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CUIA € mimepoM 3 BUPOOHHUIITBA KOMIT FOTEPHUX Ta OHJIAWH-ITOP TSI BHKOPUCTAHHS B OCBITHEOMY TIPOIIECi
3aKJIadiB CepenHboi ocBiTH. MeTa crarTi — mpoaHamidyBatu nocBin Cronydenux lltaTiB AMEpUKH IIOA0
BUKOPUCTAHHS TEXHOJIOT1] reiiMiikamii [yt po3BUTKY MeiarpaMOTHOCTI Y4HIB.

Meroan. V' npoueci HOCII/PKCHHS BUKOPHCTAHO KOHKPETHO-TIOLIYKOBHI Ta CHCTEMHUI METOH, METOJH JIOTi-
KO-ICTOPMYHOTO aHaJIi3y, [IOPIBHAHHSL, y3araJlbHEHHs, BUBICHHS HAYKOBHX TIXO/UB 10 BUOPaHOi IpOOIEMATHKH.

PesynbraT. Asropkoro npoanaiizosana Globaloria — oniaiiH-HaBuaibHa IU1aTOpMa, OPIEHTOBAHA Ha
HaBuasibHI iporpamu K-12, mo6 HaBUNTH y4HIB PO3pOOISATH, CTBOPIOBATH IPOTOTHUIIN Ta KOIYBaTH HaBYaJIb-
Hi BeO-/MOOLIBHI Irpy Ta MOJEIIOBATH 3a JOMOMOTOK CTAHAAPTHUX Taly3eBUX TEXHOJIOTIH. Y CTarTi moaa-
HO JTOOIpKYy irop, IO BHKOPUCTOBYIOTHCS Y 3aKIaJlaX CepelHbOi OCBITH AJISI PO3BUTKY MeIiarpaMOTHOCTI.
30KpeMa, OIUCaHO MOXKIIMBOCTI BUKOPUCTaHHS oHNaiH-irop “Factitious”, “Newsfeed defenders”, cyTh sikux
MoJIsira€ y BU3HAYCHHI JAOCTOBIpHOCTI iH(OpMalii, 30kpema, y comiaipHuX Mepexax 1 HoBuHax. Y “Fakey”
ta “Interland” y4Hi MOXKYTh TPOXOAUTH BIKTOPUHH, IO MICTATh OCTaHHI HOBUHU, BYaThCS TPABUIHHO TTOIIH-
proBarH ix y comianbHuUX Mepexkax. Ommaita-irpu “BBC Ireporter”, “Go Viral!” HaBuatoTh miTell BiKOM Bil
11 o 18 pokiB BUSBIATH aesiH(I)opMaui}o B IHTepHeTi, BigokpemiroBati (aktu Bix BUragok (deiikis) mpo
Covid-19. “Be Internet awesome” Mictuth MiHi-irpu “Mindful mountain”, “Tower of treasure”, “Reality
river”, “Kind kingdom”, ne qul BYATHCS| OOMIHIOBATACS IH(OPMALI€IO B IHTEPHET] TUIBKH 3 TUMH, KOMY BOHH
JOBIPSIFOTH, CTBOPIOBATH HA/IiiHI N1apOIi, BUABIISTH MiAPOOsIeH] Npodii 1 (iluHr.

BucnoBku. [l po3BuTKy MeniarpamorHocTi mKosipiB y CLIA 3 Ko)KHUM POKOM 3’SIBIISIETHCS BCE Oib-
e pecypciB, iIHCTPYMEHTIB Ta HaBYAJIbHUX irop. EQEKTHBHICTE MeTOMy TeiMidiKamii TOSCHIOETHCS THM, IO
y pa3si Horo BUKOPUCTaHHs iH(OpMAIIisl 3aCBOIOETLCS Ha MiACBiIOMOMY piBHI. [eiimidikaliisa € eGekTUBHUM
METOJIOM Ui PO3BUTKY B YUYHIB HaBHUYOK MEHIarpaMOTHOCTI Ta KPUTHYHOTO MHCICHHS, MIJATOTOBKH iX JIO
JKUTTS, IEPEHACHUEHOTO IIU(PPOBOIO iH(QOPMAITIETO.

Knrouosi cnosa: mediaocsima, epa, onnain-epa, oceimuiti npoyec, yuHi, ek, HaguaibHa niamgopma,
Mauinynayis, yugposi mexHonoeii.
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The USA is a leader in the production of computer and online games for use in the educational process
of schools. Purpose. The article examines the experience of the United States of America on the use
of gamification technology for the development of student media literacy. The author explains the effectiveness
of the gamification method.

Methods. The specific search, systemic methods, methods of logical-historical analysis, comparison,
generalization, and study of scientific approaches to the selected problematic were used in the process
of research.
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Results. The author analyzed Globaloria. It is an online learning platform for teaching students to design,
prototype, and code educational web/mobile games and simulations using industry standard technologies.
Globaloria is used to develop media literacy at the schools of the United States of America. The article presents
a selection of games for the development of media literacy. In particular, the article describes the possibilities
of using the online game “Factitious", the essence of which is to determine the reliability of information. The
simulation online game “Newsfeed defenders” is offered to increase the level of literacy in social networks
and news. The online games “Fakey” and “Interland” teach students how to properly disseminate latest news
on social networks. The online educational game “BBC Reporter” teaches children to spot misinformation on
the Internet. The author suggests using the educational game “Go Viral!” to teach students to separate facts
from fakes about Covid-19. “Be Internet awesome” contains several games: “Mindful mountain”, “Tower
of treasure”, “Reality river”, “Reality river”, “Kind kingdom”. These games teach children to create strong
passwords, to display fake profiles and phishing, to be kind to others and report cyber bullies.

Conclusions. The educational online-games for the development of media literacy appear every year
in the United States. Gamification is an effective method for developing students’ skills in media literacy
and critical thinking, preparing them for a life that is oversaturated with digital information.

Key words: media education, game, online game, educational process, students, fake, educational platform,

manipulation, digital technologies.

BcTtyn

CyyacHe cCycnifibCTBO XapakTepu3yeTbCs
BENMKUMU obcaramm iHPOpPMaLUiMHKUX MOTOKIB,
O MalTb PI3HY TemMaTuky, Lifi, po3paxoBaHi
Ha pi3Hi ayguTtopii. Lle 3ymoBneHe, 3 ogHOro
Ooky, rnobanisaujeto nOACLKOro CycninbCcTBa
Ta iHpOpPMaLINHMX NPOLECIB SIK OAHIET 3 MNOro
CKNagoBMX YaCTWH, a 3 iHWOoro 60Ky, piBHEM
PO3BUTKY IHHOPMALINHUX | KOMYHIKaLNHNX TeX-
HOMOriN, WO 3abe3neyylTb HacCTiNbKM OypXx-
nmBe 30iNbLUEHHS IHPOPMALLINHUX NOTOKIB.

OpHielo 3 rpyn KJOYOBUX OCBITHIX KOM-
neTeHuirn, npunHatux Papoo  €Bponu,
KUMKW MNOBWHHI BOMIOAITWM BCi MONOAi €BPO-
nenui, € rpyna KOMMeTeHUi, NoB’a3aHux 3i
3pOCTaHHAM  iHpopmMaTuaauii  cycnisibCcTBa
(Lasauskien, 2015). Mig komneTeHuigMun, WO
BXOOSATb Yy Taky rpyny, po3yMieTbCH BOJIOAiIHHSA
IHpOPMaLIMHUMKM TEXHONOTIAMU, PO3YMIHHS X
CWUNbHUX i CNnabKnx CTOPiH, YMIHHSA KPUTMYHO
OouiHIOBaTY iHHOpMaLLto, WO HaaX04UTh i3 pi3-
HUX Oxepen.

1. TeopeTuyHe OOrpyHTYBaHHA nNpoO-
onemmn

Y npoueci po3BuTKY Teopin, Wo Aaocnia-
XYIOTb B3aeEMOLi0 NnioanHu 3 iHdopMauinHUM
cepenoBuLIEM, 3’9BUIOCA MOHATTS «Mefia-
KynbTypa» — piBeHb PO3BUTKY OCOBOUCTOCTI
3anexHo Bif, ii 3nibHOCTEN cnpuiMaTK, OLLIHIO-
BaTW, aHani3yesaTu i CTBOPIOBATK iHPOpMaLLlo,
OTPUMYBATU HOBI 3HaAHHSA 3i cdepu PyHKLO-
HyBaHHA Media. 3 MEeTO pPO3BUTKY Meaia-
KyNbTypu OCOOUCTOCTI y Cy4acHin neparoriu;
3’ABUBCS HOBUW HaNpsaM MemiaoCBiTU, SKUN
MW BM3HAYAEMO §IK MPOLEC PO3BUTKY OCOOU-
CTOCTi 3a [JOMOMOrolo i Ha mMaTtepiani 3acobiB
MacoOBOi KOMYHikauii (Megjia) 3 MeToto popmy-
BaHHS KyNbTypu CMiJIKyBaHHA 3 Mefjia, TBOpP-
4YMX, KOMYHIKaTUBHUX 30iOHOCTEN, KPUTUYHOIO
MUWCSIEHHS, YMiHb MOBHOLHHOIO CMPUNHATTY,
iHTepnpeTaLji, aHaniay Ta OuiHKN MeaiaTeKCTiB,
HaBYaHHS PI3HUX HOPM CaMOBUPAXEHHS 3a
[onoMorol MegdiatexHiku. 3006yTa B pesyiib-

TaTi UubOro NMpouecy meniarpamMmoTHICTb O0Mo-
Marae JIOOMHI  aKTUBHO BUKOPMCTOBYBATU
MOXJIMBOCTI iHpOpMauinHoro nons — Teneba-
YeHHsl, pagjo, Bioeo, kiHematorpada, npecwu,
IHTepHeTy (MpuxoabkiHa, 2019).

Mpobnemn meniaocBiTM Ta MegdiarpamoT-
HOCTi Y4HIB [0CHioXyBann amMepukaHCbKi
(M. Aypepxang (P. Aufderheide), . BoxmeH
(J. Bohman), O. TepbHep (J. Gerbner),
M. Keppi-Tau (M. Carey-Touch), . KoHciganH
(D. Considine), P. Ky6eii (R. Kubey), [l. PO6iH-
coH (D. Robinson), K. Tannep (K. Tyner),
. ®eppinrtod (G. Ferrington), [O. Xinewn
(D. Hiley), P. Xo66¢ (R. Hobbs), P. LUycTep-
MeH (R. Shusterman) Ta iH.) Ta ykpaiHCbKi
(J1. baxeHosa, O. boHpapeHko, I'. Bopuwino-
neup, O. BonoweHiok, H. Mabop, B. IBaHOB,
T. IeaHoBa, C. lub, C. KgiT, JI. Kynbunubka,
J1. HanpgboHoBa, b. MNMotatunuk, I'. MNo4enuos,
B. PigyH, . OHKOBMY Ta iH.) BYEHI.

AKTyanbHUM € MUTaHHA:  aKi dopMuU
Ta MeTogm € HamedekTUBHIWMMKU ONS pOo3-
BUTKY MefiarpaMOTHOCTI LLUKONFpIB Y NMpoueci
MeniaocsiTn?

3aBagKM CTPIMKOMY PO3BUTKY iIHPOPMALLIMHNX
TexHonorin (IT) i 6e3nepepBHOMY 30iNbLLEHHIO
obcary iHpopmalii oTpumye Bce BinbLuy Mory-
JIIPHICTb  KOMM'IOTEPHE HaBYaHHS. Po3pobneHi
Ta YCMillHO BUKOPUCTOBYIOTbCA B OCBITHBOMY
MPOLECi eneKTPOHHI HaBYaslbHI KypCu | CuC-
TemMu, OOCNIIKYIOTbCS Ta aHani3yloTbCs METoam
i pesynbTaty iX 3aCToCyBaHHA. ByeHi nocTinHO
PO3POOATL | MPOMOHYTL A0 BNPOBaAYKEHHS
HOBI, OifbLL OOCKOHaN MEeToau, L0 JO3BOMAIOTh
iCTOTHO MIABULLNTA GKICTb Ta iIHTEHCUIKyBaTU
npouec Hae4aHHs. Ha aymky B. Kpyrnosa, cBi-
TOBUIM pUHOK Educational technology no 2025 p.
BMpocTe Oinbll HixX yagivi — 3 $158 mnpa oo
$342 mnpa. HoBi MeToaVKM paHO Yu Mi3HO BUTIC-
HATb KOHCEPBATWMBHI, YCMagKOBaHi BiO, paasiH-
cbkux yacis (Kpyrnos, 2020).

€ pi3Hi cnocobwu nigBuLLLEEHHS e PEeKTUBHOCTI
HaBYaHHH, | OOMH 3 HaMNepCnekTUBHILLUX
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MiaxonaiB — BUKOPMUCTAHHA B HABYAHHI KOMM'tO-
TepHux irop — Digital Game Based Learning
(DGBL). Komn’toTepHi irpn 3’aBunncs B opy-
rim nonosuHi XX ctonitta. Hapani ua ranysb
iIHpOpMaLNHMX TEexXHONOriM NOCTINHO pPO3-
BMBasiacs i 3apa3 nepetBopwuaca Ha camo-
CTiMHY iHOYCTPIl0. X0o4Ya BUKOPUCTaHHSA irop
0719 3a0X0YEHHS HaBYaHHS HE € HOBUM, MPOTe
uinecnpamMoBaHa aganTauisi irop y KOHTEKCTI
HaBYaHHS BUMLINA HA HOBU piBEHb 3 MO4-
BOIO umMdppoBux meaia. Lern HoBun umdpposui
Ccnoci6 HaBYaHHS, 3aCHOBAHU Ha OTPUMAaHHI
3a00BONIEHHSA Big, NPOXOOXXEHHA rpu, BiOKPW-
Ba€e HOBI acnekTn Npouecy HaBYaHH4.

pa mae 6e3niy dopm, ane, Ha AYMKY Npo-
decopa boctoHcbkoro konemxky 1. peq, i
3aBXAM MpuTaMaHHi Taki XapakTepucTukin
(F'pen, 2016):

— rpa — pesynbTaT Bi/lbHOro BUOOpPY;

— Ue OiSIbHICTb, B 9K 3aC00U BaX/IMBILLI
3a pesynbTar;

— ue AianbHICTb, MpaBuna $KOi iICHYIOTb
y rofloBax rpasLiB;

— rpa 3aBxamn ysiBHa i HeCepnosHa,;

— rpa BK/IOYaAE PO3YM, He CTBOPIOYN
Hanpy>XeHHs.

Ponb irop y dopmanbHin OCBITi AOCHiIOXY-
Bana Futurelab (Games in Education 2010).
BucHoBKN Bynu Taknmu:

— OANeKko He KOXHa OUTWHA MPOSaBNFE iHTe-
pec 0o irop, ane, He3Baxar4iu Ha ue, irpm
nocigaloTb OOCUTb BaX/IMBE Micue B XUTTI
OaraTtbox noaen;

— BuYMTEni Bce Oinblle TigHO OLIHIOTb
OCBITHIlN MOTeHUian irop i BCe yacTille 3acTo-
COBYIOTb iX Y pOOOTI 3 YHHAMMU;

— irpy HapawTb NnaTdopmMy 415 aKTUBHOIO
npoLecy 3aCBOEHHS HOBOro maTtepiany. Has-
YyaHH$A BiAOYyBaETLCSA He TiNbkn y popMi nacuB-
HOrO YUTaHHS i CNyXaHHS, BOHW MOXYTb NiJ-
nawToByBaTUCs nigo noTpedbu KopucTyBaua,
[aloTb MOXJIMBICTb CAMOCTINHO BMBYaTWU | 3Ha-
XO0OUTU HOBE, HaaalTb MUTTEBUIN 3BOPOTHUN
3B’A30K;

— irpm — ue TiNbKM YacTMHa HaBYaslb-
HOi NpPakTUKX | MOBUHHI 3aCcTOCOBYBATUCS
B pamMKax niaxoay 3MillaHOoro HaB4aHHSA nopsa,
3 iHWMMKM MEeTogamMu;

— TeXHONOrig CTBOPEHHS irop 6e3nepepBHO
PO3BUBAETLCH, POCTYTb LLIBMAOKICTb 0OPOOKM
iHbopmauii, rpadidyHi MOXIMBOCTI, obcaru
MOBiNbHMX HOCIIB iHpOpMauji — BCe ue [03-
BOJISE CTBOPIOBATK BinbLL AOCKOHANi irpwn.

KoMn’toTepHi irpy ong HaB4aHHS € pesyrib-
TatoM renmidikauii, WO 3aCTOCOBYETbLCS
B baraTtbox ranyssx XUTTELIANbHOCTI
nognHn. TepMiH «rermidikauis» (renmidika-
uia Big aHrn. gamification) ynepiie 0yB BUKO-
puctanmin y 2002 p. H. MenniHrom (N. Pelling),
aMEePUKAHCLKMUM MPOrpamiCToM i BUHaXigHW-
KoM, i BXe y 2010 p. cTaB 4acTo BXMBAHUM,

a HUWHI BUMKOPUCTOBYETbCSA Yy OaraTbOX rany-
39X JNIIOACLKOI OianbHOCTI (6i3Heci, ynpasiHHi
rMepcoHasioM, OXOPOHi 340POB’S, OCBITI TOLLO).
enmigikalia — ue 3acTOCyBaHHSA IrpPOBUX
MeXaHiK, XapakTepHux Ons Bigeoirop, y npo-
rpaMHuX HCTPYMEHTax ANns HeirpoBux coep
3 METOK 3alyd4eHHs KOpUCTyBa4iB i CNOXWU-
BauiB, MiABULLLEEHHS iX 3aLiKaBNEeHOCTI y BUPI-
WEeHHI npuknagHux 3aBOaHb, BMKOPUCTAHHS
npoaykTie, nocnyr (Makapesud, 2015).

OcobnuBocTtam renmidikauii  OCBITHLOrO
npoLecy NpuUCBAYEeHi O0CNioKeHHs 3apyOix-
Hux (K. AHpepca (C. Anders), K. BincoHa
(C. Wilson), M. I'pea (P. Grey), O. Knapka
(D. Clark), M. Crexnika (M. Stehlik),
K. CtedeHcoHa (C. Stephenson), J1. Cygona
(L Sudol), O. XaHtepa (D. Hunter) Ta iH.)
Ta ykpaiHcbkmnx (B. Byraesoi, |. Bypadeka,
L. 3aropyneko, b. KauaH, B. Kpyrnoga,
O. Makapesuy, A. MoctoBoi, €. Powmara,
O. Tka4yeHKo Ta iH.) AOCNiOHMKIB.

Hameigomiwumm npuknagom renmigikauii
B OcCBiTi € Minecraft. [MpoekT cTBOprOBaBCYH
SIK MOBHOLUIHHA KoOMM’'loOTEPHa rpa, B $Kin
KOpUCTYyBa4di MOXYTb B3aEMOLIATV 3 HaBKO-
JILLHIM CBITOM, CTBOPEHUM 3 TPUBUMIPHUNX
KybiB, 30uparunm €Ki, MOXHa CTBOPKOBaATU
HOBI 00’ekTu i mMexaHiamn. Minecraft ctaB
OJHI€ 3 HANYCNILLHILINX KOMM’ IOTEPHUX irop
B iCTOpIi: 4MCno npoagaHux KomMiin CTaHOBUTb
Ginbwe 120 mnH. Y 2014 poui npoekt 6yB
kynneHnin Microsoft 3a 2,5 mnpg ponapis.
MinecraftEDU — cneuianbHa Bepcisa rpu, agan-
TOBaHa 4J19 BUKOPUCTaHHS B 3akiagax cepes-
HbOI OCBITW. Y BipTyaslbHOMY B10KOBOMY CBITi
LKOMSPI «Ha NpPakTULUi» Nig KOHTPOJSIEM BUKIA-
Jaya BMKOPUCTOBYIOTb 3HAHHA, OTPUMaHi Ha
ypokax. HwuHi ug nnatdopma BUKOPUCTOBY-
€TbCa Oinbl HixX y 100 kpaiHax CBiTY.

[HWWIA Npuknag BUKOPUCTaHHA rermidika-
Lii B WkinbHin oceiTi — ClassDojo — ceps.ic, o
[03BOJISIE BM/KI1aaa4vyeBi naBatm MUTTEBUN 3BO-
POTHWNI 3B’A30K Y4HAM B irpoBivi @opmi. KoxeH
yyeHb — YHiKaNbHUIA «MOHCTPUK», KOMY BYU-
Tenb MOXe gaBaTu 3a0Xo4eHHd. Kpim uboro,
ClassDojo — wue i cuctema MOHITOPUHIY
ona 6artbkiB.  [1naTdoOpMOI0 KOPUCTYIOTLCS
40 minbinoHie Buknagadie y 180 kpaiHax. 90%
rno4yaTtkoBux i cepenHix wkin CLLUA BXe BUKO-
pucTtoBytoTb ClassDojo.

2. MeToponoria Ta metoaun

Y npoueci JocnigpkeHHs Hamu 6yno BUKO-
pPUCTaHO KOHKPETHO-MOLIYKOBUIA Ta CUCTEM-
HUA  MeToau, MeToaM NOriko-icTopwny-
HOrO  aHanidy, MNOPIBHAHHS, Yy3aralibHEeHHS,
BMBYEHHSI HaAyKOBMX MigxoAdiB Ao BMOpa-
HOi mpobnemaTtuku. Ona Bubipkn Komn’'toTep-
HMUX Ta OHMIANH-IrOp 3 PO3BUTKY MeaiarpamorT-
HOCTI y4HiB y CrnonyyeHux LUTtatax AmMepuku
Oyno BUKOPUCTAHO KOHKPETHO-MOLLUYKOBUNA,
y3arasibHEHHs  Ta MNOPIBHAJIBHUA METOAM.
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BcebiyHe Ta komMnaekCcHe AOCIOAXKEHHS rermi-
dikauji OCBITHBOrO npouecy Ta pPO3BUTKY
MeaiarpaMOTHOCTI Y4HiB 3ab6e3neymB CUCTEM-
HUIA  MeToAd Ta BMBYEHHSI HAyKOBUX MigxoAdiB
0o BubpaHoi npobnemaTtukn. Ona cucte-
MaTunaauii, aHanidy gaHux Ta iHdopmauii cTo-
COBHO [O0CNioXyBaHOi NpobnemMaTtukyu BUKO-
pucTaHO MeTo[ JIOriKO-iCTOPMYHOro aHaniay.

3. Pe3synbTatn Ta AUCKYCIii

3a nporHosamMy aHanmiTU4HOI  KOoMMaHii
Metaari (The 2019-2024 Global Game-based
Learning Market, 2019) go 2023 p. puWHOK
OCBITHIX irop pocarHe 17 minbapaie gonapis
(ons nopiBHaHHA B 2019 p. ycq iHayCcTpia Bige-
oirop ouiHioBanaca B 152,1 mineapaa gonapis).

Ha iHHOBauiMHOMY MeTOAMYHOMY CeMiHapi
3 MegjarpamoTHOCTI «EgbioToH 2020», Wo Big-
oyscsa 20—23 ntotoro 2020 p. B AnmaTtu, MeH-
Topamu EObOTOHA — BYEHMMU-ekcnepTamu
3 YkpaiHn, bBinopyci, KasaxctaHy, Tapxwu-
KncTtaHy, YsbekuctaHny, KnpruscrtaHy — 6ynm
BMU3Ha4yeHi dopmatn-tpeHam y cdepi meqia-
rPamMOTHOCTI:

— HaBYaHHS 4yepes rpy;

— renmidgikauis;

— HaBYaHHA 3
(edutainment);

— Bi3dyanisauig;

— HaB4YalbHi POSILOBI IrPVY Ta NOCTAHOBKWU;

— iHTepakTuB (MIHTepakTne n remmudpuka-
ums, 2020).

Y CLWA renmidikauia posnoyanacsa Ha
noyatky 2000-x pokiB. HuHi kpaiHa € ninepom
3 BUPOOHMLTBA KOMIM'IOTEPHMUX Ta OHMANH-i-
rop 49 BUKOPUCTaAHHA B OCBITHbOMY MNpPO-
Leci 3aknagiB cepefHboi ocBiTU. Hamu 6yno
npoaHasnisoBaHO KOMM'IOTEPHI Ta OHMANH-Irpn
0151 PO3BUTKY MeAiarpamMOTHOCTI yyHiB y Crno-
nyyeHux LLUTtatax Amepukn.

BAD NEWS - TekctoBa ©Opay3epHa
OHNnarH-rpa, pospobneHa y moTtomy 2018 p.
BYEHUMU-A0CIiAHNKaMN 3 KeMOpuaKcbkoro
YHiBepcuTeTy | ronnaHAcbKo Megia-rpy-
rnoto Drog, OCBiTHbOIO METOIO 9KOi € NPOTUAIS
nesiHdopmauii. Meta rpm — oTpumMatTn §Ko-
Mora Oinblue nOoCniAOBHKKIB, 3aBOWOBYHOYN
npn ubomy danbwmemin astToputet. Kopuc-
TyBadi rpatoTb POJib MarHaTiB i MMCbMEHHWKIB
dEeNKOBUX HOBWH, €Ki HamaralTbCHd 3AjNc-
HUTW couiaNibHUI BMNJVB, NMOLUMPIOIOYN OE3iH-
dopmauito, Hamarawoumcb 3anyyunTn 6Ginblie
nepeannaTHUKIB: MOLIMPIOIOTb OpEXHI0,
po3nanioTb HEHaBUCTb, HabupalTb 6anu
BN/MBY. [n19 pO3KPYTKM CBOro Mefia MOXHa
3acTocoByBaTu 60TM, MackyBaTtucs nig odi-
UinHi  oxepena i BuKopucTOoBYBaTU BiadO-
TowonneHi ¢otorpadii. Takox y rpi MoxHa
MPONTUN HEBENIMKNI TECT Ha BMIHHSA BiOPISHNTM
MOMWJIKOBY iHOpPMaLLito Bif, JOCTOBIPHOI.

HewonaBHe  OOCHIOXEHHS, NpoBeaeHe
B KeMOpunaxcbkoMy yHiBEpCcUTETI, nokasano,

eneMeHTaMmn  po3Baru

WO nporpaBaHHA MNOraHMx HOBWH 30inblUye
«MCUXOJONYHY CTINKICTb» 00 Ae3iHdopmaLi.
KeMbpunaXXCcbKnii CIOBHUK TIYMaunTb (GENKOBI
HOBMHWM Tak: «CXOXi Ha HOBUHU (anbLUUBI
icTopii, AKki mowwupioloTb y IHTepHeTi abo 3a
J0OMNOMOrolo iHWKX Meaia, aki 3a3Buyanm CTBO-
PEHO ONs BMAMBY Ha MONITUYHI nornagm abo
3aana xapty» (dyone, 2019: 6).

Pesynbtat 15 000 y4acHukiB nokasy-
I0Tb, WO NpoxomxeHHa BAD NEWS nokpatlye
30aTHICTb BM3Ha4yatu HenkoBi HOBUHWU. |oes
«WenneHHa Big (HenkoBMX HOBUH» MNPUBEP-
Hyna oo cebe yBary: 3a nigtpumku M3C Benu-
kobpuTaHii Bad News nepeBenn Ha OeB’'ATb
moB, a WhatsApp 3amM0BMB y aBTOpPIB AOC/Ii-
[DKEHHS1 HOBY Ipy O/ CBOro MeceHmoxepa.
KomaHpa po3pobHMKIB TakoXx CTBOpuUna
Bepcito rpyu BAD NEWS pna gpiten Bio 8 no
10 pokiB, gka OOCTyNHa Ha OECATU PIiSHUX
MOBax (aHrnincebkin, cepbCbkin, MNOJSbCbKIM,
rpeubkin, HiMeubkin, GpaHuy3bKiin Ta iHLWKNX
MoBax). Ha xanb, BepcCii yKpaiHCbKOID MOBOIO
HemMae. 9k 3a3Ha4umB cniBaBTop rpun . Py3eH-
6ik (J. Roozenbeek), «mn xoTinu po3podbutun
MPOCTUIN i 3axXONJIKYMIA cnocid NigBULLEHHS
MefiarpaMOTHOCTI Y BiAHOCHO pPaHHbLOMY BiLl,
a noTiM NOAMBUTUCS, 9K OOBro TpuBae epekT»
(Fake news “vaccine” works, 2019).

TakoxX He 3anuwmecs y cTopoHi i Google.
Y cnienpaui 3 ConnectSafely, Internet
Keep Safe Coalition i Family Online Safety
Institute kKomnaHia po3pobuna Ge3KOLITOBHY
oHnarH-nporpamy BE INTERNET AWESOME,
METOI0 $IKOi € PO3BUTOK MeAiarpamMOTHOCTI
Ta IHTepHeT-6e3nekun wkongapis. LLLo6 makcu-
MaJsibHO BUKOPUCTOBYBATM MOXIMBOCTI IHTEp-
HETy, OiTM MOBWUHHI OyTW rOTOBI NpuAMaTn
PO3yMHiI pilleHHs. NMporpama Mictutb 5 Tem:

- IHTepHeT PO3YyMHUI (Internet
Smart): miniTbca 3 o6epexHicTIo.

— IHTepHeT nunbHUI (Internet Alert): BminTe
BIOPI3HNTN PeliK.

— IHTEpHET CUNbHUN
3axXUCTITb CBOI CEKPETU.

— IHTepHeT pobpwuin: (Internet Kind): 6ytn
0obpum — KpyTO.

— IHTepHeT xopobpwui
KON CYMHIBa€ELLCS, FOBOPMU.

Y Mexax nporpamm po3podunm HaBYasbHYy
OoHnamH-rpy INTERLAND. Meta rpn nons-
rac B TOoMy, Wo6 y piten cdopmyBanacsa
3BMYKa MepPeBIpPATM BCIO iHPOpMaLilo, a He
TiNbKU Ty, 9Ky BOHW BBaXatTb Mig03Pifolo.
Y rpi noTpibHO rpatn ponab AMBHOI He3rpab-
HOI COBM | BIANOBIOATVM Ha MPOCTI NUTAHHS,
Hanpuknag, K BUrnggae 3Ha4ok 6e3neyHoro
3’€HaHHg | IK BASHAQ4YUTU 4OCTOBIPHY HOBUHY.
INTERLAND € 4acTuHOW HaB4asibHOro npo-
exTy “Be Internet Awesome”, MeTol0 AKOro
€ HaBYaHHSA WKOMSPIB OCHOB LMPOBOI rpa-
MOTHOCTI i 6e3nekn B IHTepHeTi. [pa noea-

(Internet Strong):

(Internet Brave):
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HY€E BUpPIlLEHHS 3aa4a4 i 0OrOBOPEHHS B rpyni,
3a J0MOMOrol 9KuX AT 3aCBOKTbL OCHOBU
MeniarpaMoOTHOCTI | pPO3BMBaOTb HaBUYKU
KPUTUYHOTO MUWCSIEHHS Yy TMPOLLECi NOLUyKy
iHpopmauii B IHTepHeTi. Y npoueci rpy aitn
LI3HAIOTLCY, WO Take QIWVHT | 9K MOro yHUK-
HYTWU, Y M BIOPIBHAIOTbCA Aianor 3 60TOM
i ntognHoto. Kpim uboro, aitm B4aTbCs BU3Ha-
yaTu HafirHi oxepena iHpopmauii i po3ymiTu
MOTUBU aBTOPIB. ['pa BYNTb, K MOLUMPIOKOTLCSH
HenpaBaMBI HOBUHW, $iKi ICHYIOTb OCHOBHI Npu-
nommn pesiHdopmaldlii: MackyBaHHS nig, BiooOMi
Jxepena, BAKOPUCTaHHS LWOKY4YMX poTorpa-
din i icTopin, NPOBOKYBAHHA EMOLLIMHUX peak-
uii. INTERLAND pocTtynHa Ha OecsTM MoBax
(nepeknagy yKpaiHCbKOIO MOBOI HEMAE).

BE INTERNET AWESOME Takox MiCTUTb
MiHi-irpu: MINDFUL MOUNTAIN, pge gitm
BYaTbCH OOMiHIOBaTUCS iHpOopMaLieto B IHTep-
HeTi TiNIbKNW 3 TUMMU, KOMY BOHW [OOBIPSIOTb;
TOWER OF TREASURE, pe wkonspi B4aTbCcs
cTtBoptoBatu HagivHi naponi; REALITY RIVER,
aKa BYATb BUSBAATM Migpo6neni npodini
i @iwmHr; KIND KINGDOM, wo cnoHykae
aiten 6yt poOpuMM OO0 HWKX i NOBIAOMAATH
npo KibepxyniraHis.

Y 2020 p. KeMOpuaxcbkuii yHiBepcuteT
y NapTHEpPCTBI 3 ypsaaoM BenvkobpuTaHii po3s-
pobuB HOBY HaB4yanbHy rpy GO VIRAL!, meta
AKOT — A0MNOMOIrTU Y4HAM BigOKpeMuTn pakTtu
BiJ, MAaNCTEPHO BUragaHnx BUragok (pemnkis)
npo Covid-19. Po3p0o0OHUKK pPO3PaxoBYOThb,
L0 3a OOMNOMOrolo rpu yyHsam 6yae npocTiwe
ineHTudikyBatn Ta irHopyBatu iHPOpMAaLLito
npo Covid-19, gaka He mMoxe OyTu nioTBEp-
keHa 3akoHHMMK gxepenamu. CyTb rpwu
nonsarae B Tomy, wo rpaeui GO VIRAL! rpa-
I0Tb POJIb 3/TOBMUCHUKA, SIKUIA BUKOHYE MICito
3 NOLWMPEHHS B IHTepHeTI aesiHdopmalii npo
rnobanbHy naHgemito Covid-19. OwnnariH-
rpa npu3HadyeHa nONng O3HAMOMJIEHHS rpo-
MaACbKOCTi 3 LUMPOKUM CMEKTPOM METOLIB,
AKi HenkoBUPOOHMKM  BUKOPUCTOBYIOTb ON1K

NMOLINPEHHA (PEerKoBUX HOBUH, 0COOANBO
Yy coujanbHUX Mepexax.
Y 2018 p. BBC 3anyctuna HaB4YanbHY

oHnaviH-rpy BBC IREPORTER, wmeTOl0 $KOi
€ HaB4yaHHea aiTen Bikom Big 11 oo 18 pokis
BUSIBNeHHa aesiHdopmauii B IHTepHeTi. Y rpi
niTn rpatoTb ponbxypHanictis BBC, ki NOBUHHI
BUPILNTK, SKMM MyoOnikauigm y couianbHuX
Mepexxax, NoNiTUYHMM 3agBaM i poTorpadisam
BOHW MOXYTb OOBIipATU.

Ona BMBYEHHS TOro, €K NOAW pearyloTb
Ha peanbHi HOBUHW Ta Ae3iHdopMmalLiio, Mari-
cTpaHTn O6cepBaTopii coujabHUX Mepex
IHCTUTYTY MepexeBux Hayk YHiBepcuteTy
Ingianm (Indiana University Network Science
Institute’s Observatory on Social Media)
cTBOPUAN Cx0Xy Ha IREPORTER HaB4YanbHy
koMn’toTepHy rpy FAKEY, meTa Koi — HaB4YUTH

hiTeli mefiarpaMoOTHOCTI Y NpPoLLeCi B3aeMopii
3i 3MOENLOBAHOID CTPIYKOK HOBUH.

Y FAKEY rpaBuj NpoxoasTb BIKTOPUHM, LLO
MICTSATb OCTaHHIi HOBUHW, | NMOBUHHI BMUPILLNTK,
Y1 MO>KHa NOLLUMPIOBATU IX Y COLiaNbHUX Mepe-
Xax. BapiaHTn Bk/IOYalOTb Nank, chifibHe
BUKOPUCTaHHSA, nponyck abo nepesipky ¢ak-
TiB. CTparteria rpn nonarae B ToMy, Wo6 cta-
BUTW nankm abo ginutucsa ctattamm 3 odilin-
HUX HOBUHHUX mkepen, Takux 9k CNN, The
Washington Post, The Verge, nponyckatoumn
abo nNepeBipsaoYM CYMHIBHI MOBIAOMIIEHHS.

basoBun au3ariH i KOHTEHT rpyM NoTpeody-
I0Tb MEeBHOI npodecioHanisawii. Hatenep
BiH Kpalle onTUMI3oBaHW Ang cMapTOHiIB,
i B HbOrO TPOXW HE3PYYHO rpatm B Opaysepi
komn’'totepa. TekcTu B rpi Tex notpebyloTb
©a30BOro pegaryBaHHs. Hanpuknan, y nesakmnx
nybnikauiax Oynm 3aronoBHi OykBWU (3amicTb
The Wall Street Journal y rpi 3HaunBcsa The
Wall Street Journal). Ockinbku meTa UbOro
pecypcy — nNigBUWUTM MegjiarpaMOTHICTb,
Takoro poay npobrnemMm MOXyTb MPUBECTU
00 BTpatn OoBipn OO0 rpu. 'pa € KOPUCHUM
pecypcoM Ons LWKonspiB, 6aTbkiB, y4uTenis
Ta BCiX, XTO Xo4ye pgisHatucs npo ¢deHoMeH
danbLUINBUX HOBUH.

NEWSFEED DEFENDERS - ue cumyng-
UinHa OHNamH-rpa ongd nigBULLEHHS PiBHSA
rpamoTHOCTI Y coujanbHUX MepeXax i HOBU-
Hax, WO CTBOpeHa cniBpobiTHMKamn LieHTpy
rpoMancbKoi NoniTUKM AHHEHOepr i OCBITHLOT
HekoMepuirHoi opraHisaduii iCivics y napTHep-
ctBi 3 FactCheck.org. MeTa rpm — ponomorTtu
YYHSAM 3P0O3YMITU OCHOBHI KpuUTepii npodecin-
HOT >XXypHanicTuky, Ai3HATUCS OCHOBHI Npw-
MOMU MaHIiNynoBaHHA Ta 9K HOBWHW CTalOTb
BipyCHMMK. CyTb rpu NONGrae B TOMy, LLO Y4Hi
OepyTb Nig CBilA KOHTPONb BUragaHuU Cant
coujanbHux HoBMH “Newsably”. TMicna Bnbopy
Temn gns cBoei Bepcii Newsably (y4HiBCbke
XUTTS, 300POB’A, CriopT abo pos3Barn) y4Hi
BMOMpalOTb PONi Ha CaiTi, 3 4acOM 3MiHIO-
I04M CBOIO POJb Bif rOCTA A0 agMiHicTpaTtopa
canty, BMOMpalTb, O00al0Tb, KOMEHTYIOTb
MeaianoBigoMAeHHd. TakoX Yy Mpoueci rpu
Y4Hi 3HaxXoOsATb MaHINynsuilo B pPekIaMHUX
ponukax, CyMHiBHI oxepena i ¢aktu, ooTpu-
MYIOUNCb TakMX N'ATWM NMpaBui XypHanicTta, 9k
TOYHICTb, MPO30PICTb, HaALIMHICTb, Heynepe-
IDKEHICTb | uinecnpamMoBaHicTb. ['pa € Kopuc-
HUM pPEeCcypcoM Hacamnepen Anna BYUTESiB.
Po3pobHMKM Tpy Haganu MeTOAMYHI PeKo-
meHpauii (NewsFeed Defenders, 2018) wono
i1 BAKOPMCTAHHSA B LLUKOJIi, WO MIiCTATb BNpaswu,
MiHi-ypOKM, 3aBOaHHA, METOAM OLiHIOBAHHS,
a TakoOX NOCWUIaHHSA Ha 30BHILLHI pecypcu, Lo
MOXYTb BMKOPWUCTOBYBATUCS [OS19 HaBYaHHS
LUKOMSIPIB KPUTUYHOTO MMUCIIEHHS, 3aCBOEHHS
HaBMYOK pPO3Ni3HaBaHHA @enkoBUX HOBUH
i oesiHdopmaldii.
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FACTITIOUS — oHnariH-rpa Ha Temy Mmegja-
rPaMoTHOCTI, po3pobneHa y 2018 p. amepwu-
KaHCbKMM YHIBEPCUTETOM, 3a NepLli TPy OHi
CBOro icHyBaHHsa 3ibpana 6nm3bko 1,6 Minb-
noHa. CyTb ii nondrae y BM3HAYEHHI OOCTO-
BipHOCTI iHpopMmauji. [MpuHUMN rpu Takun:
npounTaTn CTaTTio, NMPOBECTM NanbLeM rnpa-
BOpPYY, SIKLWIO BBaXa€eTe ICTOPIil0 peasibHOolo,
abo BniBO, AKWIO AyMaeTe, WO Ue nigpobka.
MpaBuna npocTi i He BMMarawTb 0COBINBKMX
HaBMYOK Ta YMiHb. BOHN He nepeBaHTaxylTb
YYHIB | TOMY CNpPUNMaloTbCs K PO3BaxkasibHUM
KOHTEHT.

3a gaHnmu canty Medium.com, cTaHOM Ha
2020 p. GinbLUe 2 MiNbMNOHIB 0CIO Oynn yyac-
Hukamu uiei rpm (Anders, 2020). Lle cBiguntb
npo Te, WO NPOCTUN | 3pO3yMiNnn iHTepgenc,
a TakoX HeHaB’d3numBa iHTepakTuBHa ¢opma
npmBabnioe BesIMKY KiNbKiCTb KOPUCTYBadiB.
Lo Toro x rpa HapaxoBye 6anu 3a npaBuIIbHI
BiOMNOBIAi Ta CKNagae PenTUHrN rpasuiB, LWO
nogae im moTuBauji. PesynbTatn TecTiB, dKi
PO3MiLLLeHi Nicna KOXHOro ypoky, oopMytoTb
NepPCOHaNbHUA PENTUHI  YCHIWHOCTI Y4HIB,
AKWIA MOXHa nepernggatm B 0COOUCTOMY
kabiHeTi Ta MOpPIBHIOBATU 3 [OOCSATHEHHSM
iHLUMX KOPUCTYBAMiIB.

AmepukaHcbka —pgocnigHmus P, Xo66¢
(R. Hobbs) 3asHayae, WO HaBYaHHS Memi-
arpamMoTHOCTI BIOPISHSETLCA BiO MPOCTOro
HaBYaHHA 3a O0MNOMOrol UUEPPOBUX IHCTPY-
MeHTIB. BukopucTtaHHs irop y knaci Bumarae
OiNbLIOro, HiX NPOCTO rpatnm B MNOMYASPHI
irpn. JocnigHnus BBaxae, WO rpakym B irpm
SIK CMOXMBaui, Y4Hi MOBWHHI PO3pPOONATU
BNacHi irpu. «CTtaBwKX aBTOpamu, mporpami-
CcTamu i amsamHepamu irop, ydHi nornmbnio-
I0Tb CBOE PO3YMIiHHSA BMOOPY, MOB’SA3aHONO 3i
CTPYKTYPOIO i YHKLIEID CaMUX TeXHONOoriy-
HUX IHCTPYMEHTIB», — BBaxae P. Xo66c. BoHa
Buainge nporpamy nig, Hassoio GLOBALORIA
K OOVH 3 MPUKIaaiB BUKOPMUCTAHHS ifPOBOIro
ansanny ong HaByaHHa. GLOBALORIA - ue
OHNlaMH-HaBYasbHa naaTtdopma, OpiEHTOBaAHA
Ha HaB4YanbHi NporpaMmn K-12, o6 HaB4nTK
YYHIB pO3p0o06naTK, CTBOPKOBATU MNPOTOTUMMU
Ta KoayBaTW HaB4yasibHi BeO-/ MOOINbHI irpw
Ta mMoAesntoBaTn 3a OOMOMOIrol CTaHAAPTHUX
rajsly3eBMx TEXHONOriN 9K 3aco0y HaBYaHHS
3MICTYy Ta TBOPYMX IHHOBALiMHUX HaBUYOK.
Mnatpopma 6Gyna po3podbneHa B 2006 p.
I. Xapenowm (l. Harel) ak npoekT doHay Bcec-
BiTHLOI MamncTtepHi (World Wide Workshop
Foundation) 3 meTotlo 3a6e3ne4ynTin BCiX YYHIB
noyaTtkoBumx Ta cepepHix wkin CLUA TexHo-
noriamm STEM Ta o64yncnioBanbHOT TEXHIKU
(Lasauskien, 2015). 3 2014 p. nnatdpopma
BUKOPUCTOBYETLCSA AN19 PO3BUTKY Megiarpa-
MOTHOCTI Y BCix wkonax CLUA, MicTUTb BeMKy
rafepeto irop, Ae KOXeH MOXe 3HanTu LWOoCb
uikase ons ceobe.

BucHoBKuU

Omxe, Qo9 po3BUTKY MegdiarpaMOTHO-
CcTi yuHiB y CLUA 3 KOXHMM POKOM 3’SIBfiSi-
€TbCs Bce Oinblle pecypciB, iHCTPYMEHTIB
Ta HaByYasnbHUX irop. TiNbkU 3aBOSKN 3YyCUI-
N9M y4UTENIB MOXHa Harkpawmm YHOM PO3-
BUHYTU B YYHIB HaBW4YKU Me[iarpaMOTHOCTI
Ta KPUTUYHOrO MWCIHIEHHY, NiarotyesaTtu ix Ao
XUTTH, mMepeHacmndeHoro umdppoBoto iHOop-
Mauieto. EdekTuBHICTE MeToay renmidikauii
B HaB4YaHHI NOSICHIOETLCA TUM, WO Y pasi NMoro
BUKOPUCTaHHA iHOpMaLid 3aCBOIOETLCA Ha
nigceigoMomy piBHi. Lle ogHa npuHumnosa
BiAMIHHICTb renmiikoBaHOro HaB4YaHHS Bif,
TPagMUIMHOrO — Ue CTaBflIeHHd OO0 MNOMU-
Nok.  Yum Ginbwe npod i NOMUIOK poduTb
rpaBeub y rpi, TMM WBMALIE BiH NMepexoanTb
Ha HOBUW PiBEHb, TUM KpaLMMK CTalTb MOro
BMiHHS. [TO3UTUBHI emouii, aki cynpoBOOXY-
I0Tb NMpouec Oyab-AKoi Fpu, CNPUAIOTb MiaBuU-
LLEeHHIO 3auikaBfieHOCTi Y4HIB, KOHUEHTpauii
iXHBOT yBarm Ha 3aBAaHHAX, a TakoX 3abeane-
yyloTb OiNnblU Nerke 3anam’ATOBYBaHHA HOBOIO
martepiany.
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