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Litvinova-Holovan O., Beskorovaynaya L. CURRENT PROBLEMS OF FUTURE SPECIALIST TOUR-
ISM TO ANIMATION ACTIVITI

In the article there was an analysis of actual problems of training future specialists in tourism to animation activi-
ties. The study made it possible to identify the most urgent problems of training future specialists in tourism to ani-
mation activities. Conclusions and some prospects for further research. The notion of <tourist animations is treated
as a tourist service that is attached to the tourist action. The success of professional activity on the animation in the
labor market opredelyacetya level of professional readiness to adapt and self-realization in the profession. Study
of the problems of training in tourism to the animation activity will help to identify gaps and find ways to improve
vocational training specialists in this sphere . Professional education in the field of tourism in Ukraine is high, but
there are certain problems of practical training and to improve and update the content of this training. These problems
have arisen due to the low correlation of higher education institutions with direct employers in the tourism sector .
Prospects for further research are discussed in the study of other aspects of professional training of future specialists
in tourism to the animation activities visshih schools. Just find existing solutions to existing problems of training
specialists in the sphere of tourism in modern higher education in Ukraine.
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TEACHING BUSINESS ENGLISH
IN THE NEW DIGITAL AGE

Although research studies in education show that use of technology can considerably increase efficiency of foreign
language learning, yet technology is still used as an additional not the main educational tool. In this paper we present
a new concept for platform-based Business English teaching and assessment, based on the latest advances in computer
assisted language learning, web-based educational applications, artificial intelligence, gamification of learning. The
concept for this new approach is that teaching and assessment of Business English should become a highly technological
process and the role of teacher is, on one hand, to guide students and to effectively manage their platform-based
learning and, on the other hand, to develop Business English skills that could only be developed as a result of direct
communication and interaction with students. This new learning management system can be referred to as Intelligent/
Smart Business English Learning Platform.

Key words: Business English; gamification of learning; information-communication technologies; intelligent
Business English Platform; smart learning.

Introduction. Trends in technology utilization,
economics and globalization show that complex
Internet-based information communication
technologies will continue to be available to everyone
and will be used extensively in the world. Mobile
information communication technologies, however, will
become more important and the systems of artificial
and ambient intelligence will be actively used for
different purposes.

The development of technology and the emergence
of wireless network clouds, will continue to change the
ways of how people communicate, work and learn. In
the scientific and technical report «Envisioning Digi-
tal Europe 2030» (Misuraca, G., 2012) it is argued that
by 2030 educational system will be developed around
the concept of ICT enabled, open, personalized digital
«learning spaces» and mixed-reality learning environ-

ments or intelligent/smart education systems. While
guidance and interaction will continue to be very im-
portant, the role of teachers and tutors will also be
shaped by ICT to a large extend (Misuraca, G., 2012;
Warschauer, M., 2011; Seidametova Z., et al., 2012;
Garrison D. R., 2011).

The goal of this article is to analyze how the
teaching of Business English to university students
can be further optimized by using digital media and
discovering what kinds of learning environment,
curriculum and assessment are necessary to enable
this teaching. This article will be divided into three
parts. Each part will analyze a current trend in
technology. The three trends are which: 1) advances
in technological development and new educational
paradigm, 2) advances in computer-based language
instruction with web and mobile based learning being
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applied to Business English teaching and 3) artificial
intelligence systems and gamification of Business
English teaching.

Advances in technological development and new
educational paradigm. Since the development of the
personal computer, constant attempts have been made
by business entities to make it available in every home.
Since the computer’s beginning in 1960 it has become
commonplace and thus has become a powerful tool that
can be used for foreign language training. Computer
technology has been able to bring a foreign language
environment to the classroom and at the same time has
provided additional possibilities for teachers to present
learning materials in the attractive media way and to
create appropriate exercises for students to practice.

Ever since computer technology has been actively
involved in foreign language teaching, its role has been
shaped by technological development as well as chang-
ing the pedagogical approach to language teaching.
Hence, the mainframe computer technology was con-
sidered to be an additional tool for language teaching
within the behaviorist pedagogical theory, while the
personal computer was considered to be a technology
actively used within communicative theory. The use of
multimedia network computer technology was associ-
ated with an integrative approach to language teach-
ing and with the coming of the XXI century, the fur-
ther technological development has resulted in Cloud
computing technology, that has further changed the
way people communicate and do business and thus has
made it possible to radically transform the way people
can now learn Business English (Misuraca, G., 2012;
Warschauer, M., 2011; Seidametova Z., et al., 2012;
Garrison D. R., 2011).

The term «The Cloud» means that software, plat-
forms, infrastructure can be sold as a service and can be
easily accessible everywhere, in any part of the world
(Seidametova Z., et al., 2012). Presently big corpora-
tions such as Google, Microsoft and Amazon provide
services in clouding computing. As it concerns educa-
tion, they have developed a number of free applications
which can increase the efficiency of information ex-
change, processing, storage, access and retrieval of data.
These applications allow for the organization of more
efficient interaction between students and teachers and
help attain learning goals more quickly. The cloud tech-
nology has already been successfully implemented in
the creation of the Microsoft Virtual Academy (MVA)
(Seidametova Z., et al., 2012) and it could potentially
be effectively implemented for teaching Business Eng-
lish to University students as well. The same Cloud
technology and relevant services are presently being
proposed by corporations such as Microsoft, IBM and
Zoho. All of them can be used to develop virtual educa-
tional spaces which would combine a variety of media,
texts, images, sounds and video. Developing these rel-
evant learning management systems will prepare stu-
dents to fully function for effective in the network soci-
ety and to develop skills necessary for the 21 century.

This corresponds to the basic statements of the
new learning paradigm «21t Century Skills» and the
«Framework for 21% Century Learning» (Garrison D.
R., 2011), developed in the United States through the
cooperation of Government, Founding Organizations
and individuals. In this framework, in addition to the
defining content for core academic subjects, the au-
thors have stressed the importance of mastering three
types of skills, necessary to succeed in work and life in
the XXT century. The skills to be integrated into teach-
ing all subjects are: 1. learning and innovation skills;
2. information, media and technology skills; 3. life and
career skills.

Advances in computer-based language instruc-
tion, web and mobile based learning as it applies to
Business English teaching. According to this new edu-
cational paradigm, while teaching the content of Busi-
ness English to University students, teachers should
be able to create a learning environment and propose
adequate learning tools which encourage the develop-
ment of critical thinking, problem solving, communi-
cation and collaboration skills (Garrison D. R., 2011).
Students should then be able to set goals and to guide
themselves and others toward their accomplishment
using the best tools and resources, including ICT
tools and resources. This should encourage us to think
about introducing some changes into the methodolo-
gy of teaching Business English to university students
such as shifting the emphasis to individual work and
performance as a basis for evaluation of group/team
performance.

In practice, it means on one hand, providing each
student with tools allowing him/her to perform in the
most efficient way, and on the other hand, providing
a teacher with tools to organize and monitor this
work in the most efficient way. To reach this goal all
achievements in computer assisted language learning
(instruction) should be taken into account and used
to communicate, process and assess that information.
Hence, below we will provide a general analysis of
what Business English content can best be taught with
computer-assisted technology.

According to the curriculum of the National techni-
cal university of Ukraine «Kyiv Polytechnic Institutes»
— future economists should reach level B1 in Business
English by the end of the first year of study, level B2
— by the end of the third year, level B2+-by the end of
the fourth year and level C1-by the end of the fifth year
of studying. To prepare the curriculum for students to
achieve these levels, teachers are guided by the Com-
mon European Framework of Reference for languages
(Verhelst, N., 2009). This framework provides a clear
proficiency description for each level and provides the
requirements for passing internationally recognized ex-
ams on Business English. The examinations referred to
above are called BEC Preliminary for level B1, BEC
Vantage for level B2 and BEC Higher for level C1. Ac-
cording to the Common European Framework of Ref-
erence for Languages (Verhelst, N., 2009), it takes ap-
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proximately 180 hours to lead students from level A2
to B1, and about 200 hours to lead from level B1 to
level B2 and from level B2 to level C1. The above time
frames basically correspond to the number of hours giv-
en by Kyiv Polytechnic Institute for studying Business
English.

Yet to reach the goals within allocated time, there
is a necessity to change the way of communicating
the content to students and organizing the work
for them. Currently the content is presented by a
teacher during class time and then students work on
the lesson at home and the results of this work are
checked by a teacher at the next class. However, the
assessment that is taking place is limited in time and
could be characterized as being rather subjective. A
teacher simply doesn’t have enough time and or the
tools to check everything with everybody. Thus the
progress that is taking place depends mainly on the
general learning capacity of the group, however, this
can be changed through the active use of computer
technology in the classroom of Business English. In the
modern classroom in the digital age, a teacher should
be involved only in those activities that computer
software cannot deal with.

Hence, concerning teaching Business English to
University students, computer technology can be ac-
tively used for teaching Business English Vocabulary
and Grammar. According to the general practice in
Ukraine, when students start the first year of a Uni-
versity program they already have level B1 in general
English, thus they are able to deal efficiently in most
situations that are likely to arise while travelling in an
area where the English Language is spoken (Verhelst,
N., 2009). Therefore, during the first year of Univer-
sity studies, students should learn to deal efficiently in
most Business situations and to master special vocabu-
lary for level B1 in Business English and learn gram-
mar structures that are frequently used and necessary
to become an efficient language user in typical Business
situations.

In regards to teaching vocabulary, the University
of Cambridge’s, ESOL Examinations has developed
a BEC Vocabulary list (Preliminary-Higher levels)
to give teachers a guide to the vocabulary needed to
prepare students for BEC examinations (O’Sullivan,
2006). These lists can be used as the basis for
developing a special computer program to present
Business English terms and also to help learn them
and to assess the knowledge of students. To present
vocabulary, the technique of flash cards could be
used where for each word will be given a sound
representation, definition and a translation into the
native language. For learning these words some other
techniques can also be used. For example, students can
hear the word in English (or in native language) and
can be asked to type it and learn spelling of this word
in such a context. Then, after the work with flashcards
and on spelling, students could do a computer based
test on comprehension and play 2-3 comprehension

computer-based games. These can be activities with
low level game elements such as rewards, competition,
collaboration or story/ narrative.

Teaching grammar is also an important part
of preparing students for passing the BEC exam.
Numerous researches have defined a number of
grammar topics to be mastered for obtaining the
levels from BEC (B1) to BEC (C1) (O’Sullivan,
2006). For B1 it’s about 22 topics, for B2- it’s about
17 grammar topics and for the level C1-it’s about 8
topics. All grammar material can be easily presented to
students using computer software as well as relevant
training and assessment of learning outcomes. In the
beginning of studying grammar, diagnostic testing has
to be done and after that students should get access to
grammar material that can be presented in the form of
a video lectures, text and tables. The use of activities
with low level game elements such as competitions/
collaboration rewards and story narrative is also
appropriate at this level and can increase process
motivation of students.

Computer-based assessment. The content
for Business English teaching outlined above can
be delivered to students using computer-based
technology. Thus, it’s a natural thing to suggest that
the progress students make should also be assessed
utilizing computer technology with results being
available both to the student and to the teacher. We
can also suggest that a comparative analysis of a group
achievement done by computer software can be useful
to make the learning process more efficient. According
to the latest publications (Beatty & Ulasewicz 2006,
Beetham and Sharpe, 2013,) e-assessment has the
following advantages over paper based assessment:
instant feedback to students and to a teacher, flexibility
in respect to timing and location, high reliability,
improved impartiality and quick data processing
capabilities.

Thus, we can further suggest that the possibility
to provide computer based content and assessment
for Business English teaching together with the
possibility of having access to information via Internet
everywhere including mobile phone, can further lead
to changing the approach to Business English teaching
to students in Economics in particular, All of this
should lead to the development of a special software
or customizing of existing software for the creation
of a special web-based Intelligent Business English
learning Platform (IBELP).

This platform could be characterized as one of the
management learning systems which can handle all
aspects of the learning process, in particular: to deliver
learning content, to provide a multi users environment,
to register all students and give them the means to keep
track on their progress and to their teacher the ability
to monitor and administer their work, to manage
skills and competence development and to make
assessment of a student’s progress in more transparent
and objective way. According to current literature
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(Beatty & Ulasewicz 2006, Beetham and Sharpe,
2013,Garrison, D., 2011) software such as Intelligent
Business English learning Platform can be developed
with a use of a commercial software Blackboard, open
source learning platform software Moodle and web-
based application Edmodo.

Artificial intelligence systems and gamification
of Business English teaching. Another element that
can further improve the efficiency of Business English
teaching to university students is the use of artificial
intelligence to provide so-called smart learning. Us-
ing the term smart learning in this article doesn’t only
mean to enable the computer-based learning platform
to process information about the learning process and
to provide statistical information to a teacher, or if ap-
plicable, also to students, but to ensure students com-
munication/interaction with the system to be present-
ed in the form of a personal artificial digital assistant
that will present students their program, will help to
create supportive environment and guide their learning
progress providing statistical or other kinds of feedback
to them and also keep their procedural motivation at a
high level. Of course, to develop such a personal assis-
tant the latest education-relevant achievements in psy-
chology concerning how people learn, that is ground-
ed in cognitive theory, should be taken into account.
In particular some basic principles of effective learn-
ing (Bandura, A., 1989; Anderson, J., 1989; Carver. &
Scheier, 1998).

Another current tendency in education that can
be successfully applied to Business English teaching
is gamification of learning. Gamification is the use of
gaming thinking and game mechanisms in a non-game
context to engage users in solving problems and in-
crease users’ self-contributions (Van Looy J., 2010;
Taylor T. L., 2006).

In the educational context, it is important to
understand that a computer game is an art form of a
digital society that communicates differently than
static media (painting and sculpture) and dynamic
media (cinema, radio etc.). It not only delivers a
message, but also stimulates experience, providing
the possibility of interactive relationship with the
environment. As players, students can be offered an
active role within a computer simulated real-world
system and thus, a game and a computer simulation
should be considered as a valuable didactic tool for
teaching efficient verbal and non-verbal behavior in a
business context.

Applied to Business English teaching to future
economists we can suggest that computer game-based
learning systems (computer simulations) have to be
created for attaining desired cognitive, attitudinal /
or behavioral outcomes. In other words this could
be useful to teach students to communicate and act
efficiently (develop psychological readiness to act using
language as a tool) to choose the right communicative
strategies in typical sociocultural and business

situations such as Business Meetings, Presentations,
Negotiations, Networking and Telephoning,
Advertising and Marketing.

Game-based learning gives us the possibility to ex-
periment with different strategies, including communi-
cative and business strategies, in a simplified version of
reality, and an engaging and exiting environment (Van
Looy J., 2010, Razak A., 2011). The decisions made by
students will not change the system but will give them
an idea how the system will respond. A good example of
resources that can be used for this purpose are innova-
tive resources including computer simulations on man-
agement developed by MIT Sloan faculty and students
www.mitsloan.mit.edu . Also, as a sort of variation a
computer game can be developed during the creative
course of Business English. Less complicated computer
games such as Tetris can be used as a basis for gamifica-
tion in teaching vocabulary (exercises such as matching
words and definitions, flash card games like typing the
translation into English of a number of new terms with-
in allocated time in the context of a group competition)
and the same for teaching grammar and pronunciation.

One more possible way of gamification in Business
English teaching is the possibility to construct the
whole course as a serious computer game where stu-
dents learn vocabulary, grammar and develop reading,
writing, listening and speaking skills implicitly while
starting and developing their own virtual company in
their native country or abroad. It should be mentioned
that the idea of teaching Business English implicitly
through a serious game is not a new one, it was devel-
oped in Ukraine by Oleg Tarnopolsky and has been
successfully realized in the textbook «Business Proj-
ects» (Tarnopolsky O., et al., 2006). However, it seems
that if it is further developed and implemented on the
basis of Smart/Intelligent Business English Platform
it can lead to an increase in the efficiency of Business
English teaching to future economists.

Conclusions. In the new digital age the develop-
ment of information communication technologies that
created new technological possibilities to further in-
crease the efficiency of Business English teaching.
These developments will benefit future economists, as
well as the development of a new educational paradigm
known as «Skills for the XXI century» where it is ar-
gued that the special attention should be given to the
development of learning and innovation skills; informa-
tion, media and technology skills, life and career skills.

In such conditions it has become possible to further
transform Business English teaching. The analysis of
the latest advances in computer assisted language
learning, web-based educational applications, artificial
intelligence, gamification of learning has shown that
it has become possible to create a special learning
management system, in the form of an Intelligent/
Smart Business English Learning Platform, and use it
as a basis for Business English teaching as a part of a
formal University curriculum in the new digital age.
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The concept for this new approach is that teaching developed as a result of direct communication and
and assessment of Business English becomes a highly interaction with students. Future features of this
technological process and the role of teacher is, on new approach are the possibilities of communication
one hand, to guide students and to effectively manage between teacher and students which includes
their platform-based learning and, on the other hand, constructive feedback all due to the latest advances in
to develop Business English skills that could only be artificial intelligence systems.
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Orypuosa O. JI. OGYUEHUE JIEJTIOBOMY AHIJIMMCKOMY A3bIKY B COBPEMEHHOM IH-
GOOPMAIIMOHHOM OBIIECTBE

Paccmampusaemcst 60npoc onmumMusayuil 00yuenus 0ei080My aHzIUTICKOMY S3bIKY 1A COBPEMENHOM dMmane pas-
sumust unpopmanuonozo obwecmsa. B uacmmocmu, npedrazaemes urnnosauuonnviil n00xXo0 K 0byuenuio cmyoen-
M0G BbICUUX YUCOHIX 3a6€0eHUll 0eN080MY AHZIUICKOMY A3bIKY, NOCMPOCHHBIU HA UCTOIb30BAHUU B03MOICHOCTNET
001AUNBIX MEXHON02ULL, KOMNBIOMEPHO20 00YUEHUSL, INCMENHIMOE CUCTNEM UCKYCCMBENH020 UHMELICKMA U KOMNLIO-
MePHBIX UZP, MO NO3COLACT AGTNOMAMUSUPOBAMb NPOUECC 00YUeHUS CIYOCHNOE IKOHOMUUCCKUX CNeUUAIbHOCTELL
0e1080MY AHZIULICKOMY SA3bIKY U NPOUECC OUCHUBAHUSL DOCMULHYMbLY cmydenmamu pesyaomamos. Onucanvl 603-
MONUCHOCTU PEANU3AUUU OAHHOT CUCTREMbL 00YUeHUs 1A 6aA3e CReUUANLHOU UHDOPMAUUONHOT NAAMPDOPMOL.

Kmoueevte cnosa: 0e1060i anziulicKuil a3vik; UHGOPMAUUONHOE 0OUECME0; UHDOPMAUUOHHO -KOMMYHUKAUU-
OHHbLE MEXHOL02UU; KOMNLIOMEPHDIE UZPDL; 00IAUHBIE MEXHOL02UU; CMEUAHH0e 00yueHue.

Orypuosa O. JI. HABUAHHS JALJIOBOI AHIVIIICHKOI MOBU B CYYACHOMY IH®OPMAIIIIA-
HOMY CYCIIJIbCTBI

Posznsdaemocs numanis KOHUenyis wo00 onmumisayii naguanms 0i1060i anziiicbKoi MOGU HA CYUACHOMY emani
PO3BUMKY THPOPMAUTUHO20 CYCNITLCMBA. 30KPeMa, NPONOHYEMbCSL THHOBAUIIHUE Ni0Xi0 00 HasuanHs cmydenmis
EKOHOMIUHUX CNeUIaNbHOCMEN GUIUX HABUAILHUX 3aK1adie Ykpainu 0inoeoi aneniticokoi mosu, nodydosanuil na
BUKOPUCTAHHT MONCIUBOCNEN XMAPHUX MEXHOJIO02IL, KOMN I0MEPHO20 HABUAHNS, eLeMEHMIE CUCTEM UUMYUHO20
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iHmenexmy ma KoMn’iomepHux izop, wo 003601516 AGMOMAMUIYEATNU NPOUEC HABUAHHS A OUIHIOBAHHS QOCAZHYMUX
cmydenmamu pe3yiomamis pooomi.

Cyuacni xmapii mexnonozii Hadaiomv cmyoenmam MONCAUGICIMb NPAUIOBAMNIU 3 HAGUALLHOIO THOOPMAUIEN MATl-
ace 3 6y0b-AK020 KYMOUKY Nianemiu, a GUKIA0auie sabesneuyioms 3acodami epexmuenozo Kepyeanis maxoio po-
60moro. Mynvmumeoitini MONCIUBOCE CYUACHUX KOMN IOMEPI8 HA0Aaiomy 3aco0u ephexmuenozo npeocmasienis
nasuanpnol ingopmauii ma weuokoi 06podxu danux. Pospobka cucmem wmyunozo inmenexmy ma indycmpii na-
BUATILHUX KOMIL TOMEPHUX 120 MONce 3a0e3neuumu MONCIUBICING NI0SUeHHS eDeKmusHocmi Hasuaniis 0ilogoi
AMZNICHKOT MOBU 30 PAXYHOK 3AHYPens CMyoenmis 6 izpose cepedosuie ma 63aemMooio 3 HuM.

Bci nepepaxosani suwe docsznenis y 2aay3i mexnoioziit cmeopioms nepedymosu 0 peanizauii Kypcy 0inoeoi
AMZITUCLKOT MOBU LSt CYO0eHMi6 eKOHOMIMHUX CReuiaibHocmell Ykpainu na 0CHo6i cneyiaivioi Hasuaivoi niam-
popmu. Ocobrusocmi naguaniis Ha 0CHO8i 0anoi NAAMPOPMU NOLAZAIOMY Y MOMY, WO 3 001020 OOKY, 3HAUHUTL 00Cs2
HABUANLIO020 MAMEPIaNy CmyO0enmuy 3ace0i010my nid uac podomu 3 iLoOpMauicto, SKa posmiuena na niamgpopmi, a 3
iHUL020, BUKAOAY OMPUMYE 00 EKMUBHY THPOPMAUTIO w000 pe3yrvmamie pobomu cmydenmis i po6omy y HAGUANLIIL
ayoumopii 6yoye suxoOsuU i3 0CAZHYMUX CIMYOCHMAMU PESYLbMAMIE.

Kmouosi croea: 0inosa aneniticoka mMosa; 3miuiane nasuanis; H@opmayitne cycniivemeo; ingopmayiino-
KOMYHIKAUILIHI MeXHOJI0211; KOMN T0MepHI i2pU; XMAapHi mexXHOoJL0zil.
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POJ1b HABYAJIbHO-MOJ1IbOBOI MPAKTUKH 13 300J10TII
BE3XPEBETHUX Y NIAFOTOBLI MAUBYTHIX YYUTENIB
BIOJ1OTII

Posensnymo 0cobausocmi nasuaivHo-noIb060i npaxmuxy i3 300102 6esxpebemmuux, sx neobxionoi ymosu ¢op-
MYBAHHS NPOPECHiHUX NPUPOOOIHAGUUX KoMNemenmuocmen y mandymuix yuumenie 6ionoeii. Ocobausa yeaza
NPUOIIAEMBCS HABUANLHO-NOMLOBIL NPAKMUYL, AK (DOPMI 3anyuenns cmyoenmis 00 6MOMUBOBAHOL NISHABALLHOT
OiALHOCMI, CAMOCITH020 HAYKOB020 NOULYKY, NPOGCOCHHS CNOCTNEDENCeb i cucmemamusauii gpaynu desxpebemmnux
docriducysanoi mepumopii. Buceimieno memoodu 36opy ma (ixcauii 6esxpebemuux, a maxoxc posKpumo numansi

MeXHiKUL, KOLEKUIONYBANHS, CKIAOAHIS CUCTREMATNUMHUX T OTON0ZIUHUX KOLeKUILL.
Knrouoei coea: docnioncysarna mepumopis; excneduuii; snuxaioui ma piokicii 6Uou; KOACKUis KoMAx; Matloymmii
yuumens 610102ii; HABUANLHO-BUXOGHUL Npoyec; npodeciiina disiviicm; (ayna beaxpebemiux meapui.

Beryn. Bumorn cywacHoro cycrijibcTBa CIIO-
HYKalOTh /[0 peasizailii KOMIIETEHTICHOTO MiIXOIy
B mpodeciitHiil maAToTOBINI MaWOYTHIX ydYUTENiB-
GioJioriB, akuil nepeadavac GOpPMyBaHHS CYKYITHOCTI
nmpodeciiiHnX 3HaHb, i/1eH, IMIHHOCTEN, 10 CTAlTh
OPIEHTUPOM Ta IHCTPYMEHTOM TTPOGeCciiHOI MisITBHOCTI.
CyuacHuil yuuresib TOBUHEH BOJIOJITU BEJUKOI0 6a3010
3HaHb, @ yYUTEb Oi0JIOTil — Yy MepIy Yepry 3HaHb PO
MPUPOLY, TIPO 1i POCTMHHUIT | TBAPUHHUIA CBIT, 610JI0TI10
1 €KOJIOTIIO KUBUX OPraHi3MiB i HacaMmIiepes TuX, IKi
1I0TO OTOYYIOTb.

Oco6mBoI0 HOPMOIO OpraHisaiiii HaBYAIbHO-BU-
XOBHOTO TIPOIECY Y BUIOMY HABYATbHOMY 3aKJIai
(BH3), BIPOIOBXK SIKOTO 3aKPIILIIOIOThCS HAOYTI Ha
JIEKIIISIX, ceMiHapax, JabopaTOPHO-IIPAKTUYHUX 3a-
HATTSAX TEOPEeTHYHi 3HaHHSA, (POPMYIOTHCS BMiHHS
cIiocTepiraTu He JIMINe IIPUPOAHI 06’ €KTH Ta SBUILA, a
11 B3aEMO3B’SI3KU JIIOJAWHU 3 TIPUPOIOT0, OTIHIOBATH CITO-

coOU TIPUPOIOKOPUCTYBAHHS, BUCTYMAIOTH HABYAJIbHI
nosboBi ipakTuku (Turapenxo JI. M., 2007, c. 3).

Mertolo crTaTTi € PO3KPUTTS Opraxisaiiino-
MIPoIlecyaTbHUX MOKJINBOCTEN HABYATbHO-TIOJIbOBOI
NPaKTUKU 13 300J0r11 6e3xpebeTHuX y GhopMyBaHHI
npodeciiiHuX MPUPOO3HABUYNX KOMTETEHTHOCTEN
MaibyTHIX yuuTesis 6ioJorii.

Oco6JHBOCTI HABYAIBHO-TOIBOBOI MPAKTHKH
i3 300J0rii 6e3XxpeGeTHNX y MiArOTOBII MGy THIX
yuuteniB Giosorii. Ananis cydacHux po3pobok
3aCBi/lUy€, 10 HAaBYaJIbHO-IIOJIbOBA IIPAKTHUKA Ha-
JIEKUTH IO JAOCJIHUIBKO-TTPAKTUYHOT isITHOCTI,
a TOMY MAa€ Ba)kJuBe 3HAYeHHSA B Hpodeciiiiit
miIroToBIN cTy/eHTiB. OCHOBHI MiIXON /10 TIPOBE/IEH-
HSI HABYAJIbHOI [TOJIbOBOI IIPAKTUKY 13 300J10T11 Gesxpe-
GetHuX perpesentoBati y poborax b. M. MasypmoBu-
ya, JI. €. Acraxosoi, M. @. Boiiko, C. I Kosaenko,
1. K. Hauocekoro ta immux (Mazypmosuu B. M.,
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