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The development of the information society and
the rapid digitalization of education have made
the integration of information and communica-
tion technologies (ICT) an essential component
of modern higher education. This study explores
ways of enhancing university students’ cognitive
orientation through the use of ICT in a digitalized
educational environment. Research indicates
that ICT contributes significantly to the forma-
tion of students’ motivation, critical thinking, and
independent learning skills. Active learning tools
such as Web-Quests and Internet-based learn-
ing models have demonstrated their effective-
ness in stimulating students’ cognitive activity
and engagement.

The study identifies unresolved issues in combin-
ing traditional pedagogical methods with digital
tools, as well as the role of instructors in creat-
ing a digital educational environment conducive
to cognitive engagement. Practical examples of
ICT integration include student correspondence,
planetary classes, business games, virtual meet-
ings, mentoring, Web-Quests, competitions, and
collaborative games. Detailed analysis of mod-
els such as student-led correspondence and
business games shows how structured interac-
tion, clear objectives, and creative participation
enhance cognitive motivation. Web-Quests, both
short-term and long-term, encourage research,
critical thinking, and knowledge synthesis, while
role-playing and virtual scenarios further support
engagement and experiential learning. Inde-
pendent work using Internet resources-search
engines, databases, e-libraries, email, and vir-
tual conferences-fosters digital literacy and self-
directed learning. The study concludes that inte-
grating ICT in higher education enriches learning
experiences, increases student involvement, and
creates conditions for sustainable development
of cognitive orientation. These strategies provide
opportunities for students to acquire, analyze,
and apply knowledge effectively, preparing them
for professional challenges in the digital age and
fostering an innovative academic culture.
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Po3sumok iHghopmayitiHoeo cycniibcmsa ma
wBuOKa dioxxumaviizayisi ocsimu 3pobusu iHme-
epayito iHghopmayitiHo-KoMyHikayitiHUX mexHo-

noeiti (IKT) sa/1usuM KOMIOHEHMOM Cy4acHOi
Buwoi ocsimu. Lie docrioxeHHs1 OKpec/ioe
W/ISIXU  MOKPAWEHHST  Mi3HaBa/IbHOI  CripsiMo-
BaHOCMIi  cmyOeHmI8 W/ISIXOM BUKOPUCMAaHHS
IKT 8 ocsimHbOMY cepedosulyi yHisepcumemy.
JocnioxeHHsi rokazytoms, wo IKT 3HauHow
MIpoK  cripusiromb  ¢hopMyBaHHIO  MomuBsayji,
KPUMUYHO20 MUC/IEHHSI ma HaBU4OK caMocmili-
HO20 Has4YaHHs1 cmyoeHmIB. AKMUBHI Hag4aslbHi
IHcmpymMeHmu, maki sik web-ksecmu ma iHmep-
Hem-Mooeni Hag4aHHs, OEMOHCMPYHOMb CBOH
ehekmuBHICMb Yy CMUMY/IK0BaHHI Mi3HaBasIbHOI
CrpsIMOBaHOCMI Ma 3a/1y4eHocmi cmydeHmis.

Y docnioxeHHi BUSIB/IEHO HEBUPILIEHI NpobaemMu
oe0HaHHs1 mpaduyitiHux rMedazoeiyHux mMemo-
0i8 3 YughposumMU IHCMPYMeHmamu, a makox
ponb  BUK/IadadiB Yy CMBOPEHHI Yughposo2o
0C8IMHBL020 cepedosuLya, Wo Crpusie akmusi-
3ayjir nisHasasIbHOI CrpsiMoBaHOCMI cmydeHmis
yHiBepcumemy. [MpakmuyHi npukiadu iHmeapa-
yit IKT 8r/iro4aromb CmyOeHmMChKe /IUCmyBaHHS,
oif1osi igpu, BipmyasibHi  3ycmpidi, Hacmas-
HUYymso, web-kgecmu, 3Maz2aHHsi ma CrijibHi
iepu. AemasbHull aHaniza makux moodenel, siK
cmyoOeHmCcbKe /lucmyBsaHHs ma Oiiosi igpu,
rokasye, sk cmpykmyposaHa B83aeMO0is], Himki
yili ma maeopya y4acms MiOBUUYOMb Mli3Ha-
Ba/IbHY CrIPSIMOBaHICMb CMyOeHmI8 yHisepcu-
memy. Web-k8ecmu, siKk KOPOMKOCMPOKOBI, mak
i 00B20CMPOKOBI, 3a0X04YHOMb OOC/IIOXKEHHS],
KpUMUYHE MUC/IEHHS ma CUHMEe3 3HaHb,
modi sIK po/ibosi i2pu ma BipmyasibHi cyeHapii
000amKoBso  MiIOMPUMYOMb  3a/ly4eHicmb  ma
eKcriepuMeHmasibHe HagyaHHsi. CamocmitiHa
poboma 3 BUKOPUCMaHHSIM IHMepHem-pecyp-
ciB — MowyKosux cucmemM, 6a3 OaHuX, eriek-
MPOHHUX 6ibiomeK, eleKmpPOHHOI nowmu ma
BipmyasibHUX KOHGhepeHYiti — cripusie yugbposili
2paMomHocmi ma  caMoCMIUHOMY HaBYaHHIO.
JosedeHo, wo iHmezpayisi IKT y suwjy ocsimy
36azavye HagyasibHUl 00CBI0, MidBuULYE 3as1y-
ueHicmb cmMyO0eHmIi8 ma Cmsoproe yMosU 07151
cmasio20 PO3BUMKY Mi3HaBa/IbHOI CrpsiMosa-
Hocmi. Ui cmpameail Hadaromb cmydeHmam
MOX/IUBOCMI €gheKmuBHO 3006ysamu, aHaslizy-
Bamu ma 3acmocosyBamu 3HaHHsI, 20myto4u ix
00 npogbeciliHux BUK/UKIB y YUghposy enoxy ma
CrIpUSIOMU iHHOBaUUHIU aKadeMidHit Ky/ibmypi.
KntouoBi cnoBa: didxumarisayis, KogHimusHa
opieHmayjsi, cmydeHmu, yHisepcumem, IKT.

Problem Statement. The development of the
information society stimulates the widespread use of
information and communication technologies (ICT) in
education, which is determined by numerous factors.
Firstly, the introduction of ICT into modern education
significantly accelerates the transmission of knowl-
edge and the accumulated technological and social
experience of humanity-not only from generation to
generation but also from one individual to another.
Secondly, modern ICT, by improving the quality of
learning, enables individuals to adapt more effectively
and rapidly to their environment as well as to ongoing
social changes. This provides every person with the
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opportunity to acquire the necessary knowledge both
in the present and in the post-industrial society. More-
over, the effective implementation of these technolo-
gies in education is an important factor in creating a
new educational system that meets the requirements
of societal progress and the modernization of the tra-
ditional educational model.

Thus, today, university lecturers have the opportu-
nity to enrich the process of mastering learning mate-
rial by integrating didactic methods with information
and communication technologies.

Analysis of recent research and publications.
Research shows that information and communication
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technologies (ICT) actively influence students’ cogni-
tive orientation (E. Ackermann [1]; M. Aub [2]). Stud-
ies emphasize the potential of digital technologies as
active creators of knowledge (L. Miller [7]; V. Dusen
[8]). Electronic learning environments promote stu-
dent autonomy and motivation (J. Harris [6]; B. Dodge
[5]). The management aspects of implementing inno-
vations in education and the development of interac-
tive competence through computer networks are also
highlighted (T. Burns [3]; D. Chun [4]).

Active learning tools, such as Web-Quests and
models of Internet-based learning, demonstrate the
effectiveness of ICT in shaping cognitive orientation
(B. Dodge [5]; J. Harris [6]). The importance of a
balanced integration of technology and pedagogy is
emphasized, while network-based learning is shown
to develop critical thinking and cognitive activity
among students (M. Warschauer [9]).

Thus, contemporary research confirms that the
integration of ICT is an effective means of activating
students’ cognitive orientation in the context of digi-
talization.

Identification of previously unresolved parts
of the overall problem. The activation of university
students’ cognitive orientation in the context of dig-
italization is one of the key areas of modern higher
education modernization, requiring further research
and improvement. Particular attention should be paid
to the integration of information and communica-
tion technologies (ICT) into the learning process to
develop students’ cognitive motivation, critical think-
ing, and independence. Insufficiently explored are the
forms of conducting classes that ensure an effective
combination of traditional didactic approaches with
digital learning tools, as well as the role of instruc-
tors in creating a digital educational environment ori-
ented toward active cognitive engagement. Further
scientific exploration of these aspects will contribute
to improving the quality of education, developing the
digital competence of future specialists, and fostering
an innovative culture in higher education.

The purpose of the article is to explore ways of
enhancing university students’ cognitive orientation
through the integration of ICT in the digitalized educa-
tional environment.

Presentation of the main material. In the context
of the outlined problem, it is appropriate to provide
examples of ICT integration into the educational pro-
cess of higher education institutions. Such examples
may include the following forms of organizing learn-
ing activities: correspondence between individual stu-
dents; planetary classes, where students are members
of a group and also interact with other groups (these
classes should have shared characteristics such as
age, professional level, language of communication,
interests, etc., as well as additional common features
like culture, languages, countries, continents); busi-
ness games; virtual meetings; mentoring; Web-Quests;
competitions; collaborative games, and others.
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A more detailed consideration can be given to cor-
respondence between individual students. This model
of using telecommunications networks can serve as
a source of motivation. The main factors for success
are the pedagogical design of activities, strict super-
vision by the instructor, and the creative nature of the
correspondence.

The stages of implementing this model include:

defining clear objectives for the activity; publishing
one’s project or finding similar ones offered by other
instructors; coordinating with one or several instruc-
tors who share similar goals; determining the dis-
cussion topic based on the objectives; explaining to
students the importance of preliminary work on the
content; specifying the duration of the planned corre-
spondence; providing access to a computer lab with
appropriate equipment; and planning the results and,
if necessary, the next stage of the activity.
Attention should also be paid to another form of organ-
izing learning activities, namely business games. For
example, there is a student-led business game pro-
ject called «Doctor Science». In this activity, one of
the students conducts virtual meetings with other stu-
dents while remaining hidden behind the mask of this
character. Other students can ask questions, and to
answer them, the leader must read extensively and
understand the topic under discussion. Moreover,
it has long been proven that the best way to learn
something is to begin teaching it.

There are also teacher-led business games. For
instance, in Quebec, Canada, instructors organized
a virtual village from the late 19th century as part of
a foreign language course. Each instructor took on
different roles — blacksmith, doctor, postman, etc. To
interact with the various characters, students must
have a clear understanding of life during that era,
which requires extensive reading and preparation.

Virtual meetings allow students to address
questions to any well-known personality, for exam-
ple, a Nobel Prize laureate. Along with the meeting
announcement, a dossier is provided containing
instructions on how to participate, a brief biography of
the invited person, a publication of one of their works
(suchasanarticle), subscription details for newsletters,
and information on how the meeting will take place.

Mentoring is another model frequently used in
France. For example, there are servers where stu-
dents can receive guidance on completing home-
work — not by being given ready-made answers, but
by being led toward problem-solving methods.

An interesting form of conducting lessons is Web-
Quests, which can be prepared by the instructor or
found online. AWeb-Questis a specially organized type
of research activity in which students search for infor-
mation on the web using specified addresses. They
are designed to make more efficient use of students’
time, to engage the acquired information for practi-
cal purposes, and to develop skills in critical thinking,
analysis, synthesis, and evaluation of information.
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To ensure maximum effectiveness, a Web-Quest
(a specially organized web page) should include the
following components:

1. Introduction, which describes the timeframe for
completion and presents the initial situation;

2. Engaging task, which is realistically achievable;

3. Set of online resources necessary to complete
the task. Some (but not all) resources may be copied
to the Web-Quest site to simplify access for students.
These resources should include links to web pages,
expert email addresses or thematic chats, books, or
other materials available from the instructor or the
library. Accurate addresses help students avoid wast-
ing time while completing tasks;

4. Description of the work process, divided into
stages with specific deadlines;

5. Instructions for processing the acquired infor-
mation, including guiding questions, concept maps,
and cause-and-effect diagrams;

6. Conclusion, which reminds students what they
have learned through the task, suggests directions for
further independent study, or explains how to transfer
the acquired experience to other areas.

Web-Quests can be short-term or long-term.
Short-term projects aim to acquire knowledge and
integrate it into the student’s existing knowledge
system. These projects may last from one to three
sessions. Long-term Web-Quests are designed to
expand and deepen understanding. Upon complet-
ing a long-term Web-Quest, students should be able
to conduct in-depth analysis, transform knowledge,
and master the material well enough to create related
tasks. Long-term projects may last from one week to
a month (or, at most, two months).

Additional motivation can be created by allowing
students to assume roles (e.g., «scientist», «journal-
ist», «detective», «architect») and act accordingly. For
example, if the instructor assigns the role of «United
Nations Secretary», that character might send a mes-
sage to another participant acting as «President of a
country» regarding the need for peaceful conflict res-
olution. A Web-Quest may belong to a single subject
or be interdisciplinary.

Web-Quests may take various forms. The most
popular include:

1. Creating a database on a specific problem, with
each section prepared by students;

2. Creating a micro-environment where students
can navigate via hyperlinks simulating physical space;

3. Writing an interactive story, where students
choose the direction of the story at 2—3 decision
points, similar to the classic «choose your path» sto-
rytelling method;

4. Creating an analytical document on a complex
problem, asking students to agree or disagree with
the author’s viewpoint;

5. Online interviews with virtual characters, where
students develop both questions and answers after
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thoroughly studying the character. This could be a
political figure, literary character, renowned scientist,
or even an alien.

This approach is best implemented with small
groups, which receive a collective grade evaluated by
peers and the instructor.

Another engaging method is competitions, as the
competitive element provides additional motivation.
For example, a literature quiz can be organized among
students from different universities, even in different
countries. Questions can be answered online over a
week, and evaluations consider knowledge, clarity of
presentation, and formatting.

Collective games are also a valuable form of learn-
ing. For instance, online servers allow up to 100 par-
ticipants to interact simultaneously, enabling simula-
tion of various scenarios, such as conducting a lesson
where each participant has a specific role.

Independent work with ICT aims to develop stu-
dents’ skills for self-directed learning in line with mod-
ular-block organization of content. This process is
focused on mastering learning material assigned for
independent study according to curricula and work
programs, as well as preparing for classroom ses-
sions. To achieve this, Internet resources can be used:

— For information search — web browsers, data-
bases, information retrieval and reference systems,
automated library systems, and electronic journals;

— For online communication — email, synchronous
and asynchronous teleconferences;

— For creating thematic web pages and Web-
Quests.

Independent student work can be diversified with
innovative forms and methods depending on the digi-
tal literacy of teachers and students, the available ICT
infrastructure at the university, and students’ readi-
ness to use online resources as learning tools.

Recent years have seen independent work
enriched by numerous pedagogical innovations. For
example, students can be asked to write reviews of
websites on a given topic. Two modes are possible:

1. Students review a site specified by the instruc-
tor (with a pre-provided URL);

2. Students independently search for sites on a
similar topic and write reviews.

A special type of laboratory work is a «virtual
rally», consisting of instructor-designed web pages
with links to various online resources and questions to
be answered by visiting the specified sites. Students
must visit as many sites as possible and correctly
answer all questions within a one-hour timeframe.
At the end, students submit their report to the instruc-
tor via email or in written form. The best works are
published on the course support site.

Conclusions. This review reflects only certain
aspects and directions of using ICT in organizing
students’ educational and cognitive activities. How-
ever, within the defined goal — researching ways to
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activate students’ cognitive engagement through ICT
integration into a digitalized learning environment — it
is important not only to analyze existing forms of ICT-
based teaching but also to demonstrate their practical
implementation.

In our study, examples of lessons using various
digital tools are presented, which, in our view, con-
tribute to the development of students’ sustained
cognitive motivation, critical thinking, and learning
autonomy. These examples confirm the effectiveness
of combining traditional teaching methods with inno-
vative ICT, which, in turn, increases student engage-
ment in the educational process and creates condi-
tions for the development of cognitive activity in the
context of digitalization.
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