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Meta. CtarTa Ma€ 3a METY TEOPETUYHE OOTPYHTYBaHHS Ta MPAKTHYHY anpo6au1}o TPaHCAUCIUILTIHAPHOT
MOI[GJ'II asropcekoro STEAM-ypoky (“Discovering the World of Arts”) Jle aHINIACbKa MOBA Ta MUCTELlb-
KU KOMIIOHCHT BUCTYIIAIOTh MemaTopaMI/l JUISL IHTeTpaLlii TEXHIYHOI TBOPYOCTI, MATEeMAaTHYHHUX PO3PAXyHKIB
Ta LH(PPOBOTO CTOPITENIHTY B OCBITHIH npocTip HOBOT yKpaiHChKOT LIKOJIH.

Mertonostorisi. JlocmiuKeHHs 0a3yeThCs HA KOMILICKCI 3araJlbHOHAYKOBHX METO/IB: aHANII31 Ta CHCTEMATH-
3auii HayKOBO-IIEAArori4HOI JiTepaTypu 1uisl yTOYHEHHs HowstiiiHoro anapary (STEM, STEAM, uundposuit
CTODITEIIHI, IH)XCHEPHE MUCIICHHS); TCOPETUYIHOMY Y3arajibHEHHI Ta MOJCIIIOBAHHI aBTOPCHKOIO YPOKY, IO
KOPEJIIOE 3 TPAHCAMCUHILIIHAPHOK CUCTEMOIO HABYAHHSL; ACAYKTHBHOMY METOAI IPOTHO3YBAHHS O4iKYBaHHX
pe3yJIbTaTiB Ta KpUTUYHOMY aHaJIi31 pU3HKIB HU(PPOBOTO PO3PUBY.

Pe3yabTaTn. Y po6oTi 00IpyHTOBAHO POJIb KOMIIOHEHTA Arts SIK METOAOJIOTIYHOIO iHCTPYMEHTApIl0 JUIS
KOTHITHBHOI 00p0oOKH HaykoBoi iH(opMmartii. [IpencTaBiieHo aBTOPCEKY MOZIENh YPOKY, IO CHHTE3Y€ BUBYCHHS
anrniiicekoi MoBH (piBeHs B1/B2) 3 icTopicro aHTHYIHOI apXiTeKTypH, (Pi3nKor0 3BYKY Ta 3D-MomemoBaHHIM
y nporpami Tinkercad. JfoBeaeHo, mo nudpoBuii CTOPITENIHT Ta IpaMaTr3alisi COpUSIOTh TIEPEX0/y Bijl Mexa-
HIYHOTO 3aCBOEHHS MOBHHX OJMHHLb [0 CTBOPCHHS «HAYKOBOIO HapaTHBY». BUABICHO, 110 BUKOPHCTaHHS
crparerii “ensemble collaboration” (komaHaAHOTO aHCamOII0) 103BOJSE €PEKTHBHO PO3MOAUIATH PONi MK
YYHSIMU 3 PI3HUMH TUIIAMH 1HTEJIEKTY, HiBETFOIOUM TEXHIYHI BUKIIUKY Ta CIPUSIOYN 1HKIFO3UBHOCTI HABYaHHS.

BucnoBku. Jloseneno, mo tpancdopmamnis STEM y STEAM 3a6e3neuye MoTiMOAaNbHICTh HaBYaHHS
Ta MUOOKY peopraHizauito HEHPOHHNUX 3B "3KIB Yepe3 [OE€AHAHHS JIOTIKH Ta YsiBU. AHIIIACbKa MOBA B TaKii
MoJIenli cTae 1HCprMeHT0M ApTUKYISIT MDKIUCIUTUTIHAPHUX 11ei. Ypok 3a moneiutro STEAM inTeHcudikye
PO3BUTOK M’SIKMX HABUYOK (CILBIPAL, KPUTHYHOIO MUCIICHHS], aJAITUBHOCTI), IO € KPUTHIHO BaXIMBUM
JUISL TIATOTOBKH (axiBLiB 0 BUMOT pHHKY npami 2030 poky. HCpCHeKTI/IBI/I NOJAJIBLIMX PO3BIAOK OB s3aH1
3 p03p061<010 KpUTEPIiB OI[IHIOBaHHS TPAHCIUCIUILTIHAPHAX KOMIIETEHI[IM Ta BIIPOBAHKEHHSIM IMEPCHBHUX
texrHonoriit (VR/AR).

Knrouoei cnosa: STEAM-oceima, aneniiicoka mo8a, yugdposuii cmopimenine, iHiceHepHe MUCTeHHS, MIdC-
OUCYUNTIHAPHICMb, M AKI HABUYKL.
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Purpose. Thearticleaimstoprovideatheoretical substantiation and practical approbation ofatransdisciplinary
model for an original STEAM lesson (“Discovering the World of Arts”), where the English language
and the Arts component serve as mediators for integrating technical creativity, mathematical calculations,
and digital storytelling into the educational environment of the New Ukrainian School.

Methods. The study is based on a complex of general scientific methods: analysis and systematization
of scientific and pedagogical literature to clarify the conceptual framework (STEM, STEAM, digital
storytelling, engineering thinking); theoretical generalization and modeling of an original lesson correlating
with a transdisciplinary learning system; the deductive method for predicting expected learning outcomes;
and a critical analysis of digital divide risks.

Results. The paper substantiates the role of the Arts component as a methodological toolkit for the cognitive
processing of scientific information. An original lesson model is presented, synthesizing English language
learning (B1/B2 level) with the history of ancient architecture, the physics of sound, and 3D modeling in
Tinkercad. It is demonstrated that digital storytelling and dramatization facilitate the transition from language
acquisition to the creation of a “scientific narrative.” Findings indicate that the “ensemble collaboration”
strategy allows for effective role distribution among students with diverse types of intelligence, mitigating
technical challenges and fostering inclusive learning.

Conclusions. It is proven that the transformation of STEM into STEAM ensures multimodality in learning
and deep reorganization of neural connections through the combination of logic and imagination. In this
model, the English language becomes a tool for articulating interdisciplinary ideas. A STEAM-based lesson
intensifies the development of soft skills (collaboration, critical thinking, adaptability), which is crucial for
preparing specialists for the 2030 labor market demands. Prospects for further research involve developing
criteria for assessing transdisciplinary competencies and implementing immersive technologies (VR/AR)

within STEAM integration.
Keywords: STEAM-education,
interdisciplinarity, soft skills.

BcTtyn. Y cyyacHin rmobanbHin cuctemi oceitu
BinOyBaeTbCs nepexig Big By3bKOANCUMNITIHAPHUX
nigxoniBs [0 IHTerpoBaHMX MoAenen HaBYaHHA.
CouianbHi Buknuku XXI ctonitta Ta CTpiMKUA
PO3BUTOK TEXHOMOriN 3YMOBIIOIOTL MoAepHi3a-
uito ocBiTHbOI ranysi. piopuTeTom cTae nepco-
HanisoBaHe HaBYaHHS, OPiEHTOBaHE Ha PO3BUTOK
ocobucTtocTi Ta hopMyBaHHS KOMMETEHTHOCTEN,
WO BiQMOBIAAlOTb HOBUM 3anuTaM PUHKY Mpadi
Ta iHgmBigyanbHUM noTpebam KoOXHoro 3000y-
Baya ocsiTn (LLenyguyeHko, Konspa, Kambanoea,
2025: 1504). 3rigHO 3 aKkTyarbHUMU NporHo3amu,
6nnsbko 85 % npodecin, wo byayTb 3arpebyBaHi
y 2030 poui, e He iCHYTb CbOroaHi, i 6inbLWicTb
i3 HUX BUMaraTuMyTb niarotoBku y cdepi STEAM
(STEAM, 2026).

MoHaTinHM anapaTt gocnigkeHHa 6asyeTbces
Ha Bu3HayeHHi STEM-ociTn 4k cTparterii, wWwo
ob6’egHye NpUpPOOHUYI HayKW, TEXHOMOTII, iHXeHe-
pito Ta matemaTuky Ans OpMyBaHHSA TEXHIYHOI
rpamoTHoCTi (Katajamaki, 2025). BogHouvac, nig
STEAM-ocCBiTOIO pO3yMiEMO €BOMIOLINHE PO3LUN-
peHHss STEM, wo iHTerpye mucteutBo (Arts) sik
PIBHOLIHHMI KOMMNOHEHT HaBYaHHA NS CTUMYNIO-
BaHHA KpeaTUBHOIO0 MUCHIEHHS, YSIBM Ta UiniCHOro
PO3yMiHHSI B3a€EMO3B’AA3KIB MK gucuunniiHaMmu
(Sousa & Pilecki, 2018). LincdpoBur cropiteniHr
(Digital Storytelling) TpakTyeMo sik MynsTUMELINHY

the English language,

digital storytelling, engineering thinking,

NMPakTUKy CTBOPEHHS HapaTuBiB 3a [AOMoOMO-
ror UMdpoBMX IHCTPYMEHTIB (Bigeo, aHimMauis,
VRI/IAR), W0 003BOSIsiE BidyanisyBaTu cknagHi igei
Ta B3aEMOLIATU 3 KOHTEHTOM Ha HOBOMY KOTMHITUB-
Homy piBHi (Bryan, 2017: 3), a iHxxeHepHe MuC-
TNEHHS — K CKNnagHy CUCTEMY, Lo BKITloYae B cebe
abcTpakTHe, norivHe, HayKoBe, MpakTUYHE Ta Tex-
HiYyHe MmucneHHs (Knpunawyk, 2010: 8).

AkKTyanbHicTb JocCnigXKyBaHOT Npobremu nons-
rae B TOMy, LLO TpMBanMn 4Yac HayKoBUW Ta TBOP-
4 nNigxoau po3rnsganuca sik KOHTpapHi, Togi
K Y peanbHin NpodecinHin OianbHOCTI iHHOBaLT
BUMHMKAIOTbL caMe Ha iXHbOMY nepeTuHi (Segarra
et al., 2018). Mucteutso B mogeni STEAM Tpan-
cgopmye STEM, ponomaratoun 3pobyBavam
OCBiTM 6aunTn 3B’A3KM MiXK abCTpakTHUMMK maTe-
MaTUYHUMKU po3paxyHKamMu Ta iXHIM ecTeTud-
HUM i (pyHKUIOHaNbHUM BTIMIEHHAM Yy pearibHOMY
cBiTi. Ocobnunee micue B LbOMY npoueci nocigae
BUBYEHHSA aHMMINCbKOT MOBU, sika CTae He MpPOCTO
npeamMeToMm, a iHCTpyMEeHTOM And apTukynauii
MiXKOMCUMMNITIHAPHUX igen Ta nobyaoBu iHXeHep-
HUX HapaTuBiB.

TeopeTnyHe OOI'pyHTYBaHHA npobnemu.
Y KOHTEeKCTi cy4acHux pocnimkeHb STEAM-
OCBiTa po3rMsgacTbCs He NMPOCTO SK MOEAHAHHS
OVUCUMMNITIH, a SK XOMICTUYHUIA nigxig, Wo 3aoxo-
yye 3go0yBadviB OCBITM NigXoguTuU A0 BUKIUKIB
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3 O4HOYaCHUM 3acTOCYBaHHSM IOriKM Ta ysBW.
IHTerpauia mmucteuTsa (My3uku, BidyarbHUX MUC-
TeuTB, gpamMu) y LLUOAEHHE HaBYaHHS MOKpallye
akageMiyHi JOCArHEHHs LUKOMSApiB y MaTteMaTuy-
HMX Ta NpupoAHWYMX AucuunniHax. Pomnb muc-
TEUbKOro KOMMOHEHTa B MPOEKTAaX He € KOMM-
niMeHTapHO, a HaTOMICTb MEeTOAOSOrMYHOL0.
MucteutBo 3abesnevye iHCTpyMeHTapin ans Kor-
HITUBHOI 0OOpOOKKM iHdopMmauii, Ae Bidyanisauis
Ta eMouinHe 3arny4yeHHs1 CTalTb KN4yoBMMK hak-
Topamu Bepuddikauii Ta iHTepnpeTauii oTpMaHnx
paHnx (Ellis, 2025: Segarra et al., 2018).
LuncpoBuin CTOpITENIHI Yy KOHTEKCTI PO3BUTKY
KOTHITUBHUX HaBMYOK J03BOSISIE CTBOPIOBATU iMep-
CUBHI, iHTEpPaKTUBHI HapaTWUBM Ha pPi3HMX nnaT-
dopmax (Miller, 2008). Y KOHTEKCTi BMBYEHHS
aHrmincbkoi MOBW LEeW MeTod [o3Bonisie 3000y-
Ba4Yam OCBITU NepenTn Big MexaHi4yHOoro 3anam’s-
TOBYBaHHA (paKkTiB 4O «HAyKOBOro CTOPITENIHry»,
e BOHW aHani3ylTb Ta Bidyani3yloTb KOHTEHT
(Segarra et al., 2018: 3). KorHiTnBHi nepeBarn cto-
piTeniHry BKIHOYalOTb: PO3BUTOK BidyarbHOI rpa-
MOTHOCTIi, HeobXigHOI ANfs KOMYHiKauii HayKoBMX
iaen, nokpawleHHsa nam’aTi Ta aHaniTMYHUX 34i6-
HOCTElN 3a paxyHOK CTBOPEHHS NOriYHUX 3B’A3KiB
y ctoxeTi (Sousa & Pilecki, 2018), ctTumynoBaHHs
KPUTUYHOIO MUCIIEHHS Yepe3 HeobXigHiCcTb BUOOpY
HanoINbLW eheKTUBHNX IHCTPYMEHTIB AN1s Nnepenadi
CeHcy. Y cyyacHoMmy iHhopmaLuinHOMy cycninbCTBi
KPUTUYHE MWUCMEHHS JornomMarae He nuwe edek-
TUBHO OpPIiEHTYBATUCS Y BESUKIN KinbKOCTi iHop-
Mauii, a 1 npunmaTtn oBrpyHTOBaHi, pauioHarbHi
piweHHs (LLenygyeHko, Konsga, Mycinuyk, 2025).
3p06yBavi ocBiTY BY4aTbCS ineHTUiIKyBaTh peanbHi
npobrnemun Ta WyKaTu iHHOBAaUIWHI WNAXM X BUPI-
LWEHHS, MOEAHYHOUN TEXHIYHI 3HaHHA 3 TBOPYMM
6aueHHam (Ellis, 2025; Katajamaki, 2025).
MwucTeubka AOianbHICTb Y KOHTEKCTiI NCUXONOoro-
negaroriyHol  iHTerpauii  BMCTynae YMHHUKOM
Moaudikauii HerMpoHHMX 3B’askiB. BignosigHo
0O OaHuX HelpoHayk, Lue 3abesnedyye KOrHiTUBHY
peopraHisauito, fika OeTepMiHYye PO3BUTOK CeH-
COMOTOPHMX HaBU4YOK Ta MPOCTOPOBOI OpieHTa-
uii 3gobysadviB ocBiTM (Sousa & Pilecki, 2018).
IHTerpauia MmmcrteyTBa B OCBITHIN npouec 3abes-
neyye nosniMogarnbHICTb HaBYaHHS, MPOMOHYHOYN
anbTepHaTUBHI MEXaHi3MM KOrHITUBHOI B3aEMoO-
aii. Lle cnpusie edekTuBHin 3any4deHocTi 3000y-
BayiB OCBITU 3 BapiaTUBHUMW TUMNAMW iHTENEKTY
Ta Pi3HUMU PIBHSAMW HaBYanbHUX MOXIUBOCTEN
(Gardner; Ellis, 2025). 3okpema, STEAM-npoekTn
[alTb 3MOry Likornspam, siki MatoTb CXUIbHICTb
00 rymaHiTapHuUX OMCUMMNIH, YCNilWHO iHTerpysa-
TUCS B TEXHOSOMNYHE HaBYaHHS Yepe3 TBOpHi poni
MUTLS, An3anHepa abo cueHapucTa (Segarra et
al., 2018; Why STEAM Education Matters, 2024).
3actocyBaHHsA nporpam ans 3D-mMoaentoBaHHsS,
aHimauii Ta kogyBaHHA Hagae 3gobyBadam OCBITU
MOXJIMBICTb €KCNEPUMEHTYBATU, POBUTN NOMUNKN
Ta BOOCKOHanBaTK CBOI NPOEKT B 6e3nedHomy
BipTyanbHoMy cepeposuLi. Lindposi noptdonio

JonomararTb BigCTeEXyBaTu nporpec, pedrnekcy-
BaTW Haj OTpMMaHMM OOCBIiAOM Ta MOB’A3yBaTu
akageMiyHi HaBUYKM 3 KOMMETEHLUisIMU ManbyT-
Hboro (Katajamaki, 2025).

BurkopuctaHHa gpamaTuyHUX NpMnMoMIB Ta iMnpo-
Bi3aLlii B HAykOBOMY HaB4YaHHi gornomarae 3nooyea-
Yyam OCBITU iHTEpNpeTyBaTn abCTpaKTHI siBULLA, SKi
€ CKnagHUMun Onsa po3yMiHHA. IMapoBisauinHnm nig-
Xig, BYUTb LLUKOMSPIB FHYYKOCTI MUCNEHHS, 30aTHOCTI
npauBaTtM B yMOBaxX HEBU3HAYEHOCTi Ta edek-
TMBHO ChiBNpauBaTtM B KOMaHZax, Lo crnpusie
PO3BUTKY HaBUYOK NPOdeECIHOI KOMYHiKaLii, Heob-
XiOHWX AN HAYKOBOI Kap’epu Ta MidKHapOaHOro cniB-
pobiTHuuTBa (Segarra et al., 2018: 5).

Metoponoria Ta mMetoau. MeTtogonorivyHy
OCHOBY CTaTTi CTaHOBUTb KOMMJEKC 3aranibHOHay-
KOBUX METOZAIB, 30KpeMa aHarsi3 Ta cuctematmnaadis
HayKoBO-NeaaroridyHol nitepaTypu N Mi>kHapogHMX
OCBITHIX cTpaTterin gna YTOYHEHHS MOHSATIMHOMO
anapaty STEAM-HaB4YaHHSI B KOHTEKCTi KOHLemN-
uii HYLW. TeopeTuyHe y3aranbHeHHA Ta MeTO[
MOZENBAHHA O3BOSIUIIN 3aMpornoHyBaTu TpaH-
caucumniiHapHy Mogenb aBTOPCbKOro YPOKy, A€
TIHrBICTUYHI Ta TEXHIYHI KOMMNOHEHTN YTBOPHOOTb
€OVHY KOrHiTMBHY cmuctemy. Kpim TOro, 3actoco-
BaHO AedyKTUBHUA MeTon ANnsi NPOrHO3yBaHHSA
NOTEHUINHNX pe3ynbTaTiB HaBYaHHS, a TakKoX
MeTOA, KPUTUYHOIO aHanidy Ansi XapakTepUcTUKK
pU3KKiB LMPOBOro po3pmBy Ta po3pobku cTpaTe-
ri IXHbOro HiBEnBaHHS.

MeTa cTtaTtTi nonsirae y TeopeTndHomMy obrpyH-
TyBaHHI Ta MpaKkTU4HIin anpobauii TpaHcaucum-
nniHapHoi mopgeni STEAM-ypoky (“Discovering
the World of Arts”), ge aHrninceka moBa Ta MUC-
TELUbKMA KOMMOHEHT BUCTYyNaKwTb Mediatopamu
ONsA iHTerpauii TeXHIYHOI TBOPYOCTI, MaremMaTuy-
HOro pO3paxyHKy Ta UMGPOBOro cTopiTeniHry
B OCBIiTHI npocTip HoOBOI ykpalHCbKOI LLKOMN.
3aBgaHHSA OOCNiaKEeHHS:

1) npoaHanisdyBaTu cy4acHU cTaH TpaHcdop-
Mauii OCBITHIX nigxodiB Big By3bkogucUUMNiHap-
HUX Ao iHTerpoBaHmMx mogenen STEAM,;

2) oOrpyHTYBaTV pOJSiIb MUCTELBKOro KOMMO-
HeHTa (Arts) sk METOA0MOrYHOro IHCTPYMEHTapIs
ONs KOTHITUBHOT 06p06KM HayKOBOI iHGbOpMalLlii;

3) po3kpuTM noTeHuian uUnudpoBOro CcTopiTe-
NiHry Ta gpamartmaadii 4nsa nosiCHEHHA HayKOBUX
NOHATbL Ta POPMYBAHHS «HAYKOBOro HapaTuBy»
B NpoOLECi BUBYEHHST aHIMMINCLKOT MOBU;

4) po3pobuTn anroputm peanisaLii aBTOPCbLKOro
STEAM-NpoekTy (Ha npuknagi CUHTE3y aHTU4YHOI
apxiTekTypu, akyctuku Ta 3D-moaentoBaHHS) i npoa-
HanisyBaTn NOro BNNuB Ha opMyBaHHS KOMMIIEKCY
NpeaMETHNX KOMMETEHTHOCTEN Ta M'SIKUX HaBU4YOK
(Soft Skills) 3gobyBadiB OCBITK, BPaxoBy4U NOTEH-
LiNHI pU3KKKM Ta cTparTerii iX HiBentoBaHHS.

Pesynbtatm Ta AMUCKycCil. YCBigOMNEHHS
edekTuBHoCcTi STEAM-nigxogy B OCBIiTi cTano
NigrpyHTaM Ans CTBOPEHHS LiniCHOI Mikaucuu-
nriHapHOi Modeni ypoky, Ae NiHrBICTUYHI KoMne-
TEHLUii NOEOHYIOTLCA 3 IHXEHEPHUM MUCIIEHHSAM.
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ABTOpCbKMIN ypok Ha Temy “Discovering the World
of Arts” ak cnpoba cnHTesdy MucTeLTBa Ta TEXHIYHOI
TBOPYOCTI B MeXax KypCy aHrmnincbLkoi MoBu crnps-
MOBaHUI Ha BepudikaLilo MexaHiamiB Mixgucum-
nniHapHoi B3aemoail. Takui nigxin penpeseHTye
BUCOKOTEXHOJIONYHY MoAerib TpaHc- Ta Kpocauc-
uunniHapHoi iHTerpaduii, A€ MOBHO-MOBJIEHHEBI
KOMMNETEHLiT BUCTyNalTb MeaiaTopoM peanisauil
koHuenuii HYLL. Y mexax 3anponoHoBaHoOi Mogeni
NiHrBiCTMYHA nMIAroToBKa CTa€ iHCTPYMEHTapiem
ONsi CTBOPEHHSI EQUMHOIO OCBITHBOIO NPOCTOPY, Ae
rymaHiTapHUin Ta TEXHIYHUN BEKTOPWU OCBITU YTBO-
PIOKOTH LiNiCHY N CUHEPTiliHy EKOCUCTEMY 3HaHb.

CtyniHb iHTerpauji oB6’ekTiB HaB4aHHA BU3HaYa-
€TbCS AK TpaHcAMCUMNIiHapHa, OCKiNbKM PO3B’si3aHHS
nocTaeneHol NpodrnemMm — nepeocMmnCIEHHsI eBOMOLLT
Apamu Big aHTUYHOCTI 40 UnMdpOBOI ENOXU — BUMarae
Big 3000yBadyiB OCBITM OQHOYACHOIO 3aCTOCYBaHHS
NIHrBICTMYHOIO aHarnidy, MareMaTU4yHOro PO3pPaxyHKy
Ta iHXeHepHoro npoekTyBaHHsS. OO6I'pyHTYBaHHSM
Takol Moderi BUCTYMNae KOHLUENUist KOHTEKCTyaribHOro
HaBYaHHS: icTopia TeaTpy BMOyOOBYE 4acOBWUMA KOH-
TeKCT, reorpadpis — NpocTopoBur, disvka Ta mare-
MaTuka — IHCTpPYMEHTalnbHUM, a aHmiicbka MoBa
CTBOPIOE KOMYHIKaTUBHe NigrpyHTs, Wo o6’eaHye BCi
KOMMOHEHTU B €AUHUN HapaTuB.

KpuTun4HMIM aHani3 odikyBaHWX pe3ynsTarTiB CBid-
YUTb NPO MMOOKe 3aHYpPEHHA B KOMMOHEHT Arts,
SAKUA IHTEPNPETYEMO Yy MaKCUMasibHO LUMPOKOMY
napagurManbHOMY CEHCi: MUCTELTBO BUCTYMNae sk
rorioBHMIN CMUCIIOBUIN 3aMOBHUK AJ151 iHLUINX ONCLIN-
nniH. 3pobyBadi OCBiTM aHani3ylTb NiTepaTtypHy
cTpykTypy “A Murder in the Dark” (Wider World 3.
Episode 1, 2018; Wider World 3. Episode 2, 2018)
He SK MacuBHI YMTadi, a K apXiTeKTOpPU CEHCIB, WO
MaloTb BTINUTU doataniCTM4Hy eCcTeTuky B Aekopa-
uiax Ta KocTiomax. Lle noegHye xyooxxHe moaento-
BaHHSA KOCTIOMIB y nporpami Tinkercad 3 icTopieto
Moau, nitepaTypy — 3 aKTOPCbKOK ManCTEpPHICTHO
(4epes MmiMiYHI NposiBU emoLin), a apXiTekTypy —
3 coujianbHIo YHKLIE NPOCTOpY.

Bny4yHo nigibpani undposi nnatgpopmu ctaloTb
MICTKOM, LLO MaTepianidye Ui 3B’S13KW. 3anydeHHs
Tinkercad posBonsie TpaHcdopMyBaTh abCTpaKTHI
reomeTpuyHi oopMynu MnoLli Kona y npuknagHy
3ajady MNPOEKTYBaHHA aHTUYHOI oOpxecTpu. Tyt
MaTtemMaTuka NepeTBOPHETLCA 3 Habopy umdp Ha
IHCTPYMEHT ANSA OOCArHEHHS igearbHOI aKkyCTUKN —
disnyHoro ABuLa, sike 6es3nocepenHLO BNMBAE Ha
€MOLINHICTb CNPUNHATTS TeaTpanbHOro MUCTELITBA.

3aranom 3anponoHoBaHa iHTerpauis Mnoknu-
KaHa popmyBaTu npeaMeTHi KoMNeTeHLUil, amxe
KOXHa AaucumnniHa HabyBae NpaKTUKO-OPIEHTO-
BaHOro BUMIpY. Y KOHTEKCTi MOBHO-fiTepaTypHoOl
ranysi LWKOMsipi He MPOCTO BUBYAKTb JIEKCUKY,
a ONaHoBYIOTb HaBUYKU ApamMaTypridyHOro aHanisy
Ta CLUEHIYHOI ManCTepHOCTI, WO € KMYOBUM A4
dinonoriyHoi rpamoTHOCTI. MaTtemartunyHa komne-
TeHLisi NOCUMIETLCS Yepes YCBIAOMMNEHHS dOYHKLi-
OHanbHOI pori reoMeTpii B apXiTEKTypHOMY Au3a-
VHi, oe po3paxyHKM KyTiB ornagy Ta Mol CLeHu

MaloTb peanbHUI BNnB Ha pesyrnberar. |HxXeHepHa
ckrnapoBa (popMye 34aTHICTb 40 KOHCTPYKTUBHOIO
MUCHEHHS, Konu 3a00yBadi npoekTytoTb “Skene”,
NOEOHYOHYM 3aKOHU Pi3VKkK 3 €CTETUYHMMU BUMO-
ramm. MwucTeubka KOMMETEHLUi pPO3BMBAETHLCS
yepes CUHTE3 KnacudHux popm i cydacHux undpo-
BUX TEXHOSOriN, HaB4YaK4n LLKOMAPIB CTBOPOBATH
Bi3yarnbHi 0Opa3u 3 BUCOKMM CTyneHem aetarnisauii
Ta iCTOpUYHOI gocToBipHOCTi. BnacHe iHdopma-
UiHO-uMdpoBa rpamMoOTHICTb YOOCKOHAarMETLCA
y npoueci pobotn 3 npodecinHMM nporpaMmHuUM
3abes3neyeHHsM Npu NepeTBOpPEHHi TEKCTY Ha Bige-
OKOHTEeHT. Take OaratorpaHHe HaB4YaHHA Ccrpusie
hopmyBaHHIO UjinicHOro ceiTornsay, Ae KOXHa
npeaMeTHa HaBUYKa € YaCTUHOK YHiBEpPCanbHOro
iHCTPyMeHTapito TBOpYOi 0COBUCTOCTI.

Peanisauia Takoro KOMMNeKCcHOro nnaHy mMoxe
3iTKHYTUCA 3 NEBHMMU NMPOrHO30BaHMMU Npobne-
Mamu, 30kpema 3 umdposmMm pospueoM (Digital
Divide) mix 3gobyBavyamu, WO MOXe YMOBINbHUTH
poboTty B Powtoon abo Tinkercad. [lna yCyHeHHS
LbOro pu3uKy BMKOPUCTAHO cTparerito “ensemble
collaboration”, ge poni B manux rpynax posnogi-
NATLCA BiANOBIOHO 4O HABMYOK: oauH 30o00yBad
OCBITU POKYCYyETLCA Ha TexHiyHomy 3D-mopento-
BaHHIi, iHWMA — Ha HanNMCaHHIi MOBHUX MPOMMTIB
Ons aHimauii, a TpeTin — Ha iCTOpPU4YHIN OOCTO-
BipHOCTI. TakoXX MOXNKMBI YacoBi 0OMEXXEHHS NMpwu
CTBOpEHHI Bieo, Lo HIBErMeTbLCA BUKOPUCTaH-
HAM FOTOBMX LUIABGMNOHIB Ta 3MILLEHHAM aKUEeHTYy
Ha CTPYKTYPHY UinicHicTb ctoxeTy (“Hook, Conflict,
Resolution”), a He Ha TexHi4YHy AOoCKOHanICTb rpa-
hikn. OKpeMUM BUKITMKOM € CKNadHiCTb TEPMIHO-
norii (acoustics, soliloquy), WwWo gonaetbca 4Yepes
BidyanbHi onopu B AhaSlides Ta nonepeaHe onpa-
LIIOBaHHSA NIEKCUKM B irpoBin hopmi.

CunbHi ctopoHu 3anponoHoBaHoro STEAM-
YPOKY BUSBASAOTLCSA Y rMUBOKIN iHTerpauii MOBHO-
niTepatypHoi ranysi. Ha sigminy Big STEM-nig-
xoay, A€ MOoBa BUKOHYE NEpPEBaXXHO OECKPUMTUBHY
dyHkuito, y STEAM BoHa BUcTynae 3acobom TBOp-
Yyoi camopeanisauii. 3gobyBay OCBITU MPOEKTYE
He nuwe o6’ekT i3 3agaHMMM akyCTUYHUMK Napa-
MeTpamMm, a NPocCTip Ansa gpamMmu. Y LbOMYy KOHTEK-
CTi BONOAIHHS aHMMiNcbKo MoBO (piBeHb B1/B2)
HabyBae HOBOIo 3MICTY: BUKOPUCTAHHSA MUHYIIOMO
Tpusanoro yacy (Past Continuous) gnsa ctBopeHHs
atmocepun (“The wind was blowing...”) Ta giec-
nosa moBneHHs (Reporting Verbs) ana nepenaui
AianoriB NepeTBOPOE rpaMaTuKy Ha XXMUBUK OYHK-
LioHanNbHUM IHCTPYMEHT.

YeniwHicTe cTpaTterii ULMdpoBoro CTopiTeniHry
B Powtoon 3abesnevyeTbcss MynsTUMoOZaribHUM
HaBYaHHAM: MepeKkodyBaHHA TEKCTy B aHiMauito
CMOHYKa€E LIKorsipa NponTu Yyepes cragito rmmnbo-
KOro OCMUCIIEHHSA KOXHOro CrioBa, Wwo 3abeane-
4yye 'PyHTOBHE 3aCBOEHHS aHIMMiNCbKOT MOBU. YHi-
KanbHICTb cTpaTerin pedrekcii B KOHTEKCTi LibOro
YPOKy nonsrae B ixHin 6aratopiBHEBOCTi Ta iHTe-
pakTuBHOCTI. BukopuctaHHa npvnagy onsg BuMi-
ptoBaHHA cunu onneckis (Clap-o-meter) nossonsie
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wKkonsipaMm BUCTYNUTU B poni npodpecinHnx Kpu-
TUKIB, OLIHIOIYM HEe nuLle MOBHY MpPaBUMbHICTb,
a N XyOOXHIO SKICTb MPOAYKTY.
®diHanbHe 3anuTaHHS YPOKY Mpo Te, YM MOoXe
TeaTp icHyBaTu 0e3 mMaTeMaTuku, CrOHyKae OO
METaKOrHITMBHOIO aHanidy, 3mylyto4dn 3gobysa-
YiB OCBITU YCBIAOMUTU HENOAINbHICTb NOrYHOro
Ta emouinHoro. Taknn nigxig dopmye LislicHy Hay-
KOBY KapTUHY CBITY, A€ aHTUYHMIN MexaHi3m Deus
ex Machina nori4yHO eBOMOLUIOHYE Yy CyyacHi und-
poBi TexHoMoril, 4EMOHCTPYIOUYN HenepepBHICTb
PO3BUTKY NMIOACLKOT KyNbTYpU Ta TEXHIYHOMO reHis.
AHani3 M'9Knx HaBUYOK Yy KOHTEKCTI ekcrnepu-
MeHTanbHoro STEAM-ypoky p[osBonse creep-
[>KyBaTu, WO OCBITHIM Npouec CnpsiMOBaHUA He
nuve Ha 3aCBOEHHSA akafeMiyHMX 3HaHb, a 1 Ha
dopmMmyBaHHA UificHOro couianbHo-eMOoLUiHOro
iHTenekTy 3gobyBayda oOcCBiTU. Ypok nobynoBa-
HMA 3a MOAENs KOMaHOHOro aHcambnio, LWo
€ 6eanocepeaHbOO MPOEKLiE peanbHOI npode-
CIHOI AisanbHOCTI B iHOYCTpPIi Media Ta apXiTek-
Typu. Y UbOMYy BMNAAKy «rOBOPUMO MPO KOMaHOy
HEe Nnuwe 9K NPO POSibOBUN, @ AK NPO ULiHHICHO-
pornboBuin aHcambnby» (TopbyHoea, 2014: 108).
OpHielo 3 KMKYOBUX M’'AKMX HAaBUYOK, LO
po3BMBAKOTLCA MNig Yac yYpoKy, € cniBnpaus
(Collaboration). Po6oTa Hag npoekTom y Tinkercad
Ta CTBOPEHHA Bigeo B Powtoon BumaraioTb Big
LKonsapiB po3noAiny poren, e KoxeH ctae Bia-
noBiganbHMM 3a NEeBHY AiNAHKY: «apXiTekTop»
BignoBsigae 3a mMaremMaTtuyHy TOYHICTb, «CUeHa-
puUCT» — 3a MOBHY 3MICTOBHICTb, @ «pexucep» —
3a Bi3yasribHy ecTeTuky, Wo opMye HaBU4YKY
JereryBaHHsa Ta B3aeMoOOONOMOrn, OCKifibKM yCnix
diHanbHOro NpoaykTy (umdposoi Apamu) 3ane-
XWUTb Big CUHXPOHI3aUii 3ycunb yCiei rpynu.
HaBu4yka KpUTUYHOrO MUCIIEHHS aKTUBI3YETLCA
yepes iHXEeHEepHUN BUKIIMK — MOLYK onTuMarnb-
HOT TOYKN pO3MilLEHHA “Skene” ana makcumisauii
3BYyKy. LLkonsipi aHanisyoTb NPUYNHHO-HACIAKOBI
3B’A3KM MiXK reoMmeTpieto npocTopy Ta i3nKoto
3Byky. Lle BuUMTbL iX nigxooutun OO0 pPO3B’S3aHHSA
TBOPYMX 3adad 3 aHaniTU4HOI TOYKU 30pYy, LLUO
€ dbyHopameHTanbHM gns STEAM-ocBiTH.
CknapgoBa Arts CTUMynioe KpeaTuBHICTb, 003-
Bonaoun 3gobyBavyamMm OCBITU BUXOOUTU 3a MEXi
WwabnoHiB npu CTBOPEHHI HyapHOi aTtmocdepwu
B aHimaLii. BogHouyac poboTa 3 undposumm nnar-
dopmamm BUXOBYE afanTMBHICTb: LLKONSIPi MalOTb
LIBMOKO OMaHOBYBaTWN HOBUI iHTepdenc nporpam
Ta KopurysaTu CBOI ifel BiANOBIAHO A0 TEXHIYHUX
MOXIMBOCTEN LUuppoBux iHCTpymMeHTiB. Lle rotye
X OO0 XWUTTA B AUHaAMIYHOMY UMpPOBOMY CBITI,
e TeXHOrOoril NOCTINHO 3MiHIOOTbLCS.
KomMyHikaTuBHa KOMMETEHLiS peani3yeTbCcs Ha
[OBOX PIBHAX: BHYTPILUHBOrPYNnoBoMy (06roBopeHHs
i0en aHrmincbko MOBOK) Ta Mpes3eHTauiiHOMY
(3axmncT npoekTy nepen knacom). BukopucTaHHs
cTparerii upoBoro cTopiteniHry po3smBae 3gar-
HICTb BryYHO MOEAHYBaTW BidyarnbHi Ta ayfianbHi
Mecenxi Ona BANuBYy Ha ayguTtopito. Le B4YuTb

nigniTkisa 6yt He NPOCTO CNOXMBAYaMU KOHTEHTY,
a cBigoMMMM Ta BignoBiganbHUMU NOro TBOPLSIMU.

Uepes TeaTpanisauito Ta aHania nepcoHaxis
pPO3BMBAETLCA EMOLINHUI HTENEeKT Ta emnaris.
PosyMmiHHA MOTMBAaLji reposs ApamMun Ta BTINIEHHSA
noro obpasy B aHimMauii gonomarae 3gobyBadam
OCBITW Kpalle po3yMiTu NMIOACLKY Npupoay Ta pos-
BMBAE 30aTHICTb 0auuMTM cUTyaLito 3 Pi3HUX TOYOK
30py. PedonekcmBHum etan i3 BukopuctaHHsam Clap-
o-meter BMXOBYE HaBUYKYy KOHCTPYKTMBHOI Kpwu-
TUKN Ta BMiHHSA MiQHO NPUMAMAaTK BiOryKW KOSMET, Lo
€ KPUTMYHO BaXXNMBUM ANs couianisauii B Konek-
TmBi. CuHeprisa umx HaBuyok nepetsoproe STEAM-
YPOK Ha TPEHIHroBMIN MangaH4uk ans gopMyBaHHS
XUTTECTIMKOCTI Ta THY4YKOCTi, pobnsum npouec
BUBYEHHS aHrMincbKol MOBW, niTepaTypw, icTopil,
MaTeMaTukn Ta i3MKM MakKcMManbHO Habnmke-
HMM OO BUMOT Cy4aCHOro pUHKY npadi.

BucHoBKW. Y3aranbHeHHs pe3ynbsraTiB gocnia-
XKEHHSA [003BONSE CTBEpOKYyBaTU, WO Nepexiq Big,
STEM go STEAM-mMogeni € He NPOCTO MeXaHiYHUM
00AaBaHHSM MMUCTELbKOrO KOMIMOHEHTa, a CTpa-
TeriyHoto TpaHcopmauieo OCBITHLOI NapagurMu.
MucTeuTBO B Uit CUCTEMI BUCTYNae MeTO4OSOriY-
HUM dOyHOAMEHTOM, KU 3abesnedvye emMoLinHy
Ta BisyanbHy apganTtauito abCTpakTHUX 3HaHb,
CNpUsItoYM rMUOOKIN KOTHITUBHIN peopraHisadii.

Peanisauia aBTopcbkoro npoekty “Discovering
the World of Arts” niatBepauna, WO aHrmincbka
mMoBa Yy STEAM-KOHTEKCTI NepeTBOPETLCS
3 00’ekTa BUBYEHHA Ha edEKTUBHUIA IHCTPYMEH-
Tapin mixgucuunniHapHol KOMyHikauii. Bukopu-
CTaHHA UNGPOBOro CTOPITENIHIY Ta iHXEeHEepPHOro
NpPoekTyBaHHA B nporpami Tinkercad posBonsie
LIKOMspaM CUHTe3yBaTW JiHIMBICTUYHI  HaBUYKK
3 iH)KEHEPHUM MUCMEHHAM, CTBOPKOKOYM UiniCHI
iHTenekTyanbHi nNpoaykTu. Takun nigxig 3abes-
neyye nonimMoaanbHICTb HaB4YaHHA, pobnayn Tex-
HIYHY OCBITY IHKIMIO3UBHOK Ta AOCTYMHOK Ans
LIKONAPIB i3 PISBHUMWU TUNAMU iIHTENEKTY.

EkcnepumeHTanbHa Mogernb YpPOKy OOBOAMUTD,
WO PO3BUTOK M’SIKMX HaBWYOK (cniBnpaui, agarn-
TUBHOCTI Ta KPUTUYHOIO MUCHNEHHS) BiabyBaeTbcs
HanbinNbLU iIHTEHCMBHO B yMOBax aHcaMbneBoi B3a-
eMOfji, sika TakoX AO03BOSISIE HIBEoBaTU PU3NKU
umdposoro pospuBy. HaBuMYKM NPOEKTYBAHHA
“Skene” abo cTBOpeHHs uMdpoBOI Apamu BYaATb
nigniTkie npauioBaTM B yMOBax HeBU3HAYEHOCTI,
O € KPUTUYHO BaXXNMBUM A1 NPodeCinHOI yCniLw-
HOCTI B yMOBax rnobanbHUX TEXHOMOTYHUX 3MiH.

MNepcnekTMBM noganblUMX AOCHIOXEHb NOMSsi-
ratoTb y po3pobui KpuTepiiB OUiHIOBAHHA TpaHC-
ancumnniHapHMX HaBUYOK Ta PO3LUMPEHHI IHCTPY-
MeHTapito imepcuBHMx TexHonorin  (VR/AR)
y mexax STEAM-iHTerpauii B 3aknagax 3ararnb-
HOT cepeHbOI OCBITH.
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