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AHHOTanms. B coBpeMeHHOM 0O0IIeCTBE HHHOBALIMOHHBIC TEXHOJOTHU MPHUCYTCTBYIOT
B IIMPOKOM psifie pa3mnuHbIX cep. BHenpeHne oOpazoBaTeIbHBIX TEXHOJIOTHI, KOTOPBIE pa3-
BUBAIOTCSL OBICTPHIMH TeMIaMu, TpeOyeT mpodeccHoHaI3Ma U TOTOBHOCTH TperoiaBaTesen
K OCBOCHHIO HOBEHIINX WH(POPMALMOHHBIX TEXHOIOTHHI. Vcronp30BaHUE IIEKTPOHHBIX PECyp-
COB B 00pa3zoBATEIILHOM IPOIECCE B BBICIICH IIKOJIE MOXKET CIIOCOOCTBOBATh KaK Pa3BUTHIO
npo(heCCHOHATBHBIX HABBIKOB, TaK M MOJyYCHHUIO OIBITA UCTIOIb30BAHUS OHIIAHH-CPE/IbL.

KawueBble cjoBa: o0pa3oBaHWe, WHHOBAIMOHHBIE 00pa3OBaTEIbHBIE TEXHOJIOTHH,
o0ydJaromye TeXHOJIOTHH, 00pa3oBaTeIbHbIC TIAT(HOPMBI.

Abstract. In modern society, innovative technologies are present in a wide range of dif-
ferent areas. The introduction of educational technologies, which are developing at a rapid
pace, requires the professionalism and readiness of teachers to master the latest information
technologies. Using of different electronic resources in the educational process at universities
can contribute both to the development of professional skills and to gaining experience in us-
ing the online environment.

Key words: education, innovative educational technologies, educational technologies,
electronic educational platforms.

Introduction. Using of modern innovative tools in teaching students certainly facilitate
and improve the preparing of future employees.

The most important goal is to change the collection, access, analysis, presentation and
communication of information by students and teachers. The theory of innovation in education
i1s a new area of education science, which has three parts: the creation of new products, their
development and application. Innovation processes are considered mainly in three aspects —
socio-economic, psychological and organizational and normative. Thanks to these aspects, the
general climate and conditions are determined, where the development of innovative proces-
ses takes place, and which are capable of either hindering or facilitating the process of innova-
tion. Besides, innovation process is not spontaneous, but consciously regulated. [2, 5]

Main part. Introduction of innovative innovations in education represents the creative
process of exploring and learning new ideas and principles, which then lead to their success-
ful adaptation and application. As a rule, two types of innovative phenomena are distin-
guished: pedagogical innovation theory (innovation in the education system) and innovative
learning. The first phenomenon includes the restructuring and modification of individual parts
in the system of education, and the second — innovative learning — is a special form of
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knowledge acquisition, which results in conscious and motivated activities in the learning
process. It also stimulates innovative change in existing social and culture environment. This
type of learning acts as an active response to particular problem situations that may arise in
students. [6, 7]

Because of high requirements for the professional competence of future managers, we
can notice the widespread using of modern technical tools in education. At the same time, a
sufficient number of electronic resources allows you to create online games, web quests, tests,
puzzles that provide both an increase in motivation for students to learn and the development
of information competence necessary for every qualified manager.

What give us the using of different technologies? For example, with a large and acces-
sible database of students, it is possible for teachers to track the individual progress, and also
determine learning goals and implement a differentiated approach, depending on the needs of
students. Teachers also have the opportunity to develop further lesson plans, taking into ac-
count the level of student learning and success implementation of innovative technologies.
Thanks to innovation there is an opportunity to narrow the achievement gap, to increase na-
tional competitiveness and stimulate economic growth.

In addition, innovative educational technologies are closely related to improving the ef-
fectiveness of education and upbringing, which aim at the following result: highly qualified
specialists who have fundamental theoretical and applied knowledge; graduates can success-
fully and easily master new, professional and managerial fields in order to show prompt re-
sponse and successful adaptation to rapidly changing social and economic conditions; students
are endowed with high moral and civic qualities in an innovative educational space. [1]

In the modern world, there are many educational platforms that can be integrated into
the learning process. For example, Goosechase, Kahoot, Quizlet, Google classroom, etc. The-
se resources allow you to develop various online games within a particular specialty.

Unlike the Kahoot platform, which is used for the ongoing assessment of student
knowledge (Glowacki et al, 2018), an online game on the Goosechase platform gives students
the opportunity to express their creativity and increase motivation for learning activities. Taking
into account the potential of computer games, which give students the opportunity to play an
active role in learning, develop their ability to solve problems or learn a subject through practi-
cal use. The introduction of electronic learning tools in the higher education system contributes
to effective communication, visibility and accessibility of the educational process. [2, 3]

Taking into account the learning goals and competencies of future specialists, teachers
can choose various tools for the current assessment of students' knowledge and the level of
learning material, namely: web quests, tests, online games, puzzles, etc.

Conclusion. The rapidity of technological progress, the digitalization of modern socie-
ty, the involving of modern tools require modernization of the content of education and an
adaptive response of the teaching staff to the challenges of our time. [4] At the same time,
a high standard and competitiveness in the labor market are high criteria that apply to the
learning process at universities. In particular, information competence, critical thinking,
mobility, the ability to quickly respond to a crisis situation, the ability to learn independently
should be improved at the university along with the development of professional skills.
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AHHOTanus. B naHHON cTaThe OCHOBHOE BHHUMAaHME YJIEISIETCSl OMMCAHNUI0 0COOCHHOCTEH
mmHbl K-line momydeHHBIX B Xo0Je pa3paOOTKH M JEMOHCTpPAIMU YCTPOMCTBA IS UYTCHUS
U TIOJIydyeHMs JuarHoctudeckux naHHbIXx OBY ¢ Bepcueit 10 fHBapp 5.1. PesynbraTtsl mpo-
JIETaHHOM PabOThl MOTYT OBbITH IMOJE3HBI JUIl OOYYEHHS, JUArHOCTUPOBAHUS, a TaKXKe Ipo-
BEJICHUS UcciieJoBaHui pu padboTte ¢ K-line mim cX0oKMMu MHAMU Nepeiaud JaHHbIX.

B kauecTtBe anmapaTHOro oOecrnieueHusi OBbLIM HCIOJB30BaHbl: MHUKPOKOHTPOJUIEP
ArduinoNano u nmpeoOpa3oBarenb ypoBHEH Ha OCHOBE CABOEHHOro kommaparopa LM 293.
[IporpammuOe obecrieueHre OBLIO pa3pabdoTaHO C HcIoyb3oBaHueM cpenabl ArduinolDE,
B KOTOPO# ObUIa HamKMcaHa MporpaMMa Juis OTIPaBKU Pa3IMYHbIX 3arpocoB DBY (uteHue Te-
KyIIMX [apaMeTpoOB, KOJOB OLIMOOK, yAaJleHuEe KOAOB OMIMOOK) M MOJYyYEHUS] OTBETOB C UX
nocienyomeil paciuppoBkoit. s 3KCIepUMEHTOB U aHajIKM3a JEMOHCTPAL[MIOHHOTO UCIIbI-
TaHWs, COOpaHHOE YCTPOHCTBO ObLIO MoAKIOYeHO K yuyeOHomy crenay HTI[-15.40.1 «Cuc-
Te€Ma IUTAHUS JBUTATENS C PACIIPEAEICHHBIM BIPBICKOM TOILUINBAY.

Kawuesbie cioBa: K-line, mporpammupoBanue, AplyHHO, pacuin@poBKa TaHHBIX.
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