The article deals with the introduction of innovative technologies in the
educational process of universities on the example of game technologies. Game
learning technology is a special method of learning that involves learning the
material and content of the education, forms the interaction of teacher and student
through the game, and helps to find and obtain the desired goal, ie to achieve a
certain result.
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OCOBJUBOCTI BUKOPUCTAHHA KOMYHIKATUBHUX
IHOOPMALIVMHUX MJIAT®OPM ¥ IPOILIECI HABUAHHSA

B cmammi sucsimnioemvcs ocobausocmi peanizayii nedazo2iuHoi 83aemooii

VUACHUKIB HABUAIbHO20 NPOYEC) 8 YMOBAX BNPOBAONCEHHS
MODINTbHUX MeXHOI02I ma «8aibepy» 5K 3acio komyHikayii. Pozensoaemocs wupokutl
HAOIp hopm i MemoOis KOMYHIKaYii 8 Mepedci, IKi CNPAMOBAHI HA OLbUl OUHAMIYHULL
BNJIUG HA CBIOOMICIb [ NOBEOIHKY MON0OL Y NOPIBHAHHI 3 [HUUMU 3ACOOAMU MACOBOT
ingpopmayii. Buseneno, wo HasuanrbHa KOMYHIKayis € 3acobamu  MOOITbHUX
mexHono2i ma 0ac 3mozy cgopmysamu y Maubdymuvo20 Gaxieys npogheciino
BAJACIUBL AKOCMI, WO CIMOCYIOMbCS KOMYHIKAMUBHOT KOMNEMeHmMHOCHI.

Kniouogi crnosa: monoos, eatibep, komyuikayii, oceima, neoacociuna 83aemooi,
MOOLbHI MeXHO1021i, BUXOBAHHSL.

BrpoBamkeHHS! KOMYHIKQTUBHUX TEXHOJOTIH y TpOLEeCl HABYAHHS BUIIOTO
HaBYAJIBHOTO 3aKJaay € MPIOPUTETHUM Ha CY4YaCHOMY €Tari PO3BUTKY CYCHIJIbCTBA.
JlunamiuHi 3MiHM TII0JI0 OpraHizaiii HaBYaJbLHOTO Ipolecy cTyaeHTiB BH3
BHMararoTh CTBOPEHHS CEpeOBHILA [T 3a0€3MeUeHHs 3B’ 53Ky Y CUCTEMI «CTYICHT-
CTYIEHT» BCEpeIMHI TPyHH, Ta 1 B CUCTEMI «BHUKJIaJad-CTyAeHT». EdexTuBHOCTI
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BIPOBAHKCHHS MOOUTBPHUX TEXHOJIOT1H B HABYAIBHHM TIPOIIEC 3aCBITUMIIO 3POCTAHHS
P1BHIB HaBYAJIbHUX JOCSTHEHD

CTYJICHTIB, MIJIBUIIEHHS iX MOTHBalli O HaBYaHHS Ta 3POCTaHHS I1HTEpECY 0
npeamery. OnHi€0 13 100pe PO3BUHEHUX CYYaCHUX KOMYHIKATUBHUX CHCTEM €
mecernkep «Viber.

3acTtocyBaHHAM 1HGOPMAIIHHUX TEXHOJOTIH y HaBYaHHI 3aiiManuch BueHi [.O.
3omotaproBa, A.M. Tpym, M. bpencdopa, k. dyraac i ta iH.

Mema — BUCBITANTH AOUIIBHICTh 3aCTOCYBaHHS MeceHkepa Bibep y cucremi
HAaBYAaHHS BHIIIOTO HABYAJBHOIO 3aKjady HpH IMMATOTOBII (axiBIIB 3 PI3HUX
npeameTiB. EQeKkTUBHOCTI BUKOPUCTAHHS MOOITBHUX MECEHIKEPIB JJIS OpraHi3alii
NeJaroriyHoi B3aeMOo/1l CTY/ICHTIB Ta BUKJIaJa4ya, BUSBJICHHS NIepeBar BUKOPUCTAHHS
MOOUTFHUX KOMYHIKAIlIHHUX JOJATKIB Ta aKTUBHUX METO/1B HABUYAHHSI.

3acmocysanus mobinbHoi cucmemu Hagyanus. 3riaHO 3 TipoekToM MoLeNet,
MOOUIbHE HABYAHHS - 1€ BHKOPUCTAHHS 3pYYHUX MOPTATHBHUX MOOUIBHUX
MPUCTPOIB 1 OE3IPOTOBUX, IOCTYIHHUX 3aBXKAH TEXHOJOTIH, JUIsl TOJIETIICHHS,
MIATPUMKH, ONTUMI3AI] Ta PO3IIMPEHHS MPOLIECIB HABYAHHS 1 BUBUCHHS. Y IbOMY
BU3HAYCHHI KJIIOYOBHUMH € CJIOBA «IOCTYIHI» 1 «BuUXony B IHTepHeT». MoOinbHe
HaBUaHHA — 1€ MISUIbHICTh, 3J1HCHIOBaHA PETYJSIPHOIO JOMOMOTOI0 KOMIIAKTHHX,
MOPTATUBHUX MOOUTBHUX NPUCTPOIB 1 TEXHOJOTIM Ta J03BOJISE€ CTyACHTAM KypCy
CTaTU OUIbII MNPOJYKTUBHHMH, CHIIKYIOUUCh, OTpPHUMYBAaTH abO CTBOpPIOBATU
iHpopmanito. Jns MOOUIPHOrO HaBUYaHHS BUKOPUCTOBYIOTHCS HACTYITHI MOOLIBHI
3aco0u 3B'S3Ky: - TeneQoHH: cMapTPOHH; - PI3HI MOPTATUBHI MOOLIBHI MPHUCTPOI:
MP3 / 4 nineepu, HEeTKHIr1, TpUCTpoi A1 enekTpoHHux irop (Nintendo DS), npuctpoi
11 ipociyxoByBaHHs 1moj- kacTiB (IPod), GPS nasiraTopw i T.1. [2].

Viber (ykp. Baiibep) — nonarok VOIP mis cmaptdoHiB, [0 MpaliolTh Ha
mwiardpopmax Android, BlackBerry  OS, i0S, Symbian, Windows  Phone, Bada i
KOMIT'FOTepiB 3 onepaniiiHoro cuctemoro Windows, OS X a6o Linux. [arerpyetscs 1o
aZipecHOi KHUTU Ta aBTOpu3ye 3a HomepoMm Tenedony. Jlo3Bomsie 3ilicHIOBATH
0€3KOLITOBHI J3BIHKM Y BUCOKIN SIKOCTI Mk cMapT(oHaMu 3 BCTaHOBIIeHUM Viber, a
TaKOXX TepefaBaTH TEKCTOB1 TOBIIOMJICHHS, 300paXeHHs, BIJEO Ta aymIio
noBigomiieHHs [3].

Jlnst  mochimpKeHHsT BUOpAHO CTYAEGHTChKI Trpynu 1-ro Ta 4-To  Kypcy
cnemianbHoCcTi  «Ilcuxonoris» 1 «llpaktnuna micuxosorisy  MyKadiBChKOTO
JEeP>KaBHOTO YHIBEPCUTETY. 3alpONOHOBAHO CTYJEHTAM IIICJISI TIEPIIOTrO 3MICTOBOTO
MOJYJISI CTBOPUTH y cepemoBuimi «Viber» BiImoBigHI TPyNmH Ui B3a€MOJIT MiX
coOoro Ta Bukianauem: «I'pyna I[1C-1» ta «['pyna [1I1-41».

3micT poOOTH y BIAMOBIIHUX IpyMHax MOJIsAraB:

- BHKJIAJICHO TUTAaH pOOOTH Ha JICKIIHHI Ta CEMIHAPCHKI 3aBJaHHS;
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- 3a JIGHb JI0 CEMIHApPChKUX 3aHSITh BUKIATAa4eM BUKIIAABCS IUIaH POOOTH
3aHSATTS;

- JI0 KO’KHOT'O 3aHATTS BUKJIAJanach 1HAUBIAyalbHA POOOTa;

- JI0 KO’KHOT'O 3aHATh BUKIIAJIABCSI CIIMCOK KIIOYOBHUX MOHSTh.

['padiyHO y BiICOTKaX BHUCBITJICHO YCHINIHICTh CTYACHTIB Ha CEMIHAPCHKHUX
3aHATTAX (A0 3aCTOCYBaHHS «BaiOep» 3a MiICYMKaMU MEPIIOro 3MiCTOBOTO MOYJITIO
Ta MICNs 3aCTOCYBaHHS «Baii0ep») y MOPIBHSAHHI MEPIIOTO 1 JPYroro 3MiCTOBOTO
Moxaynst (man. 1,2). B yMOBHOCTI OIIIHIOBAaHHS 3aKJIaJICHO CEPEIHBbOCTATUCTHIHHUMA
MIJICYMOK OTPUMaHHUX OIIIHOK IPOTSATOM BIAMOBIJHOTO MEPioJly HaBYAHHSA, a caMe
NEPILOro Ta APYTroro 3MiCTOBOTO MOJIYJIIO.
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Man.1 YcnimHicTs ctyaeHTiB y Biacotkax rpynu [1C-1 no 1 micis cTBOpeHHS
MmeHemkepa «Viber.
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Man.2 YcnimHicth cTyaeHTiB y BigcoTkax rpynu I1I1-41 1o 1 micast cTBopeHHs
MmeHemkepa «Viber.

[IpoTtsirom npyroro 3MiCTOBOTO MOAIYJISl CIIOCTEPITaBCS aKTUBHUHN 3B’ SI30K MIXK
cryneHtamMmu 'y «Viber-rpymi», mo B CBOIWO dYepry MOOLTI3yBalIO CTYJCHTIB Y
MIATOTOBII /10 CEMIHAPCHKHUX 3aHATh. 3 Tpadika BUAHO, IO B OOHMIBOX BHITaJIKaxX

3pocia YCHIIIHICTh CTYJIEHTIB, K1 HABYAIOTHCS HA «33/I0BLTLHOM.
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OTxe, BHUKOPUCTaHHS MOOUIBHMX TEXHOJOTIH Jae 3MOry MpPOBOJUTH
IHHOBAIlIHI 3aHATTA 3 BHUKOPHUCTAHHSAM HOBUX (OpM opraHizaiii HaBYaJIbHOI
TUAJTBHOCTI. 3aBIsSKHM BUKOPHUCTAHHI JIaHOI CHCTEMHM B3a€MOJIli CTYACHTIB Yy
HaBYAJIbLHOMY TIpOIIeCi 3pociia YCHIIIHICTh CTYAEHTIB, HE 3a(iKCOBAHO BUIAJKIB
HEMATOTOBICHOCTI 70 3aHATTA. TOMYy Ui MATPUMKH KOMYHIKATHBHOTO 3B SI3KY
BCEPE/IMHI TPYIH JIOIIBHO BUKOPUCTOBYBaTH MeceHkep «Vibery. B momanbiromy
moTpedy€e TCHUXOJIOTO-TIEarOTiYHOTO  TOCHIDKEHHS TUTaHHS OpraHi3ariifHoro-
METOJIMIHOTO XapaKTepy 100 BUKOPUCTAHHS KOMYHIKaTHBHOI cucTeMu «Vibery.
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The article highlights the peculiarities of pedagogical interaction of the
participants of the educational process in the conditions of implementation
mobile technologies and "viber" as a means of communication. A wide range of
forms and methods of communication on the net are considered, which are aimed at a
more dynamic impact on youth consciousness and behavior compared to other
media. It is revealed that educational communication is a means of mobile
technologies and enables the formation of professionally important professional skills
related to communicative competence in the future.

Key words: youth, wiber, communications, education, pedagogical interaction,
mobile technologies, education.
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