151 BUKJIa JaHHS (i3iostorii Ta 01010TIYHOT X iMil.

OpraHi3oByBaTH  TPEHIHTM IS  HayKOBO-
MearoriyHUX MPalliBHUKIB, 3aJy4eHHX IO OCBITHHOTO
MpoIlecy Ta MOMIYK I'PaHTIB HA MPUAOaHHS BiAIOBIAHOTO
00a THa HHSL.

3TiIHO MPOBEACHOMY aHaJIi3y JiTepaTypPHUX JKe-
pen nomexaeHo, mo VR/AR mae mpoBimHe Miclie y 3poc-
TaHHI BUBYCHHS MOJICKYJSIPHHUX CTPYKTYp Ta IpaKTHY-
HUX HAaBUYOK, CEPENIHIl MoKa3HUK AKUX ckiaanae 60% Tta
65% BinmoBinHO (Ta01. 4).

Tab6nuug 4
Edexrusaicts Texuomoriii VR/AR
N . 3pocTaHHA
No InrepakTuBHa OcBiTHIN KU‘ILKICTI? —
mrathopma KOMIIOHEHT 3100yBaviB p03y1(:/11H MOTHBA Lii,% TpaKTHAHAX
Hs1,% HaBUYO0K,%
1 3D Organon Anatowmist [3] 200 50 45 60
2 AEducaAR Mikpo6iomoris [11] 200 60 55 65
3 Google Expeditions Oiziosoris [23] 100 70 60 70
4 Complete Anatomy Anartowmist [17] 180 55 50 60
5 Labster VR Bionoriuna ximist [20] 150 65 55 70
6 Visible Body AR AnaToMis [32] 220 50 45 55
7 3D Organon diziosoris [27] 280 60 55 65
8 AEducaAR Mikpo0iosorist [7] 300 55 50 60
9 Google Expeditions Biosioriuna ximist [31] 350 70 60 75
10 Labster VR AnaTowmis [38] 400 65 55 70
11 Complete Anatomy Oizionoris [30] 250 60 50 65
12 Visible Body AR Mixkpo6iomoris [13] 300 55 50 60

5.4. InTepakTHBHI Bigeo Ta cumyasnii

IHTepakTHBHI Biteo Ta CHUMYJIAMLIl € Ha HOLTBII JOC-
TYIIHUM CepeJa IHTepaKTUBHUX METOMIB ISl OHJIAMH-
HaBYaHHA O10JIOTIYHMX OCBITHIX KOMITOHEHTIB y (pa pMarieB-
THYHUX 3aKJIaJaX BUIIO1 0cBiTH. Ha mpoTuBary Bix Tpaan-
[IfHAX HaBYAJbHUX Bill€O, IHTEpaKTUBHI MAX0IN MalOTh
MOJKJIMBICTB 37100yBadaM IOy KTHBHO B3a EMOISITH 3 BEO -
iH(opMa HIHHIMH TPO Ty KTaMU: KOHTPOJIFOBATH Bifeo ¢aii-
1 151 GopMyBa HHS KOPEKTHHX BifNOBinel Ha BOyaoBaHi
3aBAaHHSL, 00MpPaTH Ba piaHTU PO3BUTKY epediry 1eMOHCT-
pauii inpopmamii [45]. Cumyasmis — e fTMHAMIYHA IHTEpa-
KTUBHA MOJIeb 0I0JOTIYHMUX MPOIIECiB, B SIKMX 3000yBadi
MOXYTb KOHTPOJIOBATH MapaMeTpU IPOLECY Ta MaIOTh
3MOTY CTIOCTEPIraTH 3a pe3yabTaTaMu y pealbHOMY Yaci.
Leit MmeTo1 06 ’€AHY € yHAOUHEHHS 3 2 KTUBHOIO yYacTIO, 110
aKTyaJIbHO JUIsl OTIaHyBa HHS O10J10TIYHUX OCBITHIX KOMIIO-
HEHTIB, I/ AKMX HEOOXIIHE AeTallbHe BUBUEHHS 010JI0TTY-
HUX TPOIECIB (MITO3, ME#03, aKTUBHICTb €H3UMIB TOIIIO).
Jns peanizanii 32 3HaAYEHOTO IHTEPaKTUBHOIO METOY BHKO-
PUCTOBYIOTh Taki miaThopmu, sik Bozeman Science,
Biolnteractive (Howard Hughes Medical Institute — HHMI),
PlayPosit, Edpuzzle, NetLogo, CellCra ft ta Khan Academy.
HageneHi IHCTpYMEHTH IHTEPaKTHBHOTO BiI€O Ta CHMYJISIH
€ HU3BKOBa PTiCHI a 00 0€3KOIITOBHI, IO IPUBA OJO€ TX JIIs
3aKIafiB BHIIOT OCBIiTH 3 nedinuTHUM OromxeroM. [Tpuk-
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Jla I1 BAKOPHUCTAHHS IHTEpaKTUBHUX BiZIeO Ta CUMYJISLIT y
0Il0JIOTIYHAX OCBITHIX KOMIIOHEHTaX (DapMaleBTHIHOL
oCBiTH HaBeZleHO y Tabm. 5. J{ns Buknamanus dizionorii
3aCTOCOBYIOTH IHTEPaKTHBHI Bile0 3 MeXaHi3MaMH ceplie-
BOTO IWMKIy abo Tmepemadi HEPBOBHUX IMITyJIhCIB
("Cardiovascular System" a6o HHMI Biolnteractive "Click
& Learn: Nerve Signals"). 3m100yBadi KOHTPOJTIOIOT TIPO-
1IeC, Ha A FOTh BIAMOBI 1010 IO TEHIiaIiB JTii, IepeX OIITh
n0 cuMynsanil aii JMikapchKHX 3aco0iB Ha cepLeBHH
putM(HanpuKiIan, 6eta-agpeHo61okaTopis). Takuit MeTox
HaJla€3MOTy 3100yBady OIaHyBaTU MEXaHI3MH Jii KapAioT-
pomHEX 3aco6iB. JloBeaeHO, Mo BOYAOBaHI 3amMUTaHHSI
HiIBUILYIOTH oTaHyBaHHS Ha 40%, OCKUTBKM BOHU CTHMY-
JIOIOTh aKTUBHY 00poOKy HaBYaJIbHOTO MaTepiamy [5].
Moxo BuknamanHsa OionoriyHol XiMil 3aCTOCOBYIOTBCS
CUMYJIALIL MeTa 0 ONIYHUX NP OLECIB 3 BUKOPUCTA HHSM LI -
ThopMm NetLogo "Biochemistry Pathways" a6o Bozeman
Science. 3100yBadi KOHTPOIIOIOTHh 3MiHY KOHIIEHTpA Il
cyOcTpartis, iHTIOITOPIB Ta KOPEH3UMIB, IPH LIBOMY CIIOC-
TepiraroTh 3a JUHAMIKOIO Mepediry XIMIYHHUX peakilii y
TJTIKOJTi31, WK1 TPUKA pOOHOBUX KUCIIOT a00 f-OKHCHEHHI.
3a3HaYeHMIA IHTePAKTUBHHUI MIIX /T  KTyaTbHUI B MOIEITIO-
BauHil Ta II dazm GioTpancdopmarii Tika pcbKHX 3acO0IB y
nedinii. 300 3m100yBaviB MPOJESMOHCTPYBAIIH PICT MOKA3-
HUKIB omaHyBaHHSA Ha 35% Ta MoTuBaii Ha 30%, Tak K
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YYaCHHMKH OCBITHBOTO IPOIIECY EKCIEPHMEHTYIOTh 0e3
CTOPOHHBOT Aonomord [21, 42]. [HTepaKTHBHI Biieo 3 1H-
HaMIKOIO POCTY MIKPOOPraHi3MiB Ta a HTUOIO TUKOTEpaIi€lo
3a pomomororo miaatdopm "Antimicrobial Resistance"
Edpuzzle 3 Bimeo mpo 30HHM TajdbMyBaHHS POCTy Ta
PlayPosit BUKOPHUCTOBYOTh AJIs OIla HyBa HHS BIIITOBITHUX
TeM 3 MikpoOiosorii. 3a3HaueHi IHTEPaKTHUBHI MiAXOIU
aKTyaJIbHIy PO3p00IIi HOBOTO MOKOJIIHHS 8 HTHOIOTHKIB Ta
KOHTPOJIIO SIKOCTI aHTUMIKpOOHUX (hapmmpenapaTis. Pe-
3yJbTaTH 3100YTTS OCBITH MOKa3aJiu, mo 280 3100yBaviB
MaJIi 3pOCTaHHs IPaKTUYHUX HaBUYOK Ha 38% Ta aKTUB-
HocTi Ha 35% [22, 38]. Ins omaHyBaHHS 3100yBadaMu
aHAaTOMIil BHKOPHCTOBYIOTh CHMYJIALif0 3 3D-mMoxensmu
opraHiB Ta TkaHuH (Khan Academy Tta PlayPosit 3 Bineo
"Human Anatomy Interactive™).

3100yBadi HATHCKAIOTH Ha O10JIOTIUHI CTPYKTYpH
Ta OTPUMYIOTH iH(GOpPMAIIiIO MOa0 iHHEepBaIlil abo Kpo-
BOTIOCTaYaHHS BINMOBIMHOTO 00’ekTy. Takuil minxix Mae
BHCOKY aKTYaJBHICTH y PO3YMiHHI (hapMaKOKIHETHKH.
250 3mo0yBauiB MOKa3aJiM 3pDOCTaHHS ONaHYBaHHS Ha
38% [30].

TakuM 9UHOM, IHTEPaKTHBHI BiIeo Ta CHUMYJISLl
HiIBUIIYIOTH omaHyBaHHA Ha 30 — 40%, MoTHBa L0 HA
30 —35% Ta akrtuBHicTh Ha 35 —45% [5, 22, 38]. Yuac-
HUKH OCBITHBOTO Ipoliecy HaOyBalOTh SIKICHE PO3YMiHHS
MeXaHi3MiB il JiKapChKUX 3aC00IB uepe3 aKTUBHY B3a€-
mopiro [15,41].

IlepeBaramMu MeTONy € BHCOKAa JOCTYIHICTH (Oi-
JBIIICTh IHTEPAaKTUBHUX IIaThopM OE3KOMITOBHI Ta
(GYHKIIOHYIOTh Ha TpaaMIidHUX JeBaiicax), MmojeriieHa
interpanis 1o LMS (uepe3 Google Classroom, Moodle,
PlayPosit a6o Edpuzzle).

HenmonikaMu MeTONy € HH3bKa pealliCTHYHICTh
nopiBHsHO 3 VR (2D-dgopmat) Ta Mae 3aJeXKHICTH Bif
SIKOCTi Bifmeo, moTpeba y dYaci HayKOBO-TIEHAaTOTTTHHX
MpaIiBHUKIB JJI CTBOPECHHS IHTEpaKTUBHOI Mozeni [46].

Jlyist BIIpOBaKCHHST IHTEPAKTUBHHUX BiIEO Ta CH-
MyJAIifi TpomoHyeThess BuKopucTtaHHA Edpuzzle Ta
HHMI Biolnteractive mist BukiamaHHs ¢i3ionorii Ta
MikpoOioorii. Takok € MOXJIHBICTB IHTETpA il MIaTHO-
pmu Moodle 3 BOy10BaHMMH TECTOBUMHU 32 BAaHHIMH Ta
CUMYJIAIISIMA.

Tabmung 5
EQexTHBHICTh IHTEpaKTUBHHUX Bi/I€O TA CHMYJISIIH
IaTrepaxruBHa C KinbkicTb 3pocTaHHA
Ne OCBITHIi KOMITOHCHT . -
mratgopma 3n00yBayiB onaHyBaHH:, % | moTuBaii, % | aktuBHOCTI, %
1 |HHMI Biolnteractive ®izionorisa [5] 300 40 35 40
2 Bozeman Science (Biosoriuna ximis [21] 280 38 30 35
3 Edpuzzle Mikpooiomoris [22] 350 35 32 38
4 PlayPosit AnaTowmist [30] 250 40 35 42
5 | KhanAcademy Disionoris [15] 400 38 30 35
Interactive
6 NetLogo Biosioriuna ximist [32] 200 42 38 45
7 Biolnteractive Mikpo6ioorist [27] 220 40 35 40
8 Edpuzzle Amnartowmis [7] 300 35 32 38
9 PlayPosit Bionmoriuna ximist [31] 350 38 35 42
10 | Bozeman Science ®izioorist [22] 280 40 38 45
11 HHMI AnaTowmist [45] 250 42 40 48

3rifHO aHali3y JiTepaTypHHUX JKEpell, CIoCTepi-
raeTbcs cTabiipHa e(eKTUBHICTH IHTEPaKTUBHHUX BileO
Ta cuMyJsnii. CepeqHiil moka3HUK ONaHyBaHHS CKIIa1a€
39%, motuBawii 35% Ta akruBHOCTI 40% (TabI. 5). 3a-
3HaYCHUH METOJl € ONTHMAJIBHUM JUIS 3aKJIajiB BUIIOT
OCBITH 3 00MEKXEHUM OF0KETOM.

PesynbraT ornsay JliTepaTypHHUX IKEpen CBil-
4aTh MPO 3HAYHHUH MOTEHIIa] IHTEePaKTUBHUX METOMIB Y
MOJIOJIaHHI TIEPeNIKo y peani3allii OHJalH-HaBYaHHS
0IOJIOTIYHMAX OCBITHIX KOMIIOHEHTIB Y (hapMaleBTUIHHX
3aKragax BHUOIOi ocBiTH. OXHUM i3 BaroMux mepeBar
IHTepaKTUBHAX METOJIB € IIIBHIIEHHS MOTHBAMil 310-
OyBauiB. JJoBeaeHo 3pocranHs MotuBalii Ha 40—50% y
pas3i BukopuctanHsa Teimidikamii (Kahoot, Quizlet) [2,
16]. Bipryansui mabopatopii (Labster, PAET) matoTs Ha
METi BUPIMUTH MPOOIEeMH BiICYTHOCTI peaIbHUX IOCIi-
IiB B oHnaifH-HaB9aHHI. OnmaHyBaHHS MaTepially HiIBH

myeThest Ha 35-50%, a po3BUTOK paKTUIHUX HABUUOK —
Ha 40-60% [4, 8]. VR/AR-texnounorii (AEducaAR, 3D
Organon) 3a0e3Me4yrOTh BUCOKUH PIBEHb YHAOYHCHHS
CKIaHUX OIOJOTIYHUX CHOJYK. Mae Micle 1moa0 MoK-
paeHHs po3yMinas Ha 50—70%, a came B mpoueci BH-
BYeHHS aHaTOMil Ta ¢isiosorii [3, 17]. IaTepakTuBHi
Bimeo Ta cumyJalii (Biolnteractive HHMI) minBuiyoth
ONaHYBaHHS OCBITHIX KOMIOHeHTiB Ha 30-40%, mo
HaJae 3MOry 3700yBadaM CaMOCTIHHO KepyBaTH IpOIIe-
com onanyBaHHs [5, 35]. B Vkpaini HanionansHuii dap-
MaleBTHYHUHA YHIBEPCHUTET, 3alOpPi3bKUI Jeprka BHHI
MeIuKo-(papMaIeBTHIHAN  YHIBepcUTeT, JIBBIBCHKHIA
HaIiOHAJIBHUM MenIWYHHi yHiBepcureT iM. [lanmma Ta-
JULBKOTO BXKE BHKOPHCTOBYIOTH EIEKTPOHHI OCBITHI
miathopmu Moodle Ta Kahoot, ane BukopucTaHHsI Me-
tony VR/AR Ta BipTyanbsHi 1abopaTtopii Mae mpobieMu
yepe3 BUCOKY BapTiCTh BIIPOBA KEHHSI.
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OOMeskeHHS TOCTiIKeHH:

1. Merononoriude 0OMeKEHHS BUSABISIETLCS B aK-
neHTi Ha myOmikauii 3 HaykoMeTpuuHux 6a3 PubMed,
Scopus Ta Google Scholar 3a nepiox 2015-2025 pp., mo
MOTJIO BHKJIIOYHTHU ACsIKi J)Kepesa 3 HaliOHAJBHUX 0a3
naHux Ykpainu a0p iHmmx kpain. OmsgoBuil anHami3
CKIaJaBCs IMEPEBaXKHO 3 IOCIHIIKCHb. MPOBEACHUX Y
CILA, €ppomn Ta Asil (85% nirepaTypHHUX IDKepeln), y
TOM 4ac sK yKpaiHCBHKi myOuikamil CTaHOBIATE 5%, M0
00MeXye y3arallbHEHHS Pe3yJbTaTiB s YKpalHCHKHX
(apMaIleBTHYHUX 3aKi1aIiB BUIIOT OCBITH.

2. BUTbIICTh BKITIOYEHUX JDKEPEN € OpPHIiHAIb-
HUMH JTOCITIIKCHHAMH 3 HEBEJIMKMMH BHOipkaMu (cepe-
ITHS KUTBKICTH 37100yBadiB ckmagana — 250 ocib), mo
3HI)KY€ BITHOCHO CTaTHCTHYHY 3Ha4yIIicTh. Ketic-cTani
MalOTh aKICHT Ha KOHKpPETHI Iuatdopmu (Hampukia,
Labster) Ta He BpaxOBYIOTH JOBIOCTPOKOBI PE3yIbTaTH
(TpHBaIiCTh TOCIIIKEHb CKIagana 1—3 micsi).

3. Tematnune oOMexeHHs, ke (OKYCYETHCS HA
0iONOTIUHMX JUCIUIUTIHAX (aHATOMIS, (i3i0JOTisA, MiIK-
pobiomorist, 6GiomoTiuHa XiMisl), aJie He BKITIOYA€E IHTETpa-
[0 3 IHIMIUMH OCBITHIMH KOMIOHEHTaMH ((papMaKoIo-
ris, KIiHIYHA (apMallis, TOKCUKOJIOTiS TOMIO).

4. BinpLIiCTH JOCTIIKEHB IPOBOIUIINCS 32 YMOB TO-
TaJabpHOro oHIain-HaBuanus mig vac COVID-19, mo Moxe
HE I0CTAaTHBO IEMOHCTPYBaTH ridpuaHi popmatu 3100y TTsI
OCBITH, IKi aKTyaJIbHI 7151 MICJIsl A HAEMIYHOT OCBITH.

5.TloxomKeHHS BHKOPUCTAHHUX JIiTepaTypHUX
JUKepeI IPEeICTaBICHO Yy OUTBIIOCTI 3 PO3BHHEHHX KpaTlH,
y SIKUX JOCTYII 10 TEXHOJIOTIN BUIUHA, HDK B YKpaiHi.

IlepcneKTHBY MOJAJBIINX TOCTIIKEHb:

1. PesynpTraTH aHaANi3y MPOBEICHOTO TOCIHIIKCH-
Hs Ha JAIOTh [IEPCIEKTHBHU MO0 [T TBIIUX JOCTIIKEHb
B iHTeTpallii IHTepaKTUBHUX METOJIB Y OHJIa H-Ha BYa HHS
OIOJOTIYHMX JMCHIHUILIIH Y (GapMaleBTHIHUX 3aKiaamax
BUIIOi ocBiTH. HeoOXimHI JOCHTIIKEHHS B YKpaiHCHKOMY
OCBITHBOMY IIPOCTOPi 3 BUKOPUCTAHHSIM E€KCIICpPUMEHTA -
JBHHUX MPOEKTIB ¥ 3aKIa aX BUIIOI OCBITH 3 METOIO OIliH-
KH JIOBITOCTPOKOBOTO edekTy (1—2 poku) Ha YCITIIHICT
y 3m00yTTi ocBitm Ta 'y HaOyTTi mpodeciitHo-
KBaJTi(hika MIHHIX KOMITETSHIII] BHUITY CKHHKIB.

2. TlepCTIeKTUBHUM € MeTa-aHali3 e(pEeKTHBHOCTI
[HTepaKTHBHUX METOJIB 3 ypaXyBaHHAM MOJEpaTOpiB
THIy 3aKIagy BUINOI OCBITH, OCBITHif KOMIIOHEHT, pi-
BEHb 3100yBaviB.

3. Po3poOxa HamioHAJIBHUX MIATHOPM 32 MIATPH-
MKH faepxkaBu. CTBOpeHHS YKpaiHCBKMX aHAJOTIB
Moodle 3 inTerpamiero VR a6o Labster nns 6iomoriaanx
OCBITHIX KOMIOHEHTIB.

4. OnaHyBaHHI ICUXOJIOTIYHUX T eTHIHUX aCIEKTB
1010 BIUIMBY Ha MEHTAJIBHE 37]0pOB’s 3100yBayiB Ta 10C-
TYIHICTB 11 3100yBaUiB 3 00MEKEHUMHU MOYKIUBOCTSIMH.

4. BucHOBKHM

1.TlpoBeacHO aHalli3 KIOYOBHX IHTEPaKTUBHUX
METO/IiB, TAKHX K BIpTyaJibHi JabopaTopii (miaThopmu
PhET Tta Labster), refimidikamis (mratdopmu Quizlet Ta
Kahoot), TexHOOTII BipTyaJIbHOT Ta JOTMIOBHEHOI pealbHO-
cti (VR/AR) 3 Bukopuctauusm miathopm AEduca AR ta
3D Organon, a TakOX iIHTEpaKTHBHI BiIeO 3 CUMYJISIIIIMH
(mratdopmu Edpuzzle ta HHMI Biolnteractive). 3a3Ha-
YeHI METOJIU aJaNTOBaHi JUIsi 010JIOTIYHUX OCBITHIX KOM-
MTOHEHTIB BHIIOT (ha pMaIIeBTUIHOI OCBITH, SIKi CHMYJTIOIOTH
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JIOCITiN, Bi3ya Ti3y0Th KIITHHHI IPOLECH Ta MiIBHIIYIOThH
3aJy4eHICTh i aKTUBHICTH 3400yBaYiB.

2.3rifHO aHAN3y JiTepaTypHHUX JaHHUX HAYKOMe-
TpuuHux 0a3 Google Scholar, Scopus, PubMed BcTanoB-
JIGHO BHCOKY €(EKTHBHICTh IHTEPaKTUBHHX METOJIIB.
Biptyanbni 1abopaTopii miaABUIIYIOTH 32 CBOEHHS HAaBUa-
JIBHOTO MaTepiany Ha 35—50% Ta npaKTUYHI HA BHYKH HA
40-60%. TDeiiMidikalis migBHIIy€e 3alliKaBICHICTH Ha
40-50% Ta axrtuBHicTe Ha 45-60%. VR/AR-MeTonu
MOKPAIYIOTh PO3YyMIHHS NpOOJEeMaTHKA 3aBIaHb Ha
50-70% Ta npakxruyHi HaBu4uku Ha 50—80%. [HTEepaKTH-
BHI Bil€0 Ta CUMYJIALIl MiIBUIIYIOTh aKTHBHICTH 3700Y-
Bada Ha 30-40%. B mimomy, mocmimkeHi iHTepaKTHBHI
METONHM MiABHINYIOTh MOTHBAIlil0 3700yBadiB Ha
30-50%, 3acBOE€HHS HAaBYAJNBHOTO MaTepialy — Ha
20-40% Tta nmpaktuuHi HaBUIKH — Ha 30—70%, 110 TiAT-
Bep/DKy€ iX mepeBary HajJ TpaluliffHUMH METOJaMH B
3100y Ti OCBITH 32 YMOB OHJIAHH-(pOpPMATY.

3. BusiBjieHO BUKIIMKH, SIKi CKJIaa0ThCS 3 TEXHId-
HUX Oap’epiB (craOkuil iHTEpHET, BIICYTHICTh HAJICKHUX
JieBaiiciBy 3100yBadiB 3 perioHiB YKpaiHH, BHCOKOTBapTO-
cri rexHouorii (Labster, VR -11o10Mm), HetocTa THIO TiATO-
TOBKY Ha YKOBO-TIE[aTOrTYHUX MPANIBHUKIB. Jl0 IEpCHEKTHB
MOYKHA BITHECTH 3POCTaHHS JOCTYITHOCTI O€3KOMTOBHUX
mratdopm (Kahoot, PhET), nepxxaBry minTpuMky depes
nporpamu MOH Vkpainu ans nudpoBoi ocBiTH.

4. B pe3ynbTaTinpOBEICHOrO 10 CTiIKEHHS 3 OTJISI-
Iy JIiTepaTYpHHX JKkepei chopMOoBaHi peKOMEeHAaLli 111010
BITPOBA [KEHHS iHTEPAaKTUBHUX METOIB y OCBITHIH IpoIIec.
[IponoHy€eThCs MOYMHATH 3 0€3KOIITOBHUX IHCTPYMEHTIB,
npeactaBieHux miatgopmamu Kahoot st revimicika il Ta
PhET nys naGopaTopiii. BupoBaauTu iHTErpyBaHHS 10
miathopmu Moodle uepes 6e3komrroBanii LMS 3 iHTepak-
THBHUMH Bineo Ha tiatdopmi Edpuzzle. [ns 3axmanis
BUIIOT OCBITH 3 00MEKESHUM OI0J[)KETOM PEKOMEHIY €ThCS
BUKOpUCTOBYBaTH AR Ha cMapT(hoHax 3a JOMOMOTOIO
miathopmu AEducaAR. Jlns aeprka BHUX 3aKJIa 1iB BUIIOT
OCBITH HPOTOHYETHCS BUKOPUCTOBYBaTH rpaHTH Big €C
(nampukinazn, Erasmust) 1ist BOpoBaDKEHHS CydaCHHX
IHTepaKTUBHUX METOJIB 3700y TTS OCBITH. AKTYyaJIBHUM €
OpraHi3allig Ha JepKaBHOMY PiBHI MATOTOBKH ISl HAYKO-
BO-TIeIaTOTIYHUX IPAIIBHHKIB 3 III(PPOBOT rpaMOTHOCTI Ta
JIU1a KTHKH.

Konduaikr inTepeciB

ABTOpPH 3asBIAIOTH, 0 y HAUX HeMae KOHQIIIKTY
IHTepeciB y 3B’A3Ky 3 IIUM AOCIIIKEHHSM, (piHAHCOBOTO,
0COOMCTOr0, aBTOPCHKOTO UM IHIIOTO, SIKUH MIir Ou
BIUIMHYTH Ha JOCIDKCHHS Ta HOTO pe3yIbTaTH, Mpea-
CTaBJIEHI B IIA CTATTI.

®@inaHCcyBaHHS
JocnimkeHHs npoBoamioch 0e3 ¢iHaHcoBol mia-
TPUMKH.

JocTtynHicTs 1aHUX
JaHiOynyTh OCTYIIHI 32 00T PYHTOBAHIM 32 TATOM.

BukopucTaHHA IITY4YHOTO iHTETEKTY

Jlnst Binbopy akTyaJIbHUX JKEepes JIiTepaTypH 3a-
cTrocoBaHo Mozenb mTydHoro iHTenekry (ILI) Grok 4
(ctBopenmit kommaHiero XAl) y posnini «MaTepiann Ta
METOIH JOCTIKSHH.
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IIpoBenenuit 3anut moAo myOikamii, sIKi OMUCy-
I0Th 32 CTOCYBaHHS iHTEPAaKTUBHUX METOMIB Yy BUKJIA a HHI
6i0JIOTIUHMX OCBITHIX KOMIIOHEHTIB B yMOBaX OHJIalH-
HaBYaHHA Y (papMalleBTUYHUX 3aKi1aAaX BUIIOI OCBITH.

IlepeBipka JOCTOBIPHOCTI pe3yJbTATIB MOIIYKY

TeXHIYHUH (JOTOMDKHUII) Xapakrep s MHOLIyKy Ta
BinOOpY JiTepaTypHHUX JKEpe.

BHecok aBTOpiB
Ceniok Irop BauepiiioBuu: Konnenryanizamis,

Joxepen 3a pomnomoror Grok Al mpoBoaunacek 6e3mnoce-
PEAHBO Yepe3 03Ha HOMJICHHS Ta a HaJIi3 32 IPOIIOHOBa HUX
10T my6smikaIii, ki BAKOPUCTOBYBAJIUCS aBTOPAMH JJISI
MOJAJIBIIOT0 aHaNi3y Ta (GOPMyBaHHS PE3yIbTATIB 1 BU-
CHOBKIB nochimkeHHs. [licns mepernsay aBTopaMu Oyiiu
BIIXMJICHI TesKi JpKeperna.

Pesynbprat Hagauuit iHcTpymenTom I He BruH-
HYB Ha BHCHOBKH [0 TOCIIDKCHHS Ta MaB BHKIIOYHO

Kypamist nanux, AIMIHICTpyBaHHS TPOEKTY, Bamigamis,
Hanucanns —nepensin ta penaryBansst; Kpapuenko Bipa
MukosaiBaa: ®opmansHuii anamniz, Jlociimkenns; I'on-
yapoB Ouexcanap BoaogumupoBuu: @opmaibHui aHa-
ni3, Jocnimkenns; laaysinceka Jlio0oB BagepiiBha:
®dopmanbHuil ananiz, docnimkenus,; MaTBiiuyk Onena
HerpiBHa: ®opmansHuii aHaN3, JJOCTiIKECHHS.
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