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USE OF DIGITAL TOOLS IN UPBRINGING
OF MODERN ADOLESCENTS

Kyrychenko V. 1., Bezruk K. O., Necherda V. B.

INTRODUCTION

In the modern educational space, the digital competence of a teacher is
considered as an integral characteristic of his professional activity, which
includes knowledge, skills, abilities and value orientations necessary for the
effective use of information and communication technologies (ICT) in
working with education seekers. It provides the teacher’s ability not only to
appropriately apply digital tools, but also to determine their educational
potential and critically assess the possibilities of observing ethical and legal
norms during pedagogical interaction.

According to researcher O. Vorobyova, “the structural components of
digital competence include: the ability to search, select, analyze and
critically evaluate information; the ability to logically structure tasks and use
digital environments to solve them; knowledge of the rules of safe work on
the Internet, compliance with copyright and intellectual property standards;
effective use of digital platforms for interaction with education seekers,
adolescents in particular™.

Modern adolescents, as children of the digital age, are mainly
individualists, interested in computer games. They are able to multitask and
perform complex creative tasks and process large amounts of information,
therefore, have specific needs in the organization of education. Ukrainian
researchers consider a teenager as an active participant in such activities that
would “influence the development of his interests, encourage him to
construct social relationships, the material and spiritual world on the basis of
his own ideal of the future. This is possible only on condition that such
activities are creative, shared with peers and approved by adolescent
groups™. Therefore, to educate a teenager, it is necessary to create an
information and developmental environment that would contribute to his
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moral and ethical growth, encourage him to obtain new knowledge and
develop team work skills.

The introduction of digital tools, in our opinion, will contribute to
achieving higher results in educating teenagers, as it will assist to arouse the
attention of teenagers with emotionally significant visual incentives
(interesting, graphically presented facts, eloquent examples, jokes related to
the topic); use the capabilities of a multi-sensory environment (animation,
videos, scribing, various devices); form in them the skills of selecting and
summarizing information from Internet resources, self-monitoring of their
educational and social activity, reflection of their own achievements and
prospects.

The relevance of the resarch is due to the need to improve the digital
competence of teachers and integrate new digital tools into the educational
process. This is due to the general trend of digitalization of the interaction
between teachers and education seekers, the search for ways to increase its
efficiency and compliance with modern challenges of social development.

In this context, it is important to analyze the potential of digital platforms
and tools in order to modernize educational methods or techniques, as these
resources are constantly developing, improving and opening up new
opportunities for implementing educational influences.

1. Educational potential of digital tools in working with adolescents,

purpose and methods of research

Educational and scientific institutions of Ukraine pay significant
attention to the digitalization of education, in particular:

— The National Academy of Educational Sciences of Ukraine prepared a
scientific report to the general meeting of the National Academy of
Pedagogical Sciences of Ukraine “Scientific and methodological support for
the digitalization of education in Ukraine: state, problems, prospects”3,
which analyzed global trends in digitalization: intensive development of
technologies such as augmented and virtual reality, artificial intelligence,
robotics, blockchain, media education, cloud-based environment,
gamification, interdisciplinarity, etc.; digitalization of education was
identified as a strategic direction for the development of the educational
system of Ukraine;

8 Kpemens B.T'., bukos B. 10., Jlamenxo O. 1., Jlurunosa C.I'., Jlyrosuii B. 1., Manbo-
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OCBITH yKpaiHU: CTaH, MPOOJIEeMH, IEPCIICKTUBH. Haykoeo-memoouune 3abesneuents yupposizayii
oceimu Yxpainu: cman, npobnemu, nepcnexmusu : HaykoBa nonoBiap 3aransuum 36opam HATTH
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— scientists of the Institute of Problems on Education of the National
Academy of Educational Sciences of Ukraine elaborated the “Concept of
Education of Children and Youth in the Digital Space™, which the main
messages of are: preservation of physical, mental, social and spiritual health
of education seekers; creation of a safe digital space; use of the health-saving
potential of family media education; elaboration of ways to counteract
technological and marketing influences; upbringing of a culture of behavior
in the digital educational space; development of digital competence of
pedagogical workers; digital modernization of scientific and methodological
support of educational activities;

— Borys Grinchenko Kyiv Metropolitan University prepared a collective
monograph based on the results of research within the framework of the
implementation of the international project “Modernization of Higher
Pedagogical Education with the Use of Innovative Teaching Tools”
(MOPED) of the EU Erasmus+ KA2 program (Cooperation for the
Development of Innovations and the Exchange of Successful Practices)
“Modernization of Education in the Digital Dimension™”. It focuses on the
necessity to improve the quality and competitiveness of education and the
associated high level of digital competence of the educator. The team of
authors offers the main ways to implement innovative approaches and digital
technologies in the educational process in the context of the transformation
of education;

— The Institute for Digitalization of Education of the National Academy
of Pedagogical Sciences of Ukraine presented the monograph “Digital
Transformation of Open Scientific and Educational Environments”®, which
presents the results of its own research concerning the informatization of
education, covering international approaches to digitalization, ways of
developing national educational systems, designing a cloud-oriented
environment, using open electronic resources and social networks;

— Mykhailo Dragomanov Ukrainian State University prepared a
monograph “Digital Transformation of Education: Theoretical and
Methodological Principles”, which “considers the main theoretical and
methodological principles of digital transformation, in particular, such
aspects as the development of digital educational environments, the
adaptation of curricula to the needs of a digital society, as well as the role
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of digital competence as a key component of the professional training
of future teachers™’.

Ukrainian scientists are researching the theoretical and practical
principles of implementing digital technologies and their role in the
development of the personality of the student. Scientist I. Kucherak
considers the impact of digital technologies on the educational process in the
context of the development of competencies necessary for the successful
self-realization of education seekers, and emphasizes that the integration of
digital tools into the educational process not only optimizes educational
activities, but also creates conditions for the development of motivation to
develop critical thinking, acquire communicative leadership skills, and
abilities for self-learning and self-development®.

We support the opinion of researcher M. Dub, who emphasizes the
importance of “not only mastering technologies, but also the ability to adapt
to changes, work in a team, think critically and creatively to solve
problems™. These processes require constant improvement of teachers’
digital competence, since it is digitalization that provides effective tools for
solving the problems posed in the conditions of mixed learning. As other
modern researchers note™® ! digital technologies ensure effective
communication between participants in the educational process, increase its
flexibility and adaptability, which is of particular importance in the
conditions of distance and mixed learning. At the same time, it is important
to maintain a balance between the use of digital tools and live interpersonal
communication, because it forms socio-emotional competencies and
contributes to the comprehensive development of the personality.

The research of scientist S. Virotchenko focuses on the phenomenon of
digital transformation of education, comparing the Ukrainian experience
with the practices of the Baltic countries. The author emphasizes the
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importance of digital tools for the development of digital skills of teachers
and education seekers, as well as for ensuring the flexibility and adaptability
of the educational environment''. The current experience of using digital
technologies in educational institutions is summarized in a collective
monograph edited by T. Vasilyeva and Yu. Petrushenko, and the problems
and prospects of their use are outlined. The authors emphasize the
importance of interactive teaching methods and distance platforms for
increasing the efficiency of the educational process'?. Gamification as a
means of diversifying the educational process is studied by scientists
V. Necherda and others’®. The authors consider gamification as a set of
various tools and mechanics that contribute to the significant enrichment of
the educational process with entertainment, educational, upbringing,
motivational, and socio-communicative components.

Special attention is paid to the ethical aspects associated with the use of
tools based on artificial intelligence. They open up new opportunities for
creating educational content, personalizing the educational process and
supporting inclusiveness, but at the same time they generate risks of academic
dishonesty and reducing motivation for independent learning. As I. Shparyk
emphasizes, the digital transformation of education should be accompanied by
the development of clear ethical norms and rules for the use of Al, which
involves the information enlightenment of education seekers and the
adjustment of the educational environment in order to stimulate original
thinking and creativity™. I. Shparyk’s research also examines the conceptual
foundations of the digital transformation of education in European and
American discourse'®. Special attention is paid to the problems of intensifi-
cation of the educational process in connection with the need for mandatory
balancing of technological innovations with ethical principles and values.

In the context of the rapid spread of digital technologies, the importance
of developing critical thinking as one of the key educational competencies is
growing. In this regard, the scientist M. Karmazina notes that “media
consumption ... depends on the level of development of critical thinking of
an individual who is able to recognize useful and harmful (even dangerous)

2 Ilugposi Texmomorii B OCBiTi: CydacHmil HOCBiZ, NMPOOGIEMH T4 NEPCIEKTHBH :
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n-pa ekoH. Hayk, mpod. FO. M. Ilerpymenka. Cymu : CyMCBKH Jep)KaBHHI YHIBEpCHTET,
2022. 150 c.

3 Necherda V., Bezruk K., Petrochko Zh., Kyrychenko V., Denysiuk O. Gamification as a
means of forming socially successful personality of a teenager. «E-learning». E-learning &
Artificial Intelligence (Al). Katowice—Cieszyn: University of Silesia in Katowice, 2023. V. 15.
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information, skillfully use available network data for their own purposes,
making balanced and effective decisions”®. We support the opinion of
researchers O. Savchuk and I. Yegorova, who recognize that “the integration
of ... digital technologies into the educational process contributes to the
development of critical thinking™®. Therefore, education seekers must learn
not only to effectively use digital tools, but also to critically assess the
quality of the information received, understand its origin and reliability. This
is especially true for content created with the assistance of Al, which can be
convincing, but contain factual errors. The role of the teacher is to form the
skills of analysis, verification of information and the development of
research abilities of adolescents.

At the present stage, the rapid development of new technologies creates
broad opportunities for the application of various models and platforms, in
particular, the Ministry of Education of Ukraine elaborated the project
“Instructive and methodological recommendations for the introduction and
use of artificial intelligence technologies in secondary education
institutions”, which summarizes the typology of Al systems in education.
According to the employees of the Ministry of Digital Transformation, free
platforms presented in table” may be appropriate tools for use in the
educational process (*Table 1).

The above digital platforms contain a wide range of opportunities for
adolescents to develop the necessary qualities and skills for successful
socialization and professional self-realization.

These resources contribute not only to the assimilation of the material,
but also to the formation of 21st century skills — from organizing self-study,
information search skills to self-presentation skills and the ability to adapt to
change. Provided that they are used pedagogically soundly, digital tools
become an effective means of supporting individual development,
motivation and emotional well-being of education seekers.

15 Kapmasina M. B. TIcuxonoriuni oco6IMBOCTI 3B’3Ky PiBHS KDHTHYHOTO MHCIEHHS Ta
ocobuBocTell MeniacnioxkuBanHs. Science and society: modern trends in a changing world :
Proceedings of the 2nd International scientific and practical conference. MDPC Publishing.
Vienna, Austria. 2024. Pp. 397-401.
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of the 2nd International scientific and practical conference. MDPC Publishing. Vienna, Austria.
2024. Pp. 334-338.
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2024. URL : https://mon.gov.ua/static-objects/mon/sites/1/news/2024/05/21/Instruktyvno.
metodychni.rekomendatsiyi.shchodo.SHI.v.ZZS0-22.05.2024.pdf

294



Table 1

Al platforms for use in the educational process
Possibilities of use Educational effect and
Platform . h
in education advantages
Generation of texts, explanations, | Powerful multilingual model,
Gemini tasks, ideas, integration with convenient for research and
Google Workspace writing
ChatGPT 1a Supportlng pup_lls in res_earch, D(_eve_lopment of crl_tlcal
- writing, reflection, and idea thinking, speech skills,
Copilot . .
generation independence
Degp explanatl_ons, text an_aly5|s, Formation of critical thinking,
Claude ethical discussions, educational . - .
- logic, ethical reasoning
content generation
Creating differentiated texts, Acce55|b|l|_ty Of. content for
sop . - . . students with different levels
Diffit questions, dictionaries, graphic .
. of preparation, support for
organizers from any source : "
inclusion
Text-based presentation Rapid creation of visual
Gamma generation, style adaptation, content, development of self-
interactive elements presentation and creativity
doogan[Cevrng tonimsges (SRR OTuEL
9 creating posters, visual titles eracy, Y. g
thinking
. Background removal, image Preparation of visual content,
Clipdrop . : .
enhancement, scene generation | presentations, projects
. . Visualization of STEM ideas,
. Transforming sketches into -
Vizcom AT I presentation, development of
realistic images, design ideas ) S
spatial thinking
. L Rapid creation of educational
. Generation of graphics, icons, .
Freepik Al - materials, development of
templates, presentations .
aesthetic taste
. Mental maps, timelines, joint Knowledge structuring,
Miro Al . . teamwork development,
work, idea generation -
planning
L Formation of systems
MyLens Al Data VIsuallz_atmp. mental maps, thinking, analytics, and
flowcharts, timelines .
research skills
. Creating videos with avatars, Developr_nent of self-
Vidnoz Al - . . . presentation, language
voice acting, translation, subtitles - . I
practice, creative thinking
Generation of lesson plans, tests,
. IDP, letters to parents, Save time, reduce workload,
MagicSchool

differentiation, adaptation of
materials

personalize learning
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Table 1 (continuance)

Suno

Music generation based on text
request

Emotional literacy, creativity,
musical expression

Voicechanger

Voice change, character voice
acting

Theater projects, language
practice, imagination
development

Visualization of sounds,

Cross-curricular connections
(geography + music),

Audioatlas geography of audio development of auditory
perception
. Creating personalized Al avatars Developr_nen_t of -
Ghola.ai - communication, emotional
for communication L .
stability, role-playing games
Animated avatars with voicy Self-presentation, language
D-ID . practice, creating educational
acting text .
videos
Chattube.io Al assistant for analyzing Critical thinking, reflection,
) YouTube videos working with video content
Al-generation of educational Differentiation, gamification,
Mizou quizzes, exercises, interactive development of logic and
tasks attention
Comprehensive educational . .
SchoolAl assistant for teachers: lesson Ffersonahze Ie_armng, save
: - time, support inclusion
plans, assessment, adaptation
Al-automation of search, site Research activities,
Harpa analvsis. report creation information literacy,
ysIS, Tep analytical thinking
. Al search engine with Academic Integrity, .
Perplexity - development of information
explanations and sources e :
search and verification skills
Scientific thinking, working
Search for scientific articles with |with sources, preparation for
Consensus .
summary of results external independent
evaluation and research
. Visualization of ideas, self-
. Presentation templates for -
Slidesgo - . presentation, development of
Google Slides and PowerPoint .
aesthetic taste
Proofreading, text generation, Writing |m_provement, .
Grammarl language literacy, academic

style recommendations

integrity

Thus, an analysis of scientific publications in recent years demonstrates a
gradual shift in the focus of research from general issues of the use of digital
tools to more specific aspects of their implementation: the impact on
the development of critical thinking, the formation of self-presentation skills,
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the use of gamification tools and artificial intelligence to model the
individual educational or educational trajectory of education seekers’
development, etc.

The purpose of our research is to substantiate and analyze the capabilities
of modern digital tools to increase the effectiveness of educating
adolescents — education seekers of modern institutions of general secondary
and extracurricular education in Ukraine.

Analysis of digital tools (platforms for distance learning, interactive
services, gamified resources, artificial intelligence) will allow us to get
acquainted with the key differences and advantages of each of them, which
will contribute to: optimizing educational interaction; increasing the digital
competence of teachers and pupils; developing critical thinking, self-
reflection and motivation; supporting the educational and professional self-
realization of education seekers; creating the prerequisites for their
successful integration into the digital society.

The purpose is to solve a set of research tasks, including:

— studying the capabilities of modern digital tools and educational
platforms to promote the formation of life success of education seekers;

— comparing the functional capabilities of various digital services and
determining their impact in the educational process;

— outlining the key advantages of using digital technologies to optimize
educational activities, increase the motivation of education seekers and
ensure their self-realization;

— systematization of practical recommendations for integrating digital
resources into the practice of educational interaction, taking into account the
individual characteristics of pupils and the conditions of the modern
educational environment.

The research used a set of methods inherent in psychological and
pedagogical research: analysis and generalization of scientific literature
(study of the theoretical foundations of digital competence of teachers and
students); comparative analysis of digital platforms (Google Meet, Zoom,
Microsoft Teams, Webex, Kahoot, Wordwall, Quizlet, etc.) to identify their
educational capabilities and advantages; systematization and classification of
digital tools according to functional characteristics (platforms for
communication, testing, interactive exercises, presentations, Al tools);
method of pedagogical forecasting (outlining the prospects for the use of
artificial intelligence and interactive tools in educating adolescents).
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2. Results of the research concerning use of digital tools
in the education of modern adolescents

The study of psychological and pedagogical sources and observations of
mass educational practice give grounds to assert that educational institutions
are working at the effectiveness of organizing pedagogical interaction in the
conditions of a mixed format of the educational process, selecting modern
instrumental support for this.

Many teachers organize interaction with adolescents using digital
platforms offered by educational institutions or popular messengers such as
Viber, WhatsApp, Facebook or Telegram. At the same time, to organize
productive educational work, a teacher often needs additional digital tools
that will assist implement specific tasks in martial law conditions, take into
account individual characteristics and make interaction more productive®.

The main platforms for organizing distance learning are:

— Google Meet — a component of the Google Workspace for Education
ecosystem, which is widely used in educational institutions to organize
online classes, consultations and collective events. Its functionality is
focused on providing stable video communication, interactive interaction
and integration with other Google digital services.

Google Meet provides high-quality video and audio communication in
real time with a high level of stability and security; the ability to demonstrate
the screen (presentations, documents, videos), which adds visualization to
the educational material; access to interactive tools: chat, the “Raise your
hand” function, reactions, surveys.

The advantage of Google Meet is its accessibility from any device
(computer, tablet, smartphone), which makes communication flexible and
secure: data encryption, access control, setting participant rights. The
platform has an intuitive interface that does not require special training.

In the educational process, Google Meet is actively used for:

* conducting lessons and group classes in a remote format;

* organizing parent meetings and pedagogical councils;

« ensuring dialogic and polylogue interaction;

* creating interactive educational events (online quizzes, discussions,
project presentations).

— Zoom is one of the most popular platforms for online learning;
supports large groups of participants, has the functions of recording classes,
creating “rooms for group work”, interactive whiteboards.

*® Bmmsmiox T. L{uposi iHCTpyMEHTH Uisi OHNAWH i o(UaifH HABYAHHS: HABYANBHO-
MeTtoauyHuii nociOHuk. IBaHO-@®pankiBebk : I[lpukapnarcbkuii HalliOHANBHUI YHIBEpCHUTET
imeni Bacuisa Credanrika, 2021. 64 c.
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Zoom is a universal tool for organizing the educational process, which
combines ease of use, wide functionality and scalability. Its functionality
allows you to organize both individual consultations and group meetings
with a large number of participants (in particular, in Ukraine, the Ministry of
Education and Science of Ukraine, together with Zoom, have provided
educational institutions with free and expanded access to Zoom Meetings for
Education since 2022).

The main features of Zoom for education are high-quality video and
audio communication, recording classes in MP4 (video) and a separate M4A
audio track, saving chat for later use; demonstration of the screen with the
ability to comment and work together at materials; Breakout Rooms feature
— creating small groups to complete tasks within a single conference;
interactive tools: chat, reactions, polls, integration with whiteboards for
collaborative work; mobile accessibility — the ability to connect from tablets
and smartphones, which makes learning more flexible; integration with
Google and Outlook calendars, which simplifies event planning.

— Microsoft Teams — integrated with Microsoft 365 services; allows you
to combine video conferencing with electronic document management,
collaborative work at files and calendar planning, provides the ability to chat
and make calls, and also enables secure work with your files.

In the educational process, the platform can be used to organize group
work and project activities with the ability to jointly edit materials; conduct
teacher councils, methodological associations and parent meetings in a
remote format; track the activity of education seekers, task completion and
level of involvement; supporting social-emotional learning through
interactive tools and a safe environment for communication.

The advantage of Microsoft Teams is: creating virtual classrooms where
each group of pupils can have their own space for communication; using
interactive tools: surveys, chats, discussion channels, which contribute to the
active involvement of education seekers; ensuring inclusivity, which
includes support for translation, subtitles, adaptive features for learners with
special educational needs; ensuring access and control.

— Cisco Webex (https://www.webex.com) is a modern platform with a
high level of security for organizing video conferences, webinars and online
meetings, which provides high quality of communication, stability of work,
recording and the ability to organize large conferences.

In the educational process, Cisco Webex can be used for conducting
distance learning, methodological meetings, trainings and consultations,
which promotes effective communication between teachers, education
seekers and parents. The platform supports interactive functions such as
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screen sharing, chat, voice and video communication, as well as the ability
to record sessions for later viewing.

Cisco Webex allows you to organize group work, project activities and
discussions in real time, which contributes to the development of team
interaction and active involvement of education seekers.

The advantages of Cisco Webex are: high quality of video and audio
communication, even with an unstable Internet connection; the ability to
create virtual rooms for different groups and projects; event planning and
reminder functions; integration with calendars and e-mail; support for
recording and archiving sessions; tools for surveys, voting and discussions
that promote active participation of participants.

In the context of systematic educational work with adolescents, it is
worth using platforms that assist to develop tests and interactive exercises:

- Blooket (https://www.blooket.com) — an interactive educational
platform that combines elements of game learning and testing, aimed at
increasing the motivation of education seekers through gamification of the
educational process. The platform allows you to create a variety of
educational games, quizzes and tasks that can be adapted to specific
educational goals and topics. The platform promotes the active involvement
of students in the process of communication, the development of critical
thinking, speed reaction and teamwork.

— Classtime (https://classtime.com/uk) — the platform positions itself as a
“teacher’s assistant that enriches your lesson with instant visualization of the
level of understanding and progress of the entire class in real time™. The
platform promotes the implementation of formative assessment, which
allows teachers to quickly receive feedback and analyze the needs of
education seekers.

In the educational process, Classtime is used for visualization,
gamification of learning, monitoring the progress of education seekers in
real time, as well as to stimulate active participation and self-reflection.
Teachers can quickly create tasks, conduct thematic surveys, analyze results
and provide individual recommendations.

— Kahoot (https://www.kahoot.com) is an interactive platform for
creating educational games, quizzes and surveys, which promotes the active
involvement of education seekers through gamification of the educational
process. Teachers can quickly create various tasks using multimedia (test)
elements, which makes learning dynamic and motivating. Participation of
education seekers in quizzes allows you to quickly check knowledge in real
time, organize team competitions, and improve speed reaction.

9 Classtime sk iHCTpyMeHT B3aeMonii BuKIazaua Ta crymentiB. Classtime. URL:
https://www.classtime.com/blog/microlearning-testuvannya-v-universytetah/
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The platform allows you to view and analyze the results, graphs and
charts that show the percentage of correct answers and other statistical data.
Thus, each participant can see themselves in the rating in relation to other
participants and feel the competition, which contributes to the formation of
the desire to compete for the championship next time®.

It is worth noting that the test result is stored in the form of a list in the
MS Excel table and the teacher has the opportunity to conduct detailed
monitoring of the results of pupils’ achievements.

— Wordwall (https://wordwall.net/uk) is a digital service for creating
interactive educational materials, which has more than 30 types of activities
(quizzes, matching pairs, flashcards, entering an answer, spinning the wheel,
completing a sentence, group sorting and much more) that promote active
learning. The platform allows teachers to create materials using an artificial
intelligence content generator or adapt their own content or to specific
learning goals and levels of education seekers.

The platform provides the opportunity to play exercises together with
pupils on the classroom screen or play on their own devices and track their
results; activity customization allows you to easily adjust the game rules and
visual effects or switch your own content to a completely different activity
with one click of the mouse®.

Platforms for creating tests and interactive exercises, such as Blooket,
Classtime, Kahoot! or Wordwall, play an important role in forming subject
competencies, developing critical thinking and increasing the motivation of
education seekers. They allow you to implement the principles of
gamification, provide feedback and create conditions for self-testing and
reflection.

However, for better results in the development of systems thinking,
visualization of interaction and the formation of personal qualities, it is
advisable to involve interactive cards. This tool allows education seekers to
structure information, establish logical connections between concepts, and
present their own ideas in a visually understandable form. Interactive cards are
digital educational elements that combine text, images, audio and gamification
for active learning. They contribute to the development of memory, critical
thinking, self-reflection and motivation for learning in adolescents.

To create interactive cards, you should use:

% Bespyk K. ®opMyBaHHS COIIaNbHOI YCMIMHOCTI MTTKIB y AifI6HOCTI yUHIBCHKOTO
caMOBpsLyBaHHs : Auc. foKTopa ¢inocodii : 011. Kuis, 2023. 284 c. URL : https://ipv.org.ua/
wp-content/uploads/2023/12/Na-sayt-Dysertatsiia_Bezruk.pdf

2 Jucorop JI., Bepennees C., Koceruyk I0. BHKOPHCTAaHHS eIeKTPOHHHX OCBITHIX
MarepialliB y OCBITHBOMY HpOLIECi: Cy4acHi migxoau i TexHosorii HoBoi ykpaiHCBhKOI HIKOJH.
Bunyck | : HapuansHo-MeToquuHui nocionuk. Kuis, 2023. 117 c.
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— Interacty (https://interacty.me/uk) is a modern digital tool for creating
interactive content, which is actively used in education for gamification of
the educational process, development of motivation in adolescents. The
platform offers a wide range of games, tests, quizzes, exercises for playing
on a computer, mobile phone, in an enlarged format or in the classroom,
thanks to which you can get feedback, ratings, team competitions that
stimulate emotional engagement and self-reflection.

— Quizlet (https://quizlet.com/uk) is a platform that allows you to easily
create your own cards, study cards of education seekers or find the ones you
need among millions of cards of other pupils. It has a mobile application and
the ability to use different types of memorization®.

The platform “has the following advantages: automatic assessment of
answers; the ability to use timers; gamified elements to increase the
involvement of education seekers; a large database of ready-made tests;
saving results and analyzing success™*.

While creating interactive games, we recommend using:

— Baamboozle (https://www.baamboozle.com) — an online platform for
creating interactive games, quizzes and team competitions, which does not
require individual devices for each pupil. It is ideal for working with an
entire class from one screen, which makes it convenient for face-to-face,
distance and mixed learning. The capabilities provided by the platform
include: a database of over 3 million ready-made games created by teachers
from all over the world; a custom game editor that makes it easy to create
questions, add images, and choose a game format; organizing a team game:
pupils play in teams, which promotes cooperation and communication, and a
device-free mode which the game is played in from one screen, which is
convenient for class work.

— LearningApps (https://learningapps.org) — is a platform for supporting
educational processes in educational institutions of various types. The
platform offers a large database of tasks developed by teachers in all subjects
of the school curriculum. Each of the resources can be used in your lesson,
modified to suit your own needs, or developed into a similar or completely
different learning module. The Learningapps service provides the ability to
obtain code to place interactive tasks on a website or blog page of teachers
or education seekers®.

2 Cepsicy sl iHTEPAKTHBHUX JMCTAHIIHHNX ypokiB. TeachHub : Hesaneocna Oceimus
Kopnopayisn. URL: https://teach-hub.com/servisy-dlia-interaktyvnykh-dystantsiynykh-urokiv/
JIsmenko O. 6 maardpopMm s crBopeHHs TectiB Ha ypok. JustClass. 2025.
URL.: https://justclass.com.ua/blog/6-platform-dlya-stvorennya-testiv-na-urok/
2 Karoma T. Cepeicu cmeopenns inmepaxmusnux énpas. Ha Ypok : OCBiTHil mpoekT.
2021. URL: https://naurok.com.ua/servisi-stvorennya-interaktivnih-vprav-218617.html (zara
3BepHeHHs: 05.01.2026).
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— Gynzy (https://www.gynzy.com/uk) — allows you to organize class
activities, increase education seeker engagement and create lessons
effectively. The platform involves the use of an interactive whiteboard,
which turns the classroom into a dynamic learning space, allowing you to
add text, images, video, audio and visual elements. The tasks available in the
database include energizers, logical tasks, brain breaks that stimulate
motivation and emotional well-being of education seekers. Timers, random
number generators, pupil selection are provided for organizing class
activities, and various quizzes and questionnaires allow you to assess
knowledge in real time, forming self-reflection and responsibility skills.

In the process of educating adolescents, an important role is played by
the development of self-presentation skills, visualization of ideas and
structured presentation of information, which can be implemented while
creating digital presentations — as a means of self-expression, reflection,
teamwork and public speaking. The PechaKucha method is best suited for
this. This is a dynamic presentation format consisting of 20 slides, shown for
20 seconds, with a total duration of the presentation of 6 minutes and 40
seconds. It helps pupils to develop self-presentation skills, concise thinking,
visualization of ideas, and confidence in public speaking.

The following platforms can be used to apply the PechaKucha method:

— Canva (https://www.canva.com/) is a graphic design service. The
graphic editor provides access to a built-in library of templates, photos,
illustrations, and fonts. The platform allows you to create both images for
publication on the Internet and layouts for printed products®.

The platform allows you to create a presentation of 20 slides using
templates with a minimum of text, set up automatic slide changes every 20
seconds (via video format or timer), add images, icons, and color accents for
visual accompaniment of the story.

— Gamma (https://gamma.app/uk) is an innovative online tool for
creating presentations, documents and web pages, which is ideal for
implementing the PechaKucha method due to its speed, visual appeal and
support for automation.

The platform has the ability to create a presentation using artificial
intelligence — the platform itself structures the slides according to the entered
topic; set up an automatic slide show or export to Google Slides/PowerPoint
for manual timer setting; add interactive elements or visual accents. This
platform is especially useful for education seekers who want to quickly
create an effective presentation without spending a lot of time for design.

% Karoma T. Cepeicu cmeopenns inmepaxmusnux énpas. Ha Ypok : OCBiTHil mpoekT.
2021. URL: https://naurok.com.ua/servisi-stvorennya-interaktivnih-vprav-218617.html (zata
3BepHeHHs: 05.01.2026).
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After mastering traditional digital tools: test platforms, interactive
exercises, cards and presentations — the next step is to use digital tools based
on artificial intelligence (Al). These tools not only automate routine tasks,
but also open up new opportunities for self-learning, creativity and personal
development.

Al platforms are able to adapt to the individual needs of a teenager,
generate content, analyze data, offer recommendations and create conditions
for deep reflection. Their use contributes to the formation of skills necessary
for the successful integration of a teenager into the digital society — from
information literacy to emotional resilience and self-presentation.

The conducted research of the use of digital tools in the upbringing of
teenagers allows us to identify key trends that determine the directions of
further development of the educational space in the context of digital
transformation and social challenges. One of the most important changes is
the transformation of the role of the teacher: from a traditional carrier of
knowledge to a facilitator of pedagogical interaction, who helps education
seekers to navigate among various digital resources, choose the optimal tools
to achieve educational and educational goals, and develop key life-creating
abilities, which include meaningfulness of life, resilience, purposefulness,
plasticity (tolerance for uncertainty, desire for self-development, creativity,
and reflexivity. Each of them performs a special function in the process of
life-creation, while closely interacting with others®.

CONCLUSIONS

We are convinced that one of the key advantages of digital tools is their
potential for personalizing the educational process by implementing
individual educational and upbringing trajectories. Traditional models
usually have difficulty taking into account the diversity of learning styles
and individual needs of education seekers. In contrast, digital tools
(Classtime, Kahoot, Wordwall, Quizlet) and adaptive Al-based systems
allow building individual learning trajectories, analyzing typical errors and
offering tasks to overcome them. This approach ensures flexibility and
adaptability of the educational process, and also has a positive impact on the
motivation and self-reflection of adolescents.

At the same time, the effective implementation of digital technologies in
the educational process requires a systemic and institutionally supported
approach. Often, digitalization initiatives remain fragmented, relying on the
enthusiasm of individual teachers. To ensure the stability and effectiveness

% BonbuiakoBa A.M. PO3BHTOK KHTTETBOpUHX 3IiOHOCTEll K (PaKTOp MOTOIAHHS
Cy0’€KTHBHOT BHYEPIIAHOCTI OCOOMCTICHOTO moTeHUiany. Teopis i npakmuka Cy4acHor
ncuxonoeii. Iledacociuna ma sixosa ncuxonoeis. 2018. Ne 2. C. 103-108.
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of changes, support from educational institutions is necessary: regular
improvement of teachers’ digital competence, proper technical support,
adaptation of curricula, creation of repositories of digital materials and
methodological recommendations.

Thus, digital tools in educational activities open up new opportunities in
educating adolescents, in particular, the development of their life-creating
abilities, increasing motivation for learning and life success. Their effective
use requires teachers to adopt new approaches to planning, organizing and
evaluating the educational process, as well as systematic support from
methodological services and educational institutions. Successful integration
of digital technologies is possible only if a balance is maintained between
innovations and pedagogical expediency, ethical responsibility and lively
human communication.

The effectiveness of digital technologies in educating adolescents
depends on the level of digital competence of teachers, their ability to
critically evaluate the value and semantic content and integrate tools into
educational and training activities.

Therefore, digital tools, provided they are used pedagogically, become
not only a means of optimizing the educational process, but also a factor in
the formation of a multifaceted personality of a teenager, his readiness for
self-realization and integration into a modern digital society.

SUMMARY

The article researched the problem of using digital tools as a factor in
educating teenagers in the conditions of the modern educational space of
Ukraine. The purpose of the research is to analyze and generalize the
capabilities of modern digital tools to increase the effectiveness of educating
teenagers. The tasks include: studying the functional capabilities of digital
tools and platforms; determining their impact on the educational process;
systematizing practical recommendations for enriching educational
interaction with digital resources.

The research methodology includes analysis and generalization of
scientific literature, comparative analysis of digital platforms, classification
of tools by functional characteristics, and pedagogical forecasting.

The authors emphasize the relevance of the research, due to the processes
of digitalization of education, the need to integrate new tools and find ways
to increase the efficiency of educational interaction, and focus on the digital
competence of a teacher as an integral characteristic of his professional
activity, which includes knowledge, skills, abilities and value orientations
necessary for the effective implementation of digital tools in the educational
process.
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The research summarized the views of modern scientists concerning the
importance of digital transformation of education and notes the role of
digital platforms (Google Meet, Zoom, Microsoft Teams, Cisco Webex) and
interactive services (Kahoot, Wordwall, Quizlet, Blooket, Classtime) in
educating adolescents.

The results demonstrated that the use of digital technologies contributes
to the optimization of educational activities, support for the self-realization
of adolescents and the creation of prerequisites for their successful
integration into the digital society.
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