MiHicTepCcTBO OCBITH 1 HAYKH YKpaiHu
JepxxaBuuii 3akiian «[liBAeHHOYKpaiHChKUN HAITIOHAIBHUHN TTearoT1YHUMA
yHiBepcuTeT iMeH1 K. JI. YImmnHChKOoroy
[TiBneHHOYKpaiHCHKUH IIEHTP MpOoGeCciiHOr0 pO3BUTKY KEPIBHUKIB Ta (haxiBIliB
COLIIOHOMIYHOI cepun

KPEATUBHE MUCJIEHHS
SIK ITHCTPYMEHT PO3BUTKY
YCHIIMIHOI OCOBUCTOCTI
M1 YAC HABUAHHA Y 3BO

3BIPHUK MATEPIAJIIB
BCEYKPAIHChKOI HAYKOBO-METOAHYHOI KOH®EPEHI]II 3 MIZKHAPOJHOIO Y4ACTIO
16 yepBHs 2025 poky
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Y JIK: 159.953:37.015.3:005.963

OPT'AHIBAIIIMHUNA KOMITET KOH®EPEHIIII:

Yepuenko Haranis MukoJsaiBHA - JIOKTOp IM€IaroriyHUX Hayk, mpodecop,
npodecop kadenapu OCBITHLOTO MEHEPKMEHTY Ta IyOIIYHOTO yIIpaBJIiHHS.
CouoBeiiuyk OJuiena MakcumiBHa — ¢axiBenp [liBAeHHOYKpaiHCHKOTO LIEHTPY
npodeciiHOro po3BUTKY KEPIBHUKIB Ta (haxiBIiB COLIIOHOMIYHOI Cepu.

Pexomenoosa suenoro paoorw /lepcasnozo 3axnady «IliedennHoykpaincokuil
HayioHanvHut nedacociunutl yHieepcumem imeni K. /[. Yuuncokozo»
(npomoxon Ne 17 6io 26 uepsns 2025 p.)

Penenszenru:

Kunsi:xeBa Ipyna AHaTtoJiiBHA - TOKTOp IMENaroriyHuX Hayk, mpodecop, 3aBiayBad
Kadeapu neaaroriki Y HiBepCUTeTy Y HIMHCHKOTO.

OcunoBa Tersina FOQpiiBHA - JOKTOp IMCHUXOJIOTIYHUX HAYK, Ipodecop, TUPEKTOP
HaBuanbHO-HAYKOBOTO 1HCTUTYTY I'yMaHITapHUX Hayk HallioHanbHOTO yHIBEPCUTETY
«OnecbKa MOIITEXHIKAY

KpearuBHe MHUC/ICHHS SIK iHCTPYMEHT PO3BUTKY YCHIIIHOI 0COOMCTOCTI i
yac HABYAHHS Y 3BO. 30IpHMK MarepiaiiB BCEYKPaiHChKOI HAyKOBO-METOJIWYHOL

KOoH(epeHIli 3 MbKHapoAaHow ydacTio. Oneca : YHiBepcuter YmuHcbkoro, 2025.
297 c.

Jlo 30ipHHMKa BBIMIIM MaTepiaidi BCEYKPATHCHKOI HAYKOBO-METOIMYHOI
KoH(epeHwii 3 MDKHapOAHOI YYacTIO, TPHUCBAYEHOI PI3HUM  TICUXOJOTO-
MearoriYHUM aclieKTaM 1HHOBAIIMHOTO MOTEHITIaTy 0COOMCTOCTI, CY4YaCHUM METO/1aM
Ta (opMaM oprasizailii OCBITHbOTO MPOIECY y 3aKjIaJax OCBITH PI3HOTO piBHI,
PO3BUTKY KPEaTUBHOTO MUCIICHHS TIiJ] Yac IMiAr0TOBKH 3700yBadiB y 3aKjIaJax OCBITH.

HayxoBli BUCBITIIIOIOTh MUTAHHS MO0 CY4acHUX (OPM 1 METOIIB PO3BUTKY
KpPEaTUBHOCTI SIK pecypcy 1HHOBaLIMHOIO MOTEHI[1a]y 0COOUCTOCTI.

BianoBiganpHICTh 32 3MICT MaTepialliB HECYTh X aBTOPH.

© VYHiBepcUTET YIIMHCHKOTO
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MIHJIMBOMY €KOHOMIYHOMY cepeioBullll. Bupimyroun ckinaaHi mnpoOiemMu B
OCBITHBOMY MPOCTOPI KPEaTUBHE MHCIEHHS — 1€ IUIAX 0 OHOBJICHHS HE JIWIIE
HiXOQy A0 HaBUaHHS, aje W 0 CHPUUHATTS €KOHOMIYHHMX BHUKJIMKIB Ha SIKICHO
HOBOMY DiBHI.

CnucoK BUKOPHCTAHHUX JI7KepeJI:

1. Hy6posa O.M., Kucins [.B. Po3BUTOK HaBHUOK KpEeaTMBHOTO MUCIICHHS
3aco0amMu 1HO3eMHOI MOBH: BUKOPHUCTAHHS HECTAaHJAAPTHUX IMAXOMIiB, (hOPM, METOIB
Ta NMpUKOMIB HaBUaHHs. [HHOBaIlIHHa niegarorika. Bumyck 79. Tom 1. 2025. C.69-74

2. ['aBnoBcbka H., Pynuiuenko €., T'apOystok O. KpearuBHicTh Ta
KpEaTHUBHUM MOTEHINAN: CTPYKTYpHO-3MICTOBHHMI aHadi3 1 BIUIMB Ha 1HHOBAIIHMIA
po3BuTok. Scientific journal «Modeling the development of the economic systemy.
2025. C.394-400.

BONDARENKO Svitlana

THE ROLE OF INDIVIDUAL CREATIVITY IN SHAPING MODERN
BUSINESS EDUCATION

Modern business is changing at an unprecedented rate under the influence of
globalization, digitalization and new technologies. In this regard, there is a need for a
new type of specialists, competent not only in the professional sphere, but also capable
of innovative thinking, creative problem solving and making non-standard decisions.
Creativity, as one of the key competencies of specialists of the twenty-first century, is
increasingly recognized as a fundamental element of effective business education.

Creativity is an integral and permanent characteristic of a person, who is
characterized by creative abilities, manifested in non-standard creative ways of
thinking, the ability to generate a large number of original and useful ideas and feelings,
and characterizes both the person as a whole and the results of this person's activities
[3].

Creativity plays a key role in education. Understanding its historical context
helps educators to see its importance in developing students’ critical thinking skills.
Creativity in an academic context refers to the ability to generate new ideas and
solutions. In today’s environment, it is essential for creating a dynamic learning
environment. Methods and tools of creative management as a component of innovation
management are discussed in [2-5].

According to research by the World Economic Forum conducted in 2020,
creativity is among the skills that will determine the success of workers in the coming
decades [6]. This forces educational institutions to review the content and teaching
methods, adapting them to the demands of the time.

Modern business education is actively moving away from the traditional

approach to teaching, which is focused on the simple transfer of knowledge, because it
30



36ipnux mamepianie 6ceykpaincbKoi HAYKOBO-MemoOuuHoi KOHpepenyii
3 MidcHapoowoto yuacmio, 16 uepeus 2025 p.

has ceased to meet the challenges of modernity, and is focused on: interdisciplinarity —
a combination of economics, psychology, sociology, design and IT; project-based
learning — work on real cases; entrepreneurial thinking — willingness to take initiative
and risk; design thinking — solving problems in a non-standard way; reflection and
self-discovery — awareness of one’s strengths and personal goals; case method —
stimulation of analytical and creative thinking; gamification of learning — game
techniques as a means of increasing motivation and engagement. All this contributes
to the formation of a creative, proactive personality, capable not only of acquiring
knowledge, but also of creating new approaches to solving problems.

The best business schools in the world have long been implementing learning
models focused on developing a creative personality. Modern higher education
programs increasingly integrate the development of soft skills, in particular critical and
creative thinking. Among the effective practices: design thinking as a method of
solving complex business problems; startup incubators at universities ; student
projects with real companies ; cultural integration through international mobile
exchanges ; psychological training and coaching. Case analysis methods, startup
development, participation in hackathons and innovation competitions have become
widespread. These approaches provide graduates with not only deep knowledge, but
also high adaptability, confidence and creative courage - what is most valuable in the
modern labor market.

Digital technologies provide an interactive educational environment that
promotes the development of visual, logical-associative and systemic thinking. The use
of virtual platforms (Moodle, Google Classroom, Zoom) and digital tools (Padlet,
Miro, Canva) contributes to the formation of digital creativity.

Effective formation of creativity requires changing not only the content, but also
the teaching methodology, which involves facilitating the learning process instead of
authoritarian teaching; mentoring and individual trajectory of the student's
development; interactive teaching methods (brainstorming, role-playing games,
teamwork); incubators and accelerators of startups as part of the infrastructure of
business schools; the use of digital platforms and virtual environments for modeling the
business environment. The teacher ceases to be a "translator of knowledge" and
becomes a mentor - a person who helps the student to reveal his own potential. In
modern education, the role of the teacher is changing to a mentor, facilitator. The
development of creativity in this context involves: creating a safe space for experiments
and errors, supporting individual initiatives, stimulating dialogue, debate, and
exchange of ideas. The educational process becomes a joint creative interaction,
where the student is not a passive listener, but an active creator of his future.

Learning and assimilation of knowledge for students is a complex process that
requires great effort from them and is quite routine, causes fatigue and often even
boredom, so the use of game technologies in the educational process will be appropriate
and will ensure increased learning efficiency. Students who have been playing various
computer games since childhood are much easier to involve in the educational process
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precisely through gamification. Game technologies have been used in the learning
process for a long time. The system of scoring points on a 5-, 12-, 100-point scale,
honor boards are examples of game techniques that have been used in pedagogical
activities for a long time. Gamification traditionally includes various types of
incentives for completed tasks: points, levels, progress indicators, virtual money, etc.
Having achieved the goal of the game or having passed a certain level, the gamer feels
satisfaction, shows interest in the game, which, in turn, motivates further actions.
Gamification allows people to experience emotions, thereby motivating them. Thus,
gamification turns routine processes into pleasure and generates engagement. The vast
majority of modern children play computer games, so teachers and lecturers will
continue to gamify their disciplines [1].

The initiator, creator and implementer of innovations is a person with his natural
desire to learn and create something new. People who belong to the category of
innovators create a special social space that determines the course of innovative
development, its vector and result [4].

Despite the advantages, the implementation of creative approaches to learning is
accompanied by a number of challenges, namely the lack of appropriate personnel
potential; conservatism of part of the academic environment; lack of a systematic state
policy in the field of innovative education, insufficient material and technical support,
etc. However, the prospects still remain optimistic: the rapid development of EdTech,
demand from employers and the growing interest of students in independently creating
business structures create a favorable environment for the development of creative
business education. Global corporations are actively looking for specialists who are
able to think outside the box, generate new ideas, see opportunities where others see
limitations, and combine knowledge from different fields to create new solutions.
These qualities do not arise by chance; they must be systematically developed in the
process of business education.

Conclusions. Creativity is a key factor in the modernization of business
education that meets the requirements of the modern world. Its development is possible
only with a comprehensive approach - transformation of the content of curricula,
introduction of innovative teaching methods and creation of an appropriate educational
ecosystem. The formation of creative thinking in students is not only an educational
task, but also a strategic need for national economic development. Modern business
education is no longer limited to the formation of a "competent manager". Its goal is
to educate a creative, free, strategically thinking personality who is able to create a
new economy, new business models and new approaches to social development. The
development of a creative personality is not just a trend, but a strategic investment in
the competitiveness and sustainable development of business.
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BbOPIIIEHKO Banepia Bonooumupiena,
OPJIUK Haoia Anamoniiena

©®OPMYBAHHS KPEATUBHOCTI HA YPOKAX ®I3UYHOI KYJbTYPU
Y AITEN MOJIOAIIOI'O HIKIJIBHOI'O BIKY

[IpoTsroM ychoro >KUTTA JIOAWHA TPOXOJUTH pi3HI €Tamu PO3BUTKY Ta
BUXOBaHHs, POPMYIOUU OCOOUCTICHI HABUYKH, 3110HOCTI, SIKOCTI. 3a OUIbILY KIJIBKICTh
TaKUX JaHUX BIAMOBITA€ KpPEATUBHICTh, SIKA TIPOSBISETHCS Y HECTaHIAPTHUX
CUTYaIIisiX.

KpeaTuBHICTh pO3BUBAETHCS Y TPOIECI BUKOHAHHS JIIOJIMHOIO PI3HUX BHUJIIB
nismpHOCT1. Cepell BUCHUX, K1 3aMarOThCSl TPOOJIEMOI0 KPEaTUBHOCT1, HEMA€E €IMHOT
JYMKH 1I10JI0 BU3HAYCHHS IAHOTO MOHSTTS. PO3risiHeMO KilbKa TePMiHIB BITYM3HIHUX
Ta 3apyOiKHHX yuyeHuX. KpeaTHBHICTh — MpPOSB THYYKOCTI Y MHUCIICHHI, MOYYTTSIX,
crikyBaHHi [3].
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