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Interactive Technologies: Part of Training

For vocational training specialists is necessary to use modern technologies.
Interactive technologies referred to in the article allows to provide students with
practical and theoretical values and skills. The approach in the use of information
technologies in educational process, improves the quality of education and to put it to a
higher competitive level.

In this article, the term «interactive learning technology» is characterized by an
integrated approach to the creation, application, determination of the entire educational
process and mastery of knowledge in the system of human-machine which are
interrelated.

Analyzing material articles can be determined that the term «interactive» talking
about the ability to interact and be in the mode of dialogue with anyone (man-man
system) or something (human-machine system) of the above-said material in the article,
it follows that interactive learning — especially learning dialogue, during which there is
an interaction of the teacher and the student.

The author notes that the use of interactive technologies in teaching, the teacher
can influence the students directly in direct contact, or virtually, is frequently used in
distance learning.

The article stresses that the innovative technologies being introduced in higher
education are just one of the tools of the educational process, especially in the
educational process is the teacher, whose duty is appropriate, successfully apply modern
information technology.

Key words: interactivity, information technology, computer dialogue, self-
learning, learning process.

Science, computing and telecommunications technologies over the past two
decades had a significant impact on the development of educational technology. Radical

change requires not only quality but also quantity of training. Acute own questions



students. One of the tools to solve this problem is to introduce in the educational space
of modern teaching aids and interactive computer technology.

At this stage we can note a high enough interest among scientists in the use of
interactive technologies in the training of future professionals in various industries,
among them labor to note I. Dychkivskoyi, M. Karajan, S. Osipenko, M. Trachuk,
G. Pike,  O. Pometun, N. Pobirchenko,G. Shukhy,  A. Komar,  O. Pometun,
L. Pyrozhenko, A. Starayevoyi, G. Gurevich, M. Kademiyan, L. Shevchenko and other
scientists. Visual materials are used on various aspects including innovative interactive
technology in the professional training of future specialists.

The purpose of this article is to determine the nature and elements of interactive
technology as integral part of the educational process.

In psychological and educational literature there is no clear definition of
“interactive learning technologies”. UNESCO Documents technology in education is
seen as a systematic method of creation, application and determination of the whole
process of teaching and learning, technical, human resources and their interaction.

With the teacher's computer technology is a powerful tool to significantly change
teaching methods, increase their potential through automated ordering, storage and
processing, in addition to design e-learning materials.

Traditional technical training (various projectors, audio and video equipment).
Designed mainly for training, demonstration and simulation didactic materials, less
control and information. Computer technology allows the complete range. Program can
create interactive development, which can not only simulate specific task and predict
response to a specific action.

It allows students to develop the best strategies and tactics to self-esteem.

The most promising, in our opinion, the property of computer technology in the
classroom is interactive. The term «interactivity» came from computers. Today the
phrase «interactive technology» education is a very broad concept:

o of individual and group role-playing games;



o computer simulation and program;

o technical training (multimedia equipment, interactive whiteboards, using
tablets).

The definition of the term “interactive” from the Latin. between — mutually
between + Activus — active, energetic. Interaction (English) — interact, influence each
other.

The best, in our opinion, the definition of interactive given in “Wikipedia” (free
encyclopedia): interactivity — a concept that reveals the nature and extent of interaction
between objects. Used in the fields: Information Theory, Computer science and
programming, telecommunications, sociology, industrial design; interactivity — a
principle the system is achieved in which the information exchange system elements [1].

In the dictionary presented pedagogical concept: “interactive dialogue” — active
exchange of messages between the user and the information system in real time
interaction gradually included in the turnover of teachers is particularly important for
distance learning. Interactive mode — “interactive mode” [2, p. 106].

Internet is often called online learning technology training organization in which
students participate in a collective, complementary, based on the interaction of all
participants in the educational process knowledge required [3].

“Glossary conceptual apparatus of informatization of education” [4] interactive
dialogue understood as interaction with a program (software and hardware) system,
which is characterized (as opposed to a dialogue involving the exchange of text
commands, requests and responses, the invitation) carrying out more sophisticated
means of communication (eg, the ability to ask questions in any form with a limited set
of characters). This provides the ability to select the content of educational material, its
mode. Interactive mode user interaction with computers, characterized by the fact that
his every request in response to the action program and, conversely, a replica of the

latter reaction requires the user [4].



Analyzing the above we can conclude that “interactive” means the ability to
interact or be talk, dialogue with anyone (man) or something (like a computer). Thus,
online training — isprimarily a dialogue of learning in which interaction between teacher
and student.

It should be noted that in terms of the assigned teachers can directly influence the
student in direct contact, possibly virtual, often used in distance learning. In addition, the
role of the teacher can be both active and passive.

Interactive learning technologies can be categorized participants in the dialogue
(Pict. 1).

Interactive learning
technologies

Man-Man Man-Machine Man-Machine-Man
_ - virtual reality; - distance Learning;
- busmgss games; - computer programs - local telecommunications
- Work in C|rcle_s; _ and games; technology;
- discussion, rainstorming. - interactive tools. - computer testing.

Pict. 1. Classification of interactive learning technologies

Today, the national teachers have accumulated a lot of scientific and theoretical
and practical experience of interactive teaching methods Dialogue “man — man”. In our
opinion, such a relationship already implies a dialogue. Interactivity also includes not

only the interaction between the participants of the dialogue and communications.



The term «interactive dialogue» is not entirely accurate, since the concept of
“dialogue” (Gr. Dialogos — Talk) already implies a conversation (oral interaction)
between two or more persons [5]. Therefore, in view of the above, we believe that
interactive technologies in the study should realize two-way communication with the
teacher taught with the help of technical training (computer technology) using special
software. In this connection it is necessary to distinguish the following main elements:

o of personal communication «teacher — student», the teacher may be virtual;

o the presence of special software to make the learning process, taking into
account the specific teaching methods, individual characteristics of the student;

o interactive technologies do not replace the teacher and help students fill in
the correct knowledge or discipline.

Telecommunications and Internet technologies used in education from around
1994 with the advent of Web-browsers, but broad and massive use in education for a
number of technical and subjective reasons they did not get. The main reasons were the
quality of communication, lack of appropriate technology development certainly does
not take into account the psychological perception of electronic material.

Virtual reality (simulators, computer games). Mainly used in professional
education to develop practical skills (drive vehicles, modeling and simulation of real
situations). These technologies include a number of special professional educational
software products such as Electronics Workbench — simulation of digital and analog
electronic circuits; Model ChemLab — simulation of various chemical processes; Matlab
— virtual seminar exact sciences and others.

Computer interactive didactic materials allow to fully help students gain
knowledge and skills. Teacher training material can not only images, but also give
examples that simulate the projected situation.

The most promising students for self-development, in our view, interactive
computer technology with elements of the game. Ironically, computer games have mass

distribution among all sections of the population, but also in the educational



environment of wide application not received. Now developed a range sufficient volume
of strategic gaming computer simulators that can be used in education to develop
practical skills from different disciplines (restaurant business, economics, management,
technology).

Given the attractiveness of the game, their capacity for self-development, we have
noted psychological and pedagogical characteristics that can be considered as a
contribution to the development of motivating learning process:

o the satisfaction demonstrate its capabilities as a player;

o unexpected excitement of waiting for game situations and crucial sequence
in the game;

. on the need to make decisions in difficult conditions and uncertain
situations;

o early detection consequences of decisions;

. the satisfaction of success — intermediate or final.

Democratization and availability of information and computer technology allows
the teacher to create e-learning materials.

Using previous professional development provided the institution is not always
convenient and appropriate, since they do not take into account the specific classrooms
and the students.

Teachers must fully learn the principles of computer interactive technologies to
use them in class to know the principles of development and use of e-learning materials.

The basic principles of the use of electronic training materials can be considered,
in our opinion, the following:

o visibility illustrating the process or phenomenon can most firmly
consolidate the theoretical knowledge, increases the effectiveness of its educational
material issues;

. of problematic, study, specific tasks in practice to apply existing knowledge

and learn new independently. Explore the diverse educational material,



. individual focus: material, selected on the basis of differentiated students
achieved their complexity, pace of learning and amount;

o the availability, didactic material should not be too difficult or too
simplistic, otherwise, it reduces the motivation to learn;

o about structuring material not only illustrates and defines the uniqueness of
the solution, but also allows optimal variants of behavior strategies depending on the
initial conditions.

Based on the principles of the use of electronic training materials, as follows:

o of cognitive activity;

o an increase learning motivation;

o create optimal (comfortable) conditions of government;

o on demonstration and simulation of several options, depending on the set of
initial conditions;

o on the self-test feedback and results of operations;

. formation of information culture;

o to reduce the training and work opportunities through labor-intensive
computer processing and thorough analysis of the results of the students.

It should be noted that some teachers evaluate ambiguous role of the computer in
the classroom. There is a negative impact on their health and psyche of the student, the
excess reduces the appearance of abstract thinking, interest in the game (virtual) process
provides insight into the reality of events and their consequences, etc. This again
emphasizes that computer-inculcation technology is just a tool of the educational
process, is the main teacher, you want to competently and appropriate to use modern
information [6] technology.

With this in mind, we believe it possible to design any game situation. In the
practice of teaching the teacher can develop small December interactivity on specific

topics classes or training modules that can be used both in the classroom and distance



learning systems. Existing software program that lets you design and create interactive
learning materials to improve the learning process.

Based above does not purport to finally solve the problem of implementation and
use of modern interactive technologies in the educational process. The next step of our
future research is the development stages of the implementation of interactive

technologies in the system of distance education specialists in maintenance.
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bespyuenkos 1O. B.

[HTEepakTUBHI TEXHOJIOT1I: CKJIaJI0Ba HABYAJILHOT'O MTPOIIECY

Hns  mpodeciiiHoi  ocBiTH  (axiBI[iB HEOOXiJHE 3aCTOCYBaHHS CyYacHUX
TEXHOJIOT1. [HTEepaKTUBHI TEXHOJIOTII, MPO SAKI WAETHCS B CTATTi, JO3BOJAIOTH HaAaTH
CTyJICHTaM TMpaKTU4YHI Ta TEOPETWYHI 3HaHHS 1 HaBW4KkW. [liAXin y BUKOpPHCTaHHI
iHpopMaILITHUX TEXHOJIOTI B HaBYaJbHOMY MPOIIECi, JTO3BOJISE TMOIMIINTHA SKICTh
OCBITH 1 IOCTaBUTH HOTO HA OLIbIII BUCOKHUN KOHKYPEHTOCIIPOMOIKHOI PIBEHb.

Y cTarti TepMiH <«IHTEpAaKTHBHA TEXHOJOTIS HABUYAHHSI» XapaKTePU3YEThCS
KOMIUIEKCHUM MiX0J0M J0 CTBOPEHHS, 3aCTOCYBaHHsI, BU3HAUEHHS BCHOTO OCBITHHOTO
MIPOIIECY 1 OBOJIOJIIHHS 3HAHHSIMH B CUCTEMI JIFOIMHA-MAIIIWHA, SKi B3a€MOTIOB’sI3aH1 MIXK
co0010.

AHanizyroun Marepiall CTaTTi MOXHa BHU3HAYMUTH, IO TEPMIH «IHTEPAKTUBHUI
TOBOPUTH TIPO 3[ATHICTHh B3a€EMOJIATH 1 NEpeOyBaTH B PEXHUMI JlaIOry 3 Oylb-KUM
(cuctema nroauHa-IIOAMHA) ab00 yMM-HEOynb (cucTeMa JIoAWHa-mamuHa). B craTTi
3a3HAYAETHCS, IO IHTEPAKTUBHE HABYaHHS — IMEPII 3a BCE J1aJJOTOBE HABYAHHS, B
MIPOIIEC SIKOTO BiIOYBAEThCS B3a€EMO/I1Sl BUKJIalaya 1 CTyICHTA.

ABTOPOM BIJI3HAYAETHCS, 1110 IPU BUKOPUCTAHHI IHTEPAKTUBHUX TEXHOJIOTIN NpH
HaBUYaHHI, BUKJIAJlad MOKE BIUIMBATU HA CTYJIEHTa K O€3MOCEepeHHO B MPIMOMY
KOHTaKTI1, TaK 1 BIPTyaJIbHO, L0 YacCTO BUKOPHUCTOBYETHCS MPU JAUCTAHIINHUX (hopmax
HABYaHHSI.

VY cTarTi miaKpecaoeThCs, 110 1HHOBAIIMHI TEXHOJIOTII, 10 BOPOBAKYIOTHCS Y
BUILIN IIKOJII, € BCHOTO JIMILIE OJTHAM 3 THCTPYMEHTIB HaBUYAJILHOTO MPOLECY, TOJOBHUM
K€ B HABYAIBHOMY IMPOIEC] 3aJMIIAEThCS BHKIAAa4, B OOOB’SI3KM SIKOTO BXOIHUTH
JOLIJIBHO Ta TPAaMOTHO 3aCTOCOBYBATH Cy4YacHI 1HQOpMaIIiHI TEXHOJIOT1].

Knrouosi cnosa: 1HTEpaKTUBHICTh, 1H(OpPMAIIiHI TEXHOJOTIi, KOMIT IOTEpHUN
Jiaior, CaMOHaBUaHHS, HABYAJIBLHUH MPOIIEC.

be3pyuenkos 1O. B.

WHTepakTUBHBIEC TEXHOJIOTUN: COCTABIISAIONIAs y4eOHOI0 IpoLecca

Jlst mpodeccuoHabHOTO 00pa30BaHUsI CIICIIMAIMCTOB HEOOXOIUMO MPUMEHEHUE
COBPEMEHHBIX TEXHOJIOTUH. HTEpaKTUBHBIE TEXHOJIOTMH, O KOTOPBIX TOBOPUTCA B
CTaThe, MO3BOJISIOT NPENOCTABUTh CTYJAEHTAM MPAKTUYECKUE U TEOPETUUECKUE 3HAHUSA U
HaBblkd. [logxon B UMCHONIB30BaHUU WHOOPMAIMOHHBIX TEXHOJOTHH B yueOHOM
npoiiecce, MO3BOJSET YIYUYIIUTh KA4eCTBO 00pa3oBaHUsl M MOCTABUTH €ro Ha OoJjee
BBICOKUI KOHKYPEHTOCIOCOOHBIN YPOBEHb.

B cratbe TEpMUH «HMHTEpAKTHBHAS TEXHOJOTHUS OOYUYEHHUS» XapaKTepU3yercs
KOMILJIEKCHBIM ~ MOJXOJOM K  CO3JaHUI0, TPUMEHEHUIO, OINPEIEICHUI0  BCETO
00pa3oBaTEeNbHOTO MpOLECCa M OBIAJACHUS 3HAHUAMHM B CHUCTEME YEJOBEK-MalllhHA,
KOTOPbIE B3aMMOCBSI3aHbl MEXK1Y COOOM.

AHanu3upysi ~ Marepual  CTaTbUd  MOXHO  ONPEIEIuTh, 4YTO  TEPMHH
«MHTEPAKTUBHBIN» TOBOPUT O CIOCOOHOCTH B3aMMOJICWCTBOBATh M HAXOJIUTHCS B
pexuMeara Jiora ¢ KeMm-ITn0o (CucTeMa 4YeOBEK-YEeIOBEK) WIM 4YeM-Tu0o (cucrema



YeJI0OBEeK-MaIIlnHa). ABTOP yKa3bIBaeT, YTO MHTEPAKTHUBHOE OO0y4YEHHE — MPEXIE BCETO
AMaJoroBoe oOy4deHHe, B IMPOIECCe KOTOPOTO TMPOUCXOAMT  B3aHMMOJACHUCTBHUE
npenojaBaTens u CTyCHTA.

ABTOpPOM OTMEYAeTCsl, 4TO MPHU UCIOIb30BAHUN HHTEPAKTUBHBIX TEXHOJOTHH MpH
00y4YeHHH, TIpenoJaBaTesb MOXKET BIUATh HA CTYACHTA KaK HEMOCPEACTBEHHO B MPSMOM
KOHTaKTe, TaK M BUPTYaJbHO, YTO YACTO HCIOIB3YETCS MPU TUCTAHIUOHHBIX (hopmax
o0yueHus.

B crartbe momuepkuBaeTCs, YTO MHHOBALMOHHBIE TEXHOJIOTMH, BHEIpSIEMbIC B
BBICIIIEH IIKOJIE, SIBJISIOTCS BCErO JIMIb OJHUM W3 MHCTPYMEHTOB Y4eOHOTO mpoliecca,
IJIABHBIM K€ B Y4€OHOM IMPOIIECCE OCTAeTCs MPErnoaBaTelb, B 00s13aHHOCTH KOTOPOTO
BXOJIUT II€JIeCO00pa3HO, TPaMOTHO MPHUMEHATH COBPEMEHHbIE HH(POPMAIMOHHBIC
TEXHOJIOTHH.

Knouesvie  cnosa.  WMHTEPAKTUBHOCTh, WH(OPMALMOHHBIE  TEXHOJOTHH,
KOMIIBIOTEPHBIN AUAJIOT, caMooOy4deHue, y4eOHbIi npoliecc.
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