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Y cmammi posenauymo ocobausocmi opeamizayii npoeKmHo-00CHIOHUYbKOL OIAIbHOCNT MAUOYMHIX
yuumenie y yugposomy STEAM-cepedosuwyi Aladdin. Ilpoananizosano STEAM-oceimy sk
iHmezpamusHy Mooeib ma GU3HAYEHO KOMNemeHMHOCMi, Wo GopMylomecs y npoyeci NpoeKmHo-
00CTIOHUYLKOI OIANbHOCII: Kpumuyne MucieHns, yugposy epamomuicms, computational thinking,
HOICEHepHe MUCTeHHs | KOMAaHOHY 63aemo0ito. Oxapakmepuzoeano moxcausocmi niamgopmu Aladdin
ona CAD/CAE-moOeniosanHa ma eHepeemuyHo20 auanizy. 3anponoHosano n’amuemanty mooeib
opeanizayii Oianorocmi 1 Hasedeno npukiaou STEAM-npoexkmis. OOIpyHmosano neoazo2iuni ymosu
eheKmueHo20 BUKOPUCTAHHA NAAMPOPMU Y NIO20MOBY] MAUOYMHIX YHUmenis.

Knrouosi cnoea. STEAM-ocsima; npoekmmuo-oocnionuyvka OisnvHicms,  yugpose  ocsimue
cepedosuue; naam@opma Aladdin,; simulation-based learning; maubymui uumeni; ni02omoska
neoaeozie; computational thinking; yugposa Komnemenmuicms, enepeemuune MOOETOBAHHA,
DigCompEdu, ocsima 0ns cmanoco po3eumxy.
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This article examines the characteristics of organizing project-based research activities for future
teachers in the Aladdin digital STEAM environment. It analyzes theoretical approaches to STEAM
education as an integrative pedagogical model that combines natural sciences, technology,
engineering, art, and mathematics based on interdisciplinarity and practical orientation. The essence of
project-based research activities as a combination of project-based learning and inquiry-based
learning is revealed, and the competencies formed in the process of such activities are identified:
critical thinking, digital literacy, computational thinking, engineering thinking, and teamwork skills.
The didactic potential of the Aladdin platform — a web environment for three-dimensional CAD/CAE
modeling and energy analysis of buildings — is described. It is shown that the platform ensures the
natural integration of STEAM components through work on real engineering problems: calculation of
heat loss, analysis of solar radiation, and modeling of renewable energy systems. A five-stage model for
organizing project-based research activities is proposed: problem formulation, model design,
conducting research, interpreting results, and presentation with peer assessment. Four types of STEAM
projects implemented using the platform are described: «Energy-Efficient Classroomy, «Smart Schooly,
«Solar Energy for Educational Institutionsy, and «Indoor Microclimate Analysisy.
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The pedagogical conditions for effectiveness have been substantiated: interdisciplinary integration,
practical orientation, collaborative learning, the research-based nature of tasks, alignment with the
DigCompEdu framework, and the goals of education for sustainable development. It has been
demonstrated that the use of Aladdin in combination with a project-based research approach
contributes to the development of digital competence among future educators and improves the quality
of preparation for STEAM education in schools.

Keywords: STEAM education; project-based and research activities; digital learning environment;
Aladdin platform; simulation-based learning; future teachers; teacher training; computational
thinking; digital competence; energy modeling; DigCompEdu; education for sustainable development.

[{udporizaris megaroriyHoi OCBITH € OJHUM 13 MPIOPUTETHUX HAMPSIMIB PO3BUTKY
Buioi mkoju. B. bukos [40] 3a3nauae, mo 1mudpoBa Tpanchopmallis CycriibCTBa CyTTEBO
3MIHIOE BHMOTH /IO KOMIIETEHTHOCTEH TIelarora Ta akTyalidye NOoTpedy y PpO3BUTKY
BiAMOBIqHUX [U(poBUX Mmaargopm HaByaHHA. [lopsn i3 MM 3pocTae 3amUT HA IMiIATOTOBKY
BUMTEIIB, 3JaTHUX pealli30ByBaTH MUDKIUCHUIUIIHAPHI MIAXOIM JO HaBYaHHSA, 30KpeMa
STEAM-ocsiry.

STEAM-oceita  (Science, Technology, Engineering, Arts, Mathematics)
PO3TISIIAETHCA K OCBITHS MOJIEIb, 0 00’ €IHY€ MPUPOTHIYI HAYKH, TEXHOJIOT11, IHKEHEPIIo,
MHCTELTBO Ta MAaTEMAaTUKy HABKOJO aBTEHTHMYHUX MDKAUCUUIUTIHApHUX 3aj1ad. P. baii6i [4]
BKazye, mo STEAM-minxin opienToBaHuii Ha (OpMyBaHHS B y4YHIB 3/1aTHOCTI BHpIIIyBaTh
peanbHl KOMIUIEKCHI NpoOJeMH, NO€AHYIOUYM 3HAHHA 3 PI3HUX [PEIMETHUX Taiy3el.
[TinroToBKa BYMTENIB, CIIPOMOKHUX YIPOBA/HKYBAaTH IEW MiAXiJ, MOTpeOye MPUHIMIIOBUX
3MiH y 3MICTi il METO/MIII MTeJaroriyHoi OCBITH.

[TpoeKTHO-TOCTIAHUIIBPKA AISUTBHICTD € OJIHIEIO 3 €()eKTUBHUX MEAAroriYHUX CTpaTeTin
anst popmyBanHs STEAM-komnereHTHOCTeH. BOoHa cMHTe3ye mpoekTHe HaBuaHHs (Project-
based learning (PBL)) ta nocnigauipke HaBuanHs (inquiry-based learning (IBL)): cryaenTu
pPO3B’SA3YIOTh pealibHl 3a7adi y (opMari NPOEKTIB, NpU I1bOMY MNPOXOASYH IOBHHUH
JTOCJTITHULIBKUN UK — Bl (POPMYJITIOBaHHS TIMOTE3U A0 nepeBipku pe3ynbTaTiB. C. bemn [1]
ta Jlx. Kpaituik 1 H. Iin [17] noka3zanu, mo PBL cripusie po3BUTKY KpUTUYHOTO MUCIICHHS,
MOTHBAIII] Ta MPAKTUYHUX YMIHb.

BaxnuBuM 1HCTpyMEHTOM peaii3alii MpPOEKTHO-IOCHIAHULBKOTO HAaBUaHHS €
simulation-based learning — HaBuanHs Ha OCHOBi KoM f0TepHOro Mozentosanus. T. e Monr
[6] Ta JI. Cmetana 1 P. benn [30] mokazanu, mo mudpoBi CUMYJISAIIT 103BOJISIIOTh CTYACHTaM
JOCTI)KYBaTH CKJIaJHI MpoLecH B OE3MeYHOMY CEpelOBHUILl, NMPOBOJUTH OOYMCIIOBAIbHI
eKCIepUMEHTH Ta aHalli3yBaTH pe3yJibTaTH, L0 HEJOCTYIIHO B YyMOBaX TpaJULIHHOTO
HaBYaHHS.

Y 1poMy KOHTEKCTI MpaKTHUYHMHA iHTepec CTaHOBUTH Iulatdopma Aladdin —
O6eskomroBHe  BeOcepepoBuile it TpuBuMipHoro  CAD/CAE-mpoextyBaHHsS — Ta
eHepreTuuyHoro mozentoBanHs Oyaisens. K. Ci 31 cniBaBropamu [37] onucanu miaatopmy sk
e(eKTUBHUM TUAAKTUYHUN 3acid A7 HaBYaHHS 1HXKEHEPHOTO TIPOEKTYBAHHS yepes3
MO/ICJIIOBAHHS Ta CUMYJIsALi0. PazoMm i3 Tum Bukopuctanus Aladdin y miaroroBui MaitOyTHIX
YUHUTEIIB 3aJTUIIAETHCS HETOCTATHBO JOCTIHKCHIM.

Takum YMHOM, MoOcTae mpoOieMa: BiACYTHS po3poOjeHa MeTOAMKa OpraHizamii
MPOEKTHO-TOCITHUIIBKOT AISUIBHOCTI MallOyTHIX yuuTeniB 3acobamu rargopmu Aladdin y
koHTekcTi STEAM-miaroroBku. He BU3Ha4YeHO mMenaroriuHi ymMoBH, IO 3a0e3MeuyroTh
e(eKTUBHICTh TaKoi AISUIBHOCTI, Ta He OOIpyHTOBaHO ii BIuMB Ha (opmyBaHHs STEAM-
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KOMIIETEHTHOCTEH 1 KOMIT'IOTepHOro MucieHHs (computational thinking) waiiOyTHIX
[1€1aroriB.

Teopernuni 3acagu STEAM-ocBitu po3pobieno y mparpsix JDx. Sxkman [38], ska
3anpornonyBayia mipaminy STEAM sk monens iHTerparmBHOrO HaBuaHHsA, Ta M. Canpepca
[27], sxmit mocmigue npunimnu inTerpatuBHoro STEM. JI. Inrmim [9] posrismae STEM-
IHTErpaLifo SK KIFOYOBHMH Miaxim y 3araiabHiii ocsiti. J[. Xenpikccen 3i cmiBaBropamu [13]
IpoaHaji3yBaly B3a€MO3B 130K TBOPUOCTI i TEXHOJIOT1H B OCBITHBOMY KOHTEKCTI.

[Tpo6aemaruky project-based learning poskpuBarors C. bemn [1], JIx. Tomac [31],
k. Kpaiwik 1 H. Hlin [17], C.Xan 3i cmiBaBropamu [12]. Inquiry-based learning
nocmimkeno y po6orax T.Jle Monra [6] Ta M. Ilemacte 3i cmiBaBropamm [21], ski
3aMpoIoHyBaIK JeTanizoBany Monenb inquiry cycle. K. Xmeno-Cinsep [14] posrisinae PBL
SK CTpaTerito, 110 3a0e3nedye 0JHOYaCHE 3aCBOEHHS MPEAMETHUX 3HaHb 1 METAKOTHITUBHUX
YMiHb.

[Muranns computational thinking pospo6msim Jx. Binr [36], sxa Busnaumna CT sk
dynnamentanpHy HaBuuky; [l. Beitntpon 3i cniBaBropamu [34], ski meranizyBanmu CT miust
HPUPOAHUYO-MaTeMaTnuHuX aucuuintid; K. Bpennan i M. Pecuuk [2], siki 3anpomnonyBann
HOBi pamku ouiHoBanHs CT; B. Iyt 3i cniBaBTOpamu [29], siki cucTeMaTH3yBald MiIX0AU
no ¢opmyBanuss CT B ocitHbomy mnporeci. M. Mensenea 31 cmiBaBropamu [43] Ta
JI. KoBasiboB 3i criBaBTOpamu [42] MOCTHiAniIN MiAroTOBKY MalOyTHIX yUUTENiB iHPOPMATUKA
1o popmysanns CT.

Simulation-based learning Buuanu T. Jle Monr [6], H. ProTTen 3i ciBaBTopamu [26],
JI. Cmerana i P. Benn [30]. [I.Tab6a [11] obrpynrysa nepcrnektuBHicTh SBL y (axosiii
niaroToBui. BrnuB akTUBHUX (OpM HaBYaHHSA, 30KpeMa 13 3aCTOCYBAaHHAM IUGPOBUX
IHCTPYMEHTIB, Ha aKaJeMiyHy YCIHIIIHICTb CTYJEHTIB MIATBEp)KEHO Yy MeTaaHawi3i
C. ®pimena 3i cmiBaBTopamu [10]. k. Jopi 1 Ix. bemuep [8] mokazanu, 1mo TEXHOIOTIYHO
HiATpUMYyBaHe aKTHBHE HAaBUAHHS CYTTEBO IOKpPAILIY€e PO3YMiHHS HPUPOAHUYO-HAYKOBUX
KOHIIETITIB.

Cepen yKpalHCBKMX JOCHIJHHMKIB MpoOieMu IUQPpPOBOi MEAaroriyuHoi OCBITH
po3pobusanu: B. bukos [39; 40] — nutanHs xMapHuX miargopm ta unudpoBoi TpaHchopmarii
ocBitTH; H. Mop3e ta O. Ky3pMmiHcbka [44] — memaroriufi acmekTH XMapHUX OOYHCIICHB;
C. CemepikoB 31 crmiBaBTopamu [45] — moOinpHe HaBuanHs Ta AR/VR y migrorosmi STEM-
yuuteniB [28]; O. byanuk [41; 3] — npakTHKOOPi€EHTOBaHY MiATOTOBKY MalOyTHIX MeIaroris.

[TutanHs  sustainability education Ta KOMOETEHTHOCTI CTajJoro  PO3BUTKY
nocmimkyBanu A. Bik 31 cniBaBropamu [35], M. Pikkmann [25], FOHECKO [33]. Hudposi
KOMITETEHTHOCTI Tiefiarora cuctematuzoBano y pamiri DigCompEdu K. Penexep [24].

OxpeMo 3a3Ha4MMO, 110 EMITIpUYHE MIAIPYHTS JOCTIKEHHS (OPMYBAIOCS TAKOXK Y
IpOLECi yyacTl aBTopa y HaBYaJlbHOMY Kypci MixkHapoaHoro npoekty REBUILD (Renewable
Energy for Bolstering Ukraine’s Infrastructure by Learning and Design), npucBsueHomy
BUKOpHUCTaHHIO Tatrpopmu Aladdin s MonentoBaHHsA eHeproeeKTHUBHUX pillleHb Ta
peaizanii miaxoy HaBYaHHS yepe3 MPOEKTYBAaHHA. Y4acTh y Kypci CIpusia MOrianOIeHHIO
pPO3yMIHHA JHUJIAKTHYHOTO TMOTeHIiany cepenoBuma Aladdin Ha OCHOBI MoOJETIOBaHHS
STEAM-HaBuanHs Ta miArotoBku MaiOyTHiX nenaroris. Ilpoext REBUILD crnpsmoBanwmii
Ha BHOpoOBaKeHHs iHHOBamiHUX miaxodiB 10 STEM/STEAM-ocBiTH Ta BHKOPHCTaHHS
wiatpopmu  Aladdin y HaBuaHHI eHeproedeKTHBHOCTI ¥ BiJHOBIIOBAaHOI E€HEPreTUKU
(https://clipr.cc/gZLx8).
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He3Baxaroun Ha 3HAYHUI MacWB JOCIIKEHb, aHANI3 JITEpaTypu MOKa3ye, IIO: IO-
nepure — miatgopma Aladdin mpakTHYHO HE MOCITIKEHA K TUIAKTHYHUNA 3aci0 MiArOTOBKH
MalOyTHIX Y4YUTEINiB; MO-Apyre — METOJAMKA oprani3aiii Ha ocHoBi MonentoBanHss STEAM-
HABYaHHS JJIS NIeJJarOT1YHUX CHelialbHOCTEe! He po3pobiieHa; MO-TPeTe — MeJaroriuyii yMoBu
e(eKTUBHOCTI MPOEKTHO-AOCITHUIBKOI AISITFHOCT] Y IIbOMY CEPEOBUIII HE OOTPYHTOBAHI.

Mera cTarTi — TEOPETUYHO OOIPYHTYBAaTH Ta OINKMCATH OCOOJMBOCTI oOpraHizamii
NPOEKTHO-JIOCTITHUIBKOT ~ TISUTBHOCTI  MaiOyTHIX yuuteniB y 1udppoBomy STEAM-
cepenoBuini Aladdin, BU3BHaUYNTH NiearoridydHi yMoBH €(pEeKTUBHOCTI TaKoi JisITLHOCTI.

STEAM-ocBiTa — e MOJAens HaBYaHHS, MO0 3a0e3ledye 3MICTOBY IHTErpaIliio
npupogauunx Hayk (Science), TtexHoyoriii (Technology), imxkenepii (Engineering),
muctenTBa (Arts) i matematuku (Mathematics). k. Slkman [38] 3ampornonyBana mipamimay
STEAM, ne koxHa CKJIai0Ba BUKOHYeE crierudiuHy (QyHKIIiI0, aje BCi BOHH B3a€MOIIOB’ A3aHi
HAaBKOJIO peaibHUX Mpobiem. Ha BiaMmiHy Bif mMexaHidyHOTO moeaHaHHs npeameriB, STEAM
nependadae TIUOOKY 3MICTOBY B3a€MOJII0 JUCIMILIIH Yy MPOIEC] PO3B’sI3aHHS aBTEHTHUYHHX
3amad. P. Baii6i [4] minkpecmioe, mo STEAM BimnoBimae moTpedaM MOCTIHAYCTpiaTbHOL
€KOHOMIKH Ta CyCIJIbCTBA 3HAHb.

[TpoekTHO-TOCTIAHNIIPKA MiSTIBHICTG TOEAHYE JBI Tenaroriyi crpaterii. Project-
based learning (PBL) mnepen®auae po3B’s3aHHS pealbHUX KOMIUIGKCHHX 3a7ad 13
npoaykTuBHEM pesyibraTtoM. J[k. Tomac [31] Ta [x. Kpaigik i H. lin [17] Bu3Ha4aoTh
KIIOYOBUMH oO3Hakamu PBL: TpuBamictb, aBTEHTHYHICTh 3ajJadi, CHPSAMOBAHICTh Ha
JOCITIJKCHHSI i aKTHBHE 3alTyueHHsI CTyAeHTiB. Inquiry-based learning (IBL) rpyHTy€eThCS Ha
nociigaunbkomy 1ukii. M. [lemgacre 31 cniBaBTopamu [21] BHOKpEeMITIOIOTH Taki HOro ¢asu:
Opi€HTAaIlis, KOHILIETITyai3allisi, JOCIIKEHHs, BUCHOBKH, oOroBopenHs. [loeqnanus PBL Ta
IBL y NOpO€KTHO-TOCHIHUIBKIN iSUIBHOCTI JIO3BOJISIE OXONUTH BECh LUK HAyKOBOTO
Mi3HAHHS.

[Tin 9ac NMpPOEKTHO-IOCHIAHULBKOT JISIBHOCTI y CTYJEHTIB (DOPMY€ETHCS KOMILIEKC
KOMIIETEHTHOCTEH: KPUTUYHE MHCIEHHS — aHali3 JaHUX 1 OLIHIOBaHHS pILICHb;
computational thinking — nexommoswuiisi, abcTparyBaHHs, BHUSBICHHS 3aKOHOMIpHOCTEH Ta
anroputMizauist [2; 34; 36]; iH)KEHepHE MHUCIEHHS — CUCTEMHHUH MIAX1J A0 MPOEKTYBaHHS
[18]; mudposa rpamoTHICTE — BianoBiIHO 10 pamku DigCompEdu [24]; HaBuukn KOMaHIHOT
po60TH — BIAMOBIIHO /10 MpUHIHIIB cooperative learning [I. JI>xoncona i P. Jl>xoncona [16].

Simulation-based learning (SBL) € TEXHOJOTIYHOK OCHOBOK  IPOEKTHO-
JOCIIAHUIGKOr0 HaByaHHs y mudpoBomy cepenouuti. T. [le Mour [6] BusHauae SBL sk
MiX1/1, 10 03BOJISIE BUBUATHU CKJIa/IHI CUCTEMH Yepe3 iHTepaKTUBHI KOMIT FOTEPHI CUMYJISIIII.
H. Prorren 31 cniBaBTopamu [26] y cHCTeMaTHYHOMY OIJISiII TMOKa3aid, [0 KOMIT IOTE€PHI
cUMyJILIi 3a0e3MeuyIoTh TIHOIIe PO3yMiHHS MPUPOAHNYO-HAYKOBUX KOHIIETITIB OPIBHSIHO 3
TpanuuiinuMu merogamu. C. @pimeH 31 crmiBaBTopamu [10] MeTaaHaMITUYHO MIATBEPIUIH,
M0 aKTUBHI (OopMHM HaBYaHHSA MIJBUIIYIOTh aKaJEMIYHI pPe3yJbTaTH CTYIEHTIB Y
NPUPOJHUYNX HAyKaX Ta MaTEMATHIII.

Aladdin — 6e3xomroBHa BeOmardopma s tpuBuMipaoro CAD/CAE-MonentoBanHs
Ta aHami3y eHepreTudHoi edextuBHOCTI OyaiBenb. K. Ci 31 cniBaBTopamu [37] onucanu i sk
IHCTPYMEHT, 10 MiATPUMY€ HABYAHHS IHXXEHEPHOTO MPOEKTYBAHHS dYepe3 MOJICIIOBAHHS
peanpbHUX 00’ €kTiB. [lmardopma He moTpeOye BCTAaHOBIEHHS W JTOCTyMHA yepe3 Opaysep, 1o
3HWXKY€ TeXHIUH1 Oap’epu s CTYIEHTIB 1 BUKJIA/1aviB.
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OYHKIIOHATBHI MOXIMBOCTI TUIAT(GOPMH BKIIIOYAIOTH: TPUBHUMIpPHE MapaMeTpPHUYHE
MoJIeIFOBaHHs OyiBenb; energy Simulation — po3paxyHOK TEIJIOBUX HABaHTa)XKEHb, BTPAT
TEIUIa Ta CHEPreTMYHOro OalaHCy; aHalli3 COHSYHOTO ONPOMIHCHHS W TIHBOBHX 30H;
MOJICJIIOBAaHHS CHCTEM BIJIHOBJIIOBAaHOI C€HEPreTUKH (COHSYHI TaHeNl, BITPOYCTAaHOBKH),
generative design — anropuTMiuHy ONTHMI3allif0 MapaMeTpiB; IHCTPYMEHTH Bizyauizalii —
TEIJIOB1 KapTH, Tpadiku, TabIuUIII.

3 munaktuuHoi Touku 30py Aladdin 3a6e3neuye npupoany STEAM-inrterpauito. Ilix
gyac pobot 3 1IaTGOPMOI0 CTYIEHTH 3aCTOCOBYIOTh: (i3WKy (Teruiomepenaya,
TEpPMOJIMHAMIKA); MaTeMaTHKy (OOYMCIEHHs, aHaji3 JaHuX); iHGOpPMATHKY (IrOPUTMIiYHE
MucaeHHs, o0poOka manux); TexHosoriro (CAD/CAE-npoekTyBaHHS); MPUPOIHUYI HAYKH
(KJIIMATOJIOTisI, €KOJIOTis); NWU3alH-MHCICHHS (apXiTeKTypHa KOMMO3Wiis). Takuil mimxin
Biamnosinae 6avyennro JI. [arumim [9] momo cnpapxHboi npeameTHoi inTerpaiii B STEM.

[Tnardpopma miaTpumye po3BUTOK computational thinking: cTyAeHTH JEKOMITO3YIOTh
ckiaaHi 3amayi (OyaiBisg — KOHCTPYKTHBHI €JIEMEHTH), aOCTparyloTh CyTT€BI MapameTpH,
BUSIBIIIIOTh 3aKOHOMIPHOCTI MDK TapaMeTpaMH Ta pe3yibTaTaMH CHMYJIAIiH, (GOpMYyIOTh
AITOPUTMIYHY TOCTIAOBHICTh HanamTtyBaHHa Mogneneil. K. bpennan 1 M. Pecnuk [2] Ta
B. Uyt 3i cmiBaBTOpamMu [29] BUOKPEMITIOIOTH caMe Il acleKT K Kito4yoBi ckiaanauku CT.
M. MenBeneBa 31 cmiBaBropamu [43] Ta JI. KoBanboB 31 crmiBaBTOpamMu [42] miaTBEpIuIn
e(EeKTUBHICTD MOMIOHUX CUMYJISAIIMHNX IMiIX0/IB y MirOTOBI BUUTEINIB iHHOPMATHUKH.

BaxxnuBow xapaktepuctukoro Aladdin e sustainability-opienToBanicTh: yci 3amadi
NOB’s13aHI 3 EHEeProe(eKTHBHICTIO, BiJHOBIIOBAHOK EHEPTeTUKOI0 Ta EKOJIOTIYHICTIO
OyniBenb. Lle BiAmoBiae KOMIETEHTHOCTSIM CTAlIOro po3BUTKY 3a A. BikoM 31 cmiBaBTOpamMu
[35], mimsm FOHECKO [33] Ta pammi M. Pikkmanna [25]. [ludpoBi KOMOETEHTHOCTI, IO
dopmyroThees mix yac podotu 3 Aladdin, Bianosinatots pamii DigCompEdu K. Penekep [24].

Ha ocHOBI aHaITi3y TEOPETUYHUX JDKEPEIT Ta MPAKTUKH BIPOBAHKEHHS 3aIIPOTIOHOBAHO
I’ ITHETAIHy MOJEINb OpraHi3allii MpoeKTHO-AOCTIIHUIIBKOI AISUIBHOCTI, IO 1HTETpye inquiry
cycle M. Ilenacre 31 cniBaBropamu [21] ta npunnunu PBL JIx. Kpaituika 1 H. Iin [17].

Eran 1 — nocranoBka npo6iemu. Buknanau pa3om 3i cryieHTaMu (HOpMYITIOE pealibHy
3amady: «SIK KOHCTPYKTHBHI PilIEHHS HaBYAJILHOTO KOPITyCY BIUIMBAIOTh HAa HOTO TETUIOBHIA
Oamanc?»; «Slka 1uioma BiKOH 3a0e3nedye ONTHMajlbHE OCBITJIEHHS y KJIACHIN KiMHATi?»;
«SIkuil OTeHITian COHSYHHUX TaHeNe g KOHKpeTHol Oynmim mkomm?». K. Xmeno-Cinsep
[14] minkpecnioe, mo sKicTh (GOpMyIIIOBaHHS 3ajadi Oe3locepeHbO BU3HAUAE TIUOUHY
HaBYaJIbHOT 1sTbHOCTI. CTy/IeHTH BUCYBAIOTh T1IIOTE3U Ta CKJIAJA0Th IJIAH JOCHIKEHHS.

Etan 2 — npoextyBanHsa mozeni. CTyleHTH y Manux rpymnax (2—3 ocobu) OyayroTb
TpUBUMIpHY Mozenb 00’ekTy B Aladdin: 3amaroTh reoMeTpuuHi mapamMeTpu, BHOUPAIOTh
Mmarepiaiii 3 IXHIMH TEIIO(I3UYHUMH XapaKTePUCTUKAMH, HaJAIITOBYIOTh CUCTEMHU
BeHTWIAIII Ta omnajeHHs. KomanmHa opranizamiss poOOTH peaiizye NMPUHIUIM cooperative
learning /1. Ixoncona i P. Jlxoncona [16]. K. Ci 31 cniBaBropamu [37] mokazanu, o came
neit eran ¢popmye npaktuanauit qocsig CAD/CAE-npoekTyBaHHS!.

Eran 3 — mpoBeaeHHs pocmikeHHs. CTyOeHTH BUKOHYIOTh cepii CHUMYJISLIM,
BapilOIOuM MapaMeTpu Ta (PIKCYIOuM pe3ysibTaTh: pO3PaXOBYIOTh TEIIOBTPATH, MOTpedy B
€Heprii, XapakTep COHAYHOro onpomineHHs. T. Jle Wonr [6] Ta H. ProrTen 31 cniBaBTOpaMu
[26] moka3zanu, 0 MaHIMyJIIOBaHHs MapaMeTpaMy CUMYJIALIT pO3BUBAE aHAJITUYHI YMIHHSA Ta
cnpusie mepeBipii rinmote3. CTyIeHTH TNOPIBHIOIOTH pE3yNbTaTH MK BapiaHTaMH Ta 3
BUX1JHOIO MOJIEIUTIO.
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Eran 4 — inTepnperamis pesynbraTiB. Ha OCHOBI OTpHMMaHUX JdaHUX CTYJIEHTH
aHATI3YIOTh €(DEKTUBHICTh PI3HUX TEXHIYHUX pillleHb, (OPMYJIIOITh BHCHOBKU IIOJ0
ONTUMAJIFHOTO TPOEKTY, PO3PAaXOBYIOTh €KOHOMIUHHI Ta ekonoriunuii edexr. K. Xmeno-
CinBep 1 P. AzeBeno [15] 3BepTaroTh yBary Ha BaXXJIMBICTh PO3BHTKY 3JaTHOCTI PO3YMITH
CKJIaJIHI CUCTEMH — caMe 1€ aclieKT OXOIUTIOE YETBEPTHUH eTarl.

Etan 5 — mpesenTatis i pediuekcis. CTyIeHTH 3aXULIAIOTh MPOEKT, MPEICTABIAIOYUN
npobieMy, MeTonoJyoriio Ta pe3ynbraTH. [IpoBoauThcs peer assessment — B3aemHe
OIIHIOBAHHS 3a 3a3jayieriap Bu3HadeHUMHU kputepismu. K. Tomminr [32] oOrpyHTOBye
NeIaroriyHy IMiHHICTh B3a€MOOIIHIOBAHHS JJIs1 PO3BUTKY KPUTHUYHOTO MHUCIEHHS 1 peduiekcii.
AKTUBHHI XapakTep IIboro eramy BianoBigae manum C. dpimena 3i cmiBaBropamu [10] mpo
MBUIICHHS YCIINIHOCTI Yepe3 aKTHBHE HABYAHHSI.

s mepeBipku 1aHoi Mojeni Oyio 3amponoHOBAaHO HU3KY MIPOEKTIB NI peanizalii Ha
mwiardopmi Aladdin.

[Tpoext «EneproedexTuBHull HaBYanbHUN KabiHeT». CTyaeHTu Oyaytotrs 3D-monens
TUIIOBOTO IIKUIBHOTO Kiacy B Aladdin, po3paxoByrOTh TEIUIOBTPATH Yepe3 OTOPOKYBaIbHI
KOHCTPYKIIi, TOCTIIKYIOTh BILTUB OpPi€HTAIIl Ta IUIOINII 3aCKJICHHS Ha MIKPOKJIIMAT 1 BUTPATH
Ha onaicHHS. QOpPMYITIOIOTh PEKOMEHIAIli 3 TMiABUINCHHS eHeproeeKTHBHOCTI ¢
pPO3paxoBYIOTh TEepMiH OKymHOCTI 3axoxiB. I[Ipoekt iHTerpye ¢i3uky, MaTeMaTHKYy,
iH(pOpMATHKY Ta JH3aiiH.

[Tpoext «Smart School». CTyaeHTH MOAENIOOTH 1Ty OYIBIIIO IIKOJIU: aHANI3YIOTh
3arajibHUM  E€HepreTMYHUi OanaHC, TOTEHIad COHSAYHOI EHEPreTHKH Ta pPO3pOOIISIOTH
KOHIIEMI[i}0 aBTOMAaTU30BAHOT0 yIPaBIiHHS MiKpokiiMaToM. Llei mpoekT BiAMOBiAa€ MiAXOAY
K. Ci 31 cniBaBTOopamu [37] 10 HaBYaHHS 1H)KEHEPHOI'O NMPOEKTYBAHHS Ta KOHLEMIIT OCBITH
s cranoro po3sutky FOHECKO [33].

[Tpoext «CoHsAYHA €HepreTuka A OCBITHBOTO 3akiaay». CTyleHTH aHaji3yloTh
IHCOJIAIII0 J1aXy KOHKPETHOTO 3aKJaay OCBITH, PO3paxOBYIOTh ONTHUMAJbHY KUIBKICTH 1
pO3TalIyBaHHS COHSYHUX TIIaHENeW, BH3HAYAIOTh OUIKyBaHy TEHepallil0 Ta EeKOHOMIYHHMA
edekt. [IpoekT 6e3mocepeIHbO MOB’ A3aHUI 3 KOMIIETEHTHOCTSIMU CTaJIOTO PO3BUTKY [25; 35].

[TpoexT «AHami3 MIKpOKIIMaTy NpUMilIeHHs». CTYJIEeHTH AOCHIKYIOTh TETJIOBHUM
KOM(OPT y HaBUAIbHUX MPUMIIIEHHIX Yy PpI3HI CE30HHM, MOJENIOITh TeMIepaTypHHUH
pO3MOIIT Ta aHai3yIOTh BIUIMB MaTepiaiB 1 CHUCTeM BeHTWIALIl. Lleli mpoexT akTUBHO
po3BuBae computational thinking [2; 34; 43] uepe3 poOOTy 3 BEJIMKUMHU MacHBaMU YUCIIOBHX
JAHHX.

Ha ocHOBI aHami3zy TEOpPeTHYHMX JKepen Ta ampoOarlii BUSABJIEHO TakKi MeJarorivHi
yMOBH €(heKTUBHOCTI TPOEKTHO-IOCIIITHUAIIBKOT TIsITBHOCTI y cepenoBuili Aladdin:

1) MbKIUCIUIUTIHAPHA IHTETpaIlis: 3aJadi MarTh OXOIUIFOBATH KiJbKa MPEIMETHHUX
raiy3eit BignosiaHo 1o npuHiuuny STEAM-iaterpanii [9; 38];

2) aBTEHTHYHICTh 3aJa4: NpOOJeMH JOCIIPKEHHS MalTh OyTH peaJbHUMH Ta
3HAUyHIMMU — BiamoBiaHo 10 miaxomiB PBL [1; 17; 31] Ta sustainability education [33; 35];

3) KomabopaTHBHE HaBYaHHS: KOMaH/HA OpraHi3aiis poOOTH 3 PO3MOALIOM poied 3a
MpUHIIMTIaMU cooperative learning [5; 16];

4) mocniTHULBKUI XapakTep 3aBJaHb: IMOBHUH inquiry cycle 3 TOCTaHOBKOIO Ta
nepeBipKoto rimotes [6; 21];

5) pozBuTok computational thinking: cTpykTypyBaHHS 3aBIaHb BiJIIOBIJHO 0 pPaMOK
CT [2; 29; 34; 36; 43];
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6) peduiekcis i peer assessment: 000B’s3K0Ba pedIeKCis MO 3aBEPIICHHI KOXHOTO
npoexty [32];

7) BignoBignicth DigCompEdu: ¢opmyBanHs muppoBUX KOMIIETCHTHOCTEH Ieaarora
3a K. Penexep [24] ta migroroBka 10 STEAM-naBuanns 3a nigxogamu O. byaauk [3; 41].

Otxe, STEAM-ocBiTa € IHTETPaTHBHOIO MOJEIUIIO, IO 00’ €HYE MPUPOJHUY] HAYKH,
TEXHOJIOT11, 1IH)KEHEPII0, MUCTEITBO Ta MATEMATUKY HABKOJIO peaJbHUX MIKIUCIHUILTIHAPHUX
3a1ad. Y KOHTEKCTI HiATOTOBKM MaWOyTHIX yuuTeniB BoHa (opmye sik ocobucti STEAM-
KOMITETEHTHOCTI CTYJICHTIB, TaK 1 METOAMYHY TOTOBHICTh 10 peanizamii STEAM-niaxony y
mkoJti. [IpoexTHO-TOCTITHAIIBKA NISUTBHICTh € JOUUTEHUM TiaxoaoM aiast STEAM-niarotoBku
BUMTENiB, OCKUIbKU cuHTe3ye PBL Ta IBL 1 3a0e3neuye popmyBaHHS KPUTHIHOTO MHUCIICHHS,
computational thinking, imxeHnepHoro ta HaBU4oKk KoMaHaHOi poboTn. [Tnardpopma Aladdin
Ma€ KOHKPETHHHM IMIAKTHYHHN IOTEHIian a1 oprasisamii simulation-based STEAM-
HABYAHHS: BEOJOCTYIHICTh, pEabHI 1HXKCHEpHI 3amadi, BOyIOBaHI IHCTPYMEHTH aHali3y
nanux, mnpupogHa STEAM-interpamis Ta sustainability-opientoBanicts. Ilmatdopma
niarpumye po3sutok CT Ta Biamosimae pammi DigCompEdu.

3anpornoHoBaHa I’STHETallHA MOJAENTh — I[IOCTAaHOBKA MPOOJIEeMHU, MPOEKTYBAHHS
MOJIeNi, JOCHTI/DKEHHS, IHTEpIpeTalliss pe3ysbTaTiB 1 Mpe3eHTalliss 3 peer assessment —
3a0e3neyye TOBHMM LUK HAYKOBOTO MI3HAHHS Ta BIJAMOBIJA€ MPHUHIMIIAM AKTHBHOTO
HaBYaHHS. Bu3HaveHi memaroriyHi yMOBH €(QEKTHBHOCTI OXOIUTIOIOTH: MIKIUCHHUIUTIHAPHY
IHTEerpaiio, aBTEHTHYHICTh 3aJad4, KojaOopaTMBHE HaBYaHHs, IOBHHUI inquiry cycle,
possutok CT Ta Bignosinaicts DigCompEdu. Ix motpumanns 3abesneuye sKicTh IPOEKTHO-
JOCTIAHUIIBKOT MATOTOBKM MaiOyTHIX yuuTeniB. [lepcrekTuBaMu mogaiblIuX AOCTIKEHb €
nejaroriyHa  ampoOarfis  3amporoHOBAHOT METOJIWKH 3 BHKOPUCTAHHSM JIIarHOCTUYHUX
iHcTpyMeHTiB ouiHtoBaHHs CT, a Takox BuB4eHHs MoxiuBocTell VR/AR Ta Al-iHCTpyMeHTIB
y koHTekcTi STEAM-naBuanns B Aladdin.

KondguikT inTepeciB. ABTOpHU MOBIJOMIISIFOTH PO BiICYTHICTh KOH(IIKTY 1HTEPECIB.

dinaHcyBaHHS J0CTiIzKeHHA. [[ociKeHHsS BUKOHAHO 0€3 3ay4eHHs 30BHIIIHHOTO
(biHaHCyBaHHS.

JoctynHicTh ganux. JlocnipkeHHs He nepeadadyano BUKOPUCTAHHS OKpEMHUX HabopiB
TaHUX.

BukopucranHsi iHCTpyMeHTIB IITy4HOro inrenekrty. Ilin dac migroToBku 1€l
POOOTH IHCTPYMEHTH IITYYHOT'O IHTEJIEKTY HE 3aCTOCOBYBAJIHMCS.
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