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BUKOPUCTAHHSI TEUMI®IKALII SIK IHHOBAIIMHOI TEXHOJIOT' I ITPH
BUKJIAJAHHI ITIPOTPAMYBAHHS MAMBY THIM YUYUTEJISIM IHOOPMATHUKH TA
MATEMATHUKH

Anoranis. CyJacHi BO€HHI peaiii BUMararmoTh HOBOI opraHizamii ocBiTHpOTO mpouecy. Ilepex HaykoBo-
MeaTOTiYHAMH TIPANiBHUKAMHU CTa€ MUTAHHSA (OPMYBAHHS TOTOBHOCTI MaiOyTHIX y4YHTENIB 10 iHHOBAIlifHOI
IisUTbHOCTI B MaiOyTHROMY. OOHMM i3 BapiaHTiB BHpIIICHHS IHOTO INUTAaHHA MOXE CTaTH BUKOPHCTaHHS
reiiMiikarii K IHHOBAIiHOT TEXHOJIOT1i.

Panimme irpoBi TeXHONOTII BHKOPHUCTOBYBAJIMCS B HaBUaHHI MalleHBKUX [iTed (HmiTeH paHHBOTO,
JIOUIKIJIBHOTO Ta MOJIOJILIOTO HNIKIIBHOTO BiKY). [IpoTe 3apa3 yce uacrile irpoBi TeXHOJIOTIT 32aCTOCOBYIOTHCS TIPH
HaBYaHHI JIITel CepeHbOTO 1 CTapLIOro MIKIJIBHOTO BiKY, @ TAKOXK JIOPOCIIHX, 30KpeMa 3100yBadiB BUIIOT OCBITH.
IrpoBe HaBuaJibHE CEPENOBHIIE O/Ipa3y CHPUHMAETHCS KOPUCTYyBauaMHM SK LIOCH I[iKaBe, TBOpYE 1 HaaMXaroue,
ajie TpHu [bOMY BHKOPHCTAHHS TaKOro CEpeAOBHIIA MICTUTh HaBUAIBHMU XapakTep. BiamosinHO, SKIIO irpoBe
HaBYaJbHE CEPEJOBHIIE TaK CIPUIMAETHCS KOPUCTYBauaMH, TOA1 i HaBYaJIbHI 3aBAaHHS 3 IrPOBUMH €JIEMEHTAMH
OyayTh CHpUAiMaTHCS TIO-IHIIOMY, HIDK 3BHYAiiHI HaBYalbHI 3aBIAaHHS, HANPHUKIALI, 13 3alliKaBJICHICTIO,
MOTHBAIII€I0 10 CTBOPEHHS 9OTOCh HOBOTO. /10 pedi, BUKOPUCTAHHS iIrPOBUX €IIEMEHTIB y HAaBYaJIbHUX 3aBIaHHAX
BU3HAYAETHCS K TeiiMidikaris.

VY crarti mpoaHaNi30BaHO HAYKOBI TMpalli YKpaiHCBKHX Ta 3apyObKHHX YYCHHX, CHCTEMAaTH30BaHO
PE3yNBTaTH OCIiKeHD, y3aralbHEHO ICHYIOUMI JOCBiJl BUKOPUCTAHHS TeiMidikalii B OCBITHBOMY IIPOLECI.
BmsHaueHO TOHATTA «reiMidikallis» sSK iHHOBAIlifHA TEXHOJOTISA, sSKa mepeadavyae BUKOPUCTAHHS IrpoOBHX
€JIEMEHTIB y TeBHiH cdepi IMOAChKOi AISUTBHOCTI, 30KpeMa W OCBiTH, 3 MeTOI0 (hOpMyBaHHS HEOOXiTHUX 3HAHB
YMiHb T4 HABUUOK y JOCTYITHOMY HaBYaJIbHOMY CEpEIOBHIIII.

3MonenboBaHO TeiiMiikoBaHI 3aBAaHHS JJIs  HAaBYAHHS IPOrpaMyBaHHIO MalOyTHIX y4YHTelNiB
iHpopMmaThkK Ta MaremMaTHKH. Po3po0ieHi 3aBmaHHs nependadaroTh CTBOPEHHS ITPOBHMX IPOEKTIB, SIKI MOXKHA
BUKOHYBATH TIPH MPOBEJIEHH] JabopaTopHHUX poOIT i3 mporpaMyBaHHs. HaBeeHO MOXJIMBI BapiaHTH CTBOPEHHS
MPOEKTIB Ta CKPHUIITIB JI0 HUX.

BusHaueHo, 1m0 BHKOpHCTaHHS TeiMidikamii B OCBITHROMY TpOIECi CIpPHAE PO3BUTKY TBOPYOCTI,
KpPEaTUBHOCTI, KpUTHYHOTO MHCJICHHS MalOyTHIX YUUTEINB iIHPOPMATHKH Ta MATEMATHKH.

KJIFOUYOBI CJOBA: ceiivighikayis, npoepamyeanns, cepedosuuye npoepamysanns Scratch, niocomoska
ManOymuix yyumenie iHhopmamuxy ma MamemMamuxuy, IHHOBAYINIHA OISIbHICIb.
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BukopucTaHHs irpOBHUX TEXHOJIOTIH HE €
YUMOCh HOBHM, ajieé SIKIIO 3acTOCYBaTH IIi
TEXHOJIOTii Ha 3aHATTSIX 3 NPOrpaMyBaHHS,
HaBYAHHS TUTS MaiOyTHIX YAUTEIIB
iHpOpMATHKN Ta MaTEeMaTHKH MOXE CTaTH
mikaBilmmM, TBopuuM. [lpHknagoM irpoBHX
TEXHOJIOTIH, BIJIITOBI/IHO, BHUCTYIIA€
reiMidikaris, ska nependadac BUKOPHUCTAHHS
ITPOBUX €JIEMEHTIB y TMEBHIN Taly3i JIOICHKOT
JisUTBHOCTI, 30KkpemMa  H B OCBITI.
Buxopucranus rerimidikarii Ha 3aHATTIX
CIIPUATHME (hopmyBaHHIO TOTOBHOCTI
MaiOyTHIX  y4uTeniB  iHQOPMATHKH  Ta
MaTeMaTUKA 10 I1HHOBALIMHOI IIsUIBHOCTI B
MaiiOyTHEOMY.

[TuranHs BUKOpUCTaHHS reiMidikaiii B

OCBITHROMY TIPOIIECi BHBYAIOTH BU€EHI,
30kpema  €.B. AHTOHOB, C.C. lanumiox,
0O.B. Cikopa, PI. ITa3moK, .M. Yemepuc,

B.B. Uepnnx, IO.A.adopoct, S. Arnab,
A.K. Dube, G.Kacmaz, F.Li, P.Halachev,
J. Henry, R. Meylani, N. Protogeros Ta iHmi.
[Ipore BBaxkaemo 3a HeOOXiAHE PO3KPHUTH
BJIACHUH uibivehit bi(e) BHKOPHUCTAHHS
reiimidikamii mpM MATOTOBI MaWOyTHIX
yUUTENiB iHQOPMATUKHU Ta MaTeMaTHKH.

Mera cTarTi — OXapakTepu3yBaTH
aBTOPCHKMH  MAOXig 10  BUKOPUCTAHHS
reiiMmidikaii mpu BUBYEHHI MPOTpaMyBaHHS
MaiOyTHIMM BYMTENISIMH  iHPOpPMATUKUA Ta
MaTeMaTHKH.

Memoou

bymo  BHKOpPHCTaHO  Taki  METOIH
JMOCII/DKEHHS:  aHali3  HAayKOBHX  IIpallb
VKpaiHCBKUX  Ta  3apyODKHHMX  YYCHHX,
CHUCTeMaTH3aIlisl  pe3ylbTaTiB  JIOCIHIKEHb,

y3araJbHEHHS ICHYFOYOTO TOCBiTy
BUKOPUCTaHHS TreiMidikarii B OCBITHbOMY
npoleci,  MOIENIOBaHHS  reiiMiikoBaHUX
3aB/IaHb ISl HABYaHHS IPOrpaMyBaHHIO.

Pezynvmamu 00cniodicenns ma 002080peHHA

Panime BUKOPUCTaHHS irpoBUX
TEXHOJIOTIH  acoLiloBaJIOCST 3  HABYAHHSAM
MaJIeHbKUX TTei: niTein PaHHBOTO,

JIOIIKUJILHOTO Ta MOJIOAIIONO IIKUILHOTO BIKY.
Hapasi Bce wuwacrimie MOXXKHa IOYYTH PO
BUKOPUCTaHHA TeiMidikamii B OCBITHBOMY
mporieci Ui 3100yBaviB BUIOI OCBITH. AJKe
IHTerparisi MOJOMAi y 3BUYHE CEPEIOBUILE €
XOpOIIMM  BapiaHTOM,  SKHM  BHCTYyIae
reimidikaris.

3Bakaroul Ha aKTYaJbHICTh IUTAaHHS
MiATOTOBKH MaiOyTHIX YUUTEIIB 3
BUKOPUCTAHHAM TeiMiikallii sk iHHOBAIiiHOT
TEXHOJIOTIi, IPOaHaNi3yeEMO HAyKOBi TIpalli
YKpaiHCBKUX 1 3apyODKHUX YUEHHX.

Tak, 0O.B. Cixopa, P.I. ITa3rok
3a3Ha4aroTh, 110 «irpoBi TEXHOJIOTI]
IPYHTYIOTBCS Ha MPHUHIUNAX Tehmidikamii —
3aCTOCYBaHHS IFPOBHX MEXaHIK Ta IrPOBHX
€JIeMEHTIB (TakuxX SK Oayiu, piBHI, Haropo.uw,
3MaraHHsi) y HEIrPOBOMY KOHTEKCTi JiIsi
320X0YCHHS MEBHOI MOBEIIHKK Ta JOCATHEHHS
HaBYaNbHUX witei» [4, c. 191]. Vwueni
reiimMigikallito HaBYaIbHUX 3aBIaHb BiTHOCATH
JI0 IrpOBMX TEXHOJIOTH Ta BKa3ylOTh, IO
reiimigikartis HaBYAJILHUX 3aBIaHb
nepeadayvae «iHTErpalilo irpoBUX €EMEHTIB y
TpamuIiliiHi  OCBITHI  3axoaM, Taki SK
BIKTOPHHH, KBI3H, 3aBIaHHs Toio» [4, ¢. 191-

192]. Omxe, Oauumo, mo reimMidikaris
O3Haya€ BUKOPHUCTAHHs IPOBHX CJIEMEHTIB
mpu  peamizarii pi3HEUX (opM opranizamii
OCBITHBOT'O TIPOIIECY.

VYyeunii  €.B. AHTOHOB  TIyMayuTh
reiimiikoBaHy OCBITYy SK «OpraHi3aliro
OCBITHBOTO TIPOLIECY, CYTHICHOIO CKJIAJI0BOIO
SKOTO, 3MICTOM Ta (DOpPMATBEHOI O0OOJIIOHKOIO
ciyrye rpay [1, c. 30]. [lonsaTTs «reiimMidikaris
OCBITHBOTO npouecy» BU3HAYAE SIK
«BUKOPUCTAaHHSl ITPOBUX TEXHIK, IrPOBHX
MEXaHIK Ta irpOBHX €JEMEHTIB Yy HEIrpOBHX
CUTyAIlisIX ISl TOKpAaIleHHS OIaHyBaHHS
3100yBa4aMy OCBITH HAaBUAIBHOTO MaTepiainy
HIJISIXOM 3aCTOCYBaHHS irpOBOTO KOHTEKCTY 13
3aly4eHHSIM CYyYacHHX IU(POBUX TEXHOJIOTIID
[1,c. 33].

VYkpainceki  npociigauku  (S1.B. Cikopa,
B.B. YepHux, 10.A. lagopocr,
C.C. Janumox, [.M. YUemepuc) BUBHAIOTH
[UTaHHS BHMKOPUCTAaHHsA TehMigikamii Ta
IPOBUX TEXHOJIOTIH JJisi OCBITHIX MiJeH Ta
BUAULAIOTE Taki mardopmu, sik: Kahoot!,
Moodle, Classcraft, Quizizz, Socrative [16, c.
6]. Ha nymky BueHux, «reiimidikamis €
METOAOM CHpHUSHHSA e(EeKTUBHIH B3aeMOmil
MK YYHSMH Y KJaci Ta 3 YUHTEJIEM»; «irpoBi
METOJM  HaBUaHHA  CIPHUSIOTH  PO3BUTKY
KOMIICTCHINIH Ta SIKOCTeH OCOOMCTOCTI yuHS,
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SIK1 0CO0JIMBO aKTyaJbHI CBHOT'OJIHI,
BKITFOYAIOYH KPEaTHBHICTH, CBOOOIY TYyMKH Ta
BUOOPY, eMOIHWIA  IHTENeKT, JIOTiuHe
MUCJICHHS, JUILIOMATIIO, 31aTHICTh MPHIMATH
MIBUAKI Ta BIAMOBITANbHI PIlIEHHS, yMiJie
BUpINIEHHST MPOOJIeM, TUHAMIYHY aJarlTaIliro
JI0  CYCHUIBHUX  BHMOT  Ta  BIJKPHUTE

CIIKYBaHHS», «ITO€THAHHSA iIrpoBOTO
HaBYaHHS 3 TPAgUIIHHUMH HaBYAIEHUMH
dbopmaTamu BUSIBIISIETHCS 3HAYHO

edextuBHIimMMY [16, . 7].

Bbonrapcekmii  mocmigauk  P. Halachev
3a3Hadyae, 110 «BUKOPHCTAaHHA IrPOBOTO
MOTEHIIady TakoX OyJ0 THUIOBUM IS
TpaguuiiHOro (opMary OCBITHBOTO MPOIECY,
aje 3 mepexoaoM i€l mMoaeni B IUGPPOBUI
OpoCTip MOXKIHMBOCTI JIs 11 akryasmizamii
3HAYHO PO3MIUPUIUCS» [2, €. 5]. 3 UM Ba)KKO
HE MOTOTUTHUCH, amke  redmidikamisg
PO3LINPIOE MOYJIUBOCTI CIPUIHATTS
HaBYaJbHOTO Marepiany. Yuenuit P. Halachev
BBaXKa€, M0 KIOYOBUMU BHUMIpamMH, IO
XapaKTepU3yIOTh EJIeKTPOHHWN OCBITHIA Ta

irpoBuit pocTip, € «BiIMOBIHICTh
BHYTPIIIHBOT (YHKIIOHAJIBHOCTI LU(PPOBOTO
IrpoBOTO Keiicy SIKOCTI HABYAHHS,

CHIBBIIHONIEHHA I[IHHICHUX Ta IIJIBOBUX
acTeKTiB reiMidikamii Ta crparerii po3BHTKY
ocBiTi» [2, c. 10]. ABTOp Ha OCHOBI CBOTO
JTOCII KEHHS po reiiMidikariro SIK
IHCTpYMEHTa eJIeKTPOHHOTO HaBYaHHSI, 3pOOUB
TaKi BHCHOBKH: irpose HaBYaHHS
MO3HIIIOHYEThCS  SIK  €NIEMEHT  MiATPUMKH
PO3BHTKY OCBITH 3arajioM 1 HU(PPOBOTO
HaBYAHHSI, a caMe «CYKYITHHUH MOKa3HUK CTaHy
MiATPUMKA ITPOBUX KEWCIB B €IEKTPOHHOMY

HaB4YaHHI CTAaHOBUTH 82%, Tom « sK
anprepHaTHBHUE Qpopmar — 15%, 3 2%
HETaTUBHUX XapaKTePUCTHK irpoBOTO

npocropy» [2, c. 14]. ABtop 1Ie BHUBYaB
BHYTDILIIHIA OCBITHIH cTaTyc irpoBoro keiicy
Ta BU3HAYMB TaKe: «OHJIAH-(QOopMaT Ipu MOXe
(YHKI[IOHyBaTH B OCBITHBOMY TIpOIIECi 5K
aBToHOMHO  (54%), Tak 1 HEpO3PUBHO
NOB’si3aHM 3 1H(QOpPMAIIHHO-TEXHOJIOTITYHUMHU
pecypcamu 1udpoBOro nmpocropy» [2, c. 14].
Amnrmiiiceki  Bueni  (J. Henry, F.Li,
S. Arnab), JIOCHIKYIOUM  THUTaHHS  IPO
copuitHATTS  reiimidikaumii Ta  irpoBoro
HABYaHHS Yy CTYJICHTIB 3aKJIaJiB BUIOi OCBITH,
JUHIUTH BUCHOBKY, IO «PO3BUTOK HABHYOK Ta
HaBYAHHSI MOXXHA TOKPAIIUTH 32 JIOTIOMOTOI0
reiimiikanii Ta  irpoBUX  BTpydYaHb, a
CHpUiHATTS  TehMidikamii Ta  irpoBHX
BTpy4YaHb € 3/1e0UIBIIOro Mmo3uTUBHUMY [10].

HiiicHo, 3aBOaHHA 3 IrPOBUMH €JIEMEHTaMU
30BCIM MO-1HIIIOMY CIIPUAMAIOTHCS
3m00yBadaMy BHINOi OCBITH — Taki 3aBJaHHS
CIPUSIOTH PO3BUTKY TBOPYOCTI MaHOyTHIX
(haxiBIiB.

Ha TYMKY OocHiliChKO-
repueropuHcbkux —aBtopiB (L. Veselinovic,
M. Cinjarevic, L. Turulja, A. Torlakovic),
«mudpoBe IrpoBEe HABUYAHHSI CTAJl0 HOBUM
METOZIOM HaBYaHHSI, SKWUH TPOMOHYE 3HAYHI
mepeBarn  MOPIBHAHO 3  TPaAMLIAHUMHU
HaBYAJTLHUMHU cepemoBuimamu» [17]. VYdeHi
BBaXAlOTh, [0 OCHOBHUMH €JICMEHTaMHU
Iu3aifHy TUQPOBHX OCBITHIX irop MOBHUHHI
OyTH: «IHTEepaKTUBHUH KOHTEHT,
MOJICITIOBAHHSI peanbHux CHUTYaIlil,
aganTuBHICTE» [17]. Yce 3rafaHe BILIMBA€ Ha
«TICUXOJIOTIYHI Ta (YHKUIOHANBHI HACHiJIKH,
10 TPHU3BOMAATH O BHINUX IIHHOCTEH YYHIB:
acTs, JOCATHEHb, OCOOHMCTICHOTO 3pOCTaHHS
ta aBToHOMII» [17]. o peui, HiMElbKi BUeHI
(S. Das, S. Vaishnavi, H. Sobke, J. Baalsrud
Hauge, C. Springer) miIKpecIoOOTh, IO
«reiiMigikanisi, TOOTO 3aCTOCYBaHHS irpPOBHX
MeXaHi3MiB, MOKe HiATPUMYBATH
MOTHUBALI HHUH OU3aiH HaBYAJILHUX
cepenoun [6]. Mwu mOromKyeMoch i3
JyMKaMH BYCHHUX, aJDKC HasBHICTh B3a€MOJIil
MDK  KOpDHCTyBaue€M 1  CEpEIOBHUIIEM,
MOJIETFOBAHHS peanbpHuX CUTYyaIlii i
aJIalTUBHICTE POOUTH irpoBe  HaBUYAJIbHE
CEPeNIOBHINE SKICHUM 1 3pYYHHM sl OyJb-
SIKOTO KOPHUCTyBaya.

Typeupkuit  ¢daxiserrp  R. Meylani
JIOCITIDKY€E TeiMidikallito Ta irpoBe HaBYAHHS
y MareMmaTWuHiii ocBiTi. BiH 3a3Hauae, 1m0
OOMEXEHHSAMU € «HAJMipHA 3aJIeXKHICTh BiJ
SIKICHUX  METOOJIOrii,  sKi, Xoya W
3a0e3MeuyoTh MHOOKI MepCIEKTUBU, MOXKYTh
HE MaTH Y3arajbHEHOCTI, SKy MPONOHYIOTh
KUIBKICHI MIJXOAM, MUTAHHS JOCTYITHOCTI Ta
PIBHOCTI, PI3HOMAaHITHOCTI JOCIiPKyBaHUX
OCBITHIX irop» Tomo [14, c. 32].

I'penpki  mocmimamku K. Tzafilkou,
N. Protogeros, BHUBYAIOYH MTUTaHHS
3aCTOCYBaHHS Ta pe3yJIbTATIB HaBYaHHS Ha
OCHOBI irop B OCBIiTi, 3a3HayarOTh, IO
«HABYaHHS Ha OCHOBI Irop 3aCTOCOBYETHCS Ha
BCIX PI3HMX eTamax OCBITH, BiJ| JOIIKLIBHOT
OCBITM 70 BMIIOI OCBITH Ta Ha pPoOOUOMY
Mmici» [15, c.1]. Hocmigauku 3pobOwim
BHCHOBKH, III0 «B IIOYAaTKOBIM Ta cepenHii
OCBITI HaBYaHHS HAa OCHOBI irOp JEMOHCTPYE
MO3UTUBHUK BIUIMB Ha PE3yJIbTATH HaBYAHHS
Ta 3AIyYCHICTh, TMOKPANIYIOYd PO3YyMIHHS
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VUHSIMHM CKJIAAHUX KOHLEMLIA Ta CHpHUSIOYN
3aCTOCYBaHHS BHBUYCHUX 3HAaHb Yy PEalTbHOMY
cBiTi» [15, ¢. 1].

Hinepnanaceki Ta HOpBE3bKHMH aBTOPH
(Y. Hong, N. Saab, W. Admiraal),
JOCTIDKYIOYM TUTAHHA MIAXOMIB Ta IrpOBHX
€JIEMEHTIB, 10 BHKOPUCTOBYIOTBCS  JJIS
amantamii  mudpoBoi  reimidikamii A
HaBYAaHHA, 3pOOMIIM Taki BUCHOBKH: «Y9IHTENl
HOBHHHI KOMIUTEKCHO HPE/ICTaBUTH
ajantoBaHy nu(poBy TeiiMidikaliiro pazoMm 3
LTIOCTpaTUBHUMHU  TIpHKJIanaMu  (HampUKIad,
Bile0 YpOKIB ajanToBaHOi reimidikartii)
mepeax TOYAaTKOM  3aHATTS,  OCKUIBKH
ajantoBaHa IUQpPOBa reiMidikallisi € HOBOKO
TEXHOJOTIEI0 1 HE OTpUMaia MIMPOKOTO
3aCTOCYBaHHs JJIsl HaBUAHHS»; «aBTOMAaTHYHI
CUCTEMH MOXYTh QJalTyBaTH BiAMOBITHI
reiimigikoBani mii, BM3Ha4arouu moTpeOU Ta
BIIOJIOOAHHS CTYICHTIB Yy pEaTbHOMY daci»;
I 4Yac 3aHATTS BUYMATENl NOBUHHI HAIaBaTH
VY9HSM MITPUMKY Ta MHUTTEBHHA 3BOPOTHHU
3B’s130Kk» [11].

Himenpki  Bueni  (A. Kienitz, M.-
C. Krebs, A. Eitel), nocmimkyroun mnuTaHHS
CIIPHUSHHSA ITpU B MUGPOBY CUMYISLIAHY TPy
JUTs. HABYaHHS CIIPUHHATTIO Ta BUKOPUCTAHHIO
TEOPETUYHUX 3HaHb CTy/ICHTaMU-
MOYATKIBLSIMH, BBa)KalOTh, IO «OJHHUM 31
CIoCcO0iB MOIOJIAHHS PO3PUBY MiXK TEOPIErO Ta
NPakTUKOK MOXYTh OyTu mu¢poBi irpu-
CHUMYJISILii ~ HaBYaHHA, SKi  JO3BOJIAIOTH
BUKOPDHUCTOBYBaTH  TEOPIl0 B  pEaJbHHUX
KPUTHIHUX HaBYAIBHUX CUTYaIisTX»
[13]. «MoaensoBae HaBYaHHS MOXKe OyTH
0COOJIMBO  KOPUCHUM, KOJIHM BOHO YiTKO
IHTErpoBaHE 3 TEOPETUYHHM HAaBYAHHIM Y
nefaroriybii ocBiti. MoJienbHi irpu poOyATh
TaKy IHTErpamil0 MOXIIMBOIO: BOHU MOXYTh
HajgaTh SK TEOPeTWYHI 3HAHHA, TaK 1
MOYKJIUBICTb 3aCTOCYBaTH ix Ha
MOJICJIbOBAHOMY  ypOIIi, e MOTPiOHI
neparoriyei pimeHHs. Lle Moxxe momomortu
CTyJICHTaM-TiefaroraM sK TepeHecTH CBOl
TEOPETUYHI 3HAHHS B TIEJAroriyHy MpPaKkTUKY,
TaKk 1 BBaXaTH TEOPETUYHI 3HAaHHS OiIbII
KODUCHUMH Ui OOIPYHTYBaHHA  CBOiX
MeAaroriYHux  pilieHb Ha npaktuii. Lle
JOCIHIDKEeHHS riepeBipsie o rinote3y» [13].

Opanmy3pkuii mocnigauk C. De Smet,
BHBYAIYM SKICHE OLIIHIOBAHHS BIIPOBAKECHHS
IrPOBUX  METOMIB  HaBYaHHS I 4ac
CTa)KyBaHH: MaiOyTHIX YUUTEB,
MIIKPECITIOE, 10 «IHTEerpallis irop y HaBYaHHS
BUMarae TMOIMEPEHbOTO IrPOBOTO JIOCBINY,

MiATOTOBKM Ta UU(QPOBUX HABUYOK» [7].
JificHO, BHKOPHCTaHHS ITPOBHUX TEXHOJOTIH
BHMAara€ HasBHOCTI 3HaHb Ta YMiHb JJIsd
eeKTHBHOI opraHizauii OCBITHHOTO TPOLECY 3
BUKOPHUCTAHHSM IrPOBHX TEXHOJIOTIH.

Typeupkuii 1 KaHaACBKUH  yd4eHi,
G. Kacmaz, A.K. Dube, pO3IIIsIIalouu
MUTAHHS BUMipIOBaHHS MIATPUMKH BUUTEIIB Y
HaBYaHHI Ha OCHOBI irop, 3a3HAYWIH, IO
«IrpOBE ~ HABYaHHSI €  IEPCIEKTHUBHOIO
OCBITHBOIO  TPAKTUKOI, aJie  OUIBIIICTh
JOCTIDKEHb ITHOPYIOTh POJb BUKIAAAYiB y
npoMy npoueci. Ll mporannHa 9acTKOBO
CIPUYMHEHA BiJICYTHICTIO JKOJHOTO BaliJHOTO
3aco0y Ui OIHKK THUIIB Ta YacTOTH
BHKOPHCTAaHHS IHCTPYMEHTIB, IO HAJAlOTHCS
BHKJIagadamMm» [12].

®paHIily3pKi Ta ETUNCTCHKI  aBTOPH
(Y.Gomaa, S.Moussa, C.Lahoud, M.-
H. Abel) BBaxatoTp, mo «reliMidikariis B
cucTemMax €JIEKTPOHHOTO HaBYAHHS
rependadae iHTErpailo irpoBUX €IEeMEHTIB Y
HEIrpoBUIl  KOHTEKCT I  JOCSTHEHHS
3aJy4eHHs Y4HS 3a JOMOMOTO0 3a3JIaJieriIhb
BU3HAYCHHMX IuIed 3amydeHHs. LI i
BIUTUBAIOTh Ha BHOIp ITPOBHX €IIEMEHTIB, SKi
OyJyTh 3aCTOCOBaHI, 110 3a3BHYali BILUIMBAE Ha
NOBEIHKY Y4HS B MIPOIleCi HABYaHHA. Y CBOIO
4yepry, OUIKY€ThCS, MO0 I TIOBEIiHKa
JIOMIOMOXKE  BUHMTEISIM  JOCSITH  CBOIX
HaBUYAIBHUX Iiyieil. ToMy 3alydeHHs] BUUTEIIB
IO TIpo1iecy reiimidikartii, Sk BOHH € B IIPOIIeci
HaBYaHHs], MOXE 3a0€3MEeYUTH Y3TOIKEHICTh
MIX MIJIIMU HaBYaHHs Ta 3aiydeHHs. OJHaK,
OCKUTBKM BYMTENli 4YacTO He 3Haiiomi 3
reiimiQikariiero, BOHM PiAKO 3allydeHi 10
rportecy revmidikarii» [8].

lpi-nankiiicekuit  ydenumit  H. Balalle
3aliMaeThCs JOCITI [DKEHHSIM 3aTy4eHHs
CTYJICHTIB JI0 TEXHOJIOTIYHOI OCBITH y 3B’SI3KYy
3 reimidikaiiero,  OHJIANH/IUCTAHIIIHHUM
HABYAaHHSM Ta IHIMUMH (paKTOpaMH, 3a3HAUae,
10 «3ycriuts 3 reiimMidikarii, ppeiimBopku ams
PO3pOOKH irop Ta irpoBi HaBYajbHI CHCTEMH
MalTh  TOTEHIIAN  JUIS  TOKPalIeHHS
3aJIy4eHOCTi CTYIEHTIB, ONAaHYBAaHHS TEMH Ta
OTpUMaHHS 3HaHb Yy BHIIIA oOcBiTI» [5].
JlocniiHUK BBaXkae, IO I1HCTPYMEHTH, SIKi
1 ABHUILYIOTh 3aJIy4EHICTb CTYZCHTIB,
CHPUSIOTh aKTHBHIH y4yacTi Ta IMOKpAaIlaloTh
pe3yibTaTH HaBYAHHS, IIOBHHHI BKJIIOYATH
BipTyasibHI HaB4aibHi cepenosuma Kahoot!,
iHTepaKTHBHI OHJIaliH-IabopaTopii Ta
MO€THAHHS MUCTEITBA Ta HAyKH [5].

Manaii3iiicbki Ta cayaiBChbKOapaBiiChKi
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nmocmigauku  (S. Hakak, N.F. Mohd Noor,
M.N. Ayub, H. Affal, N. Nussin, E. Ahmed,
M. Imran) 3a3HavaroTh, MmO TeHMIidIKaIlis
BUKJIMKAa€ IHTEpEC B OCBITHBOMY HampsMi
3aBISKH  «3HATHOCTI IOKPAIIUTH IPOLEC
HaBYaHHA CTYJeHTiB» [9]. ABTOpH OYIKYIOTH,
110 «B MaOyTHbOMY TeliMi(ikallisi BATHCHYTH
TpaaUIiiHUI CrOCI0O HAaBYaHHS, IO MPHU3BEIC
JI0 TaKWUX TPOOJIEeM, SK MacImTaOOBaHICTh Ta
OHOBJICHHS HaBYambHUX MoxnymiB» [9]. Lle
CTaHE MOXJIMBHM 3aBASKH 00’ €JHaHHIO
refimiikartii i xmMapHEX o0uncieHs [9]. YdeHi
BUIIJIAIOTh 1Bl KOHLENIi, IIOB’sI3aHl 3
reiiMigikariero, 30KkpeMa Cepio3HHUMHU irpamMu
Ta HaBYaHHA Ha OCHOBI irop. HaBuanus Ha
OCHOBI irop mepenbadyae BHKOPHCTAHHS
ITPOBOTO KOHTEHTY Ta irop AJsl IOCATHEHHS
BU3HAUEHUX  pe3y/lbTaTiB  HaBYaHHI, a
Cepiio3Hi irpu — MOBHO(YHKIIIOHANBHI irpu
JUTST  pI3HHUX TI(inel (HaBYaHHS, CHUMYIIAIS
toto) [9].

Orxe, 0Oaunmo, IO BHUKOPHUCTAHHS
reiimidikamii B OCBITHBOMY TIpomleci €
JOpeYHHUM  Ta  eQeKTHBHUM  SIK  JUIs
JOUIKUIBHAT, Y4YHiB, Tak 1 ans 3100yBadyiB
BUMIOiI OCBITH. BukopucrtanHs revmidikarii
pOOHTH HaBUAILHE CEPEJOBHUINE 3PYYHUM Ta
JMIOCTYIIHUM JUIS  3100yBaviB  OCBiTH. Mu
OyZneMo BU3HAYATH TIOHATTS «TeiMidikamismy
SK IHHOBAIlIiHY TEXHOJIOTiIO, sIKa mepeadavae
BUKOPUCTAHHS IrPOBHX €JIEMEHTIB Yy TeBHIil
chepl JFOACHKOI MIANBHOCTI, 30Kpema M
OCBITH, 3 MeTOK (OopMyBaHHS HEOOXITHHX
3HaHb, YMiHb Ta HAaBUYOK Y JIOCTYITHOMY
HaBYAIBHOMY CEPEIOBHIIIL.

BBaxkxaemo, mo MaWOyTHI BUHTEmi
NOBUHHI MaTH 3HAHHA, YMIHHA Ta HaBHYKH
1010 BUKOPHUCTAHHS reimigikarii B
ManOyTHi# npodeciiiHiit TUSTBHOCTI.
Hampuxiran, MaiiOyTHi Bunteni iHpopMaTuku B
[3MainbChbKOMY JEpXKABHOMY T'yMaHITapHOMY
VHIBEPCHTETI TMOYMHAIOTH BUBYATH OCBITHIH
KOMIIOHEeHT «lIporpamyBaHHs» Ha Ipyromy
Kypci. OcBiTHI! KOMITIOHEHT PO3IIOYNHAETHCS 3
BUBYCHHS  CEPENOBHIIA  NPOTrpaMyBaHHS
Scratch. Tomy po3risiHeMo, SK MOXKHa
BUKOPHCTOBYBAaTH reiiMigikarito K
IHHOBAI[IfiHy TEXHOJIOTIF0 TIPU BHKJIAJIaHHI
nporpaMyBaHHsi MalOyTHiM ¢axiBuaMm. o
pedi, BBWKAEMO  JOPEYHHM  BUBYEHHS
cepeIoBUINa MporpaMyBaHHsI Scratch
MaiOyTHIMY BUMUTEISIMA MaTEMAaTHKH B MEXax
JUCLUIUIIH BUJIBHOrO BUOOpPY CTYAEHTIB abo
OCBITHBOT'O KOMITIOHEHTY «CydacHi TEXHOJOTIT
HaBYaHHS MaTeMaTHKH», a00 TPU HAsBHOCTI

OCBITHBOTO KOMIIOHEHTY «lIporpamyBaHHs»
OCBITHBOI1 MIporpamH, 110 BB)KAEMO
HEOOXIIHUM TIpW  TIATOTOBI  MaHOyTHIX
yUUTETiB MaTeMaTUKU. OCKUIBKH BHUBYEHHS
cepelmoBHIla  TporpamyBaHHs — Scratch e
OOCTYMTHAM Ay MaiOyTHIX  yYHUTENiB
MaTeMaTHKH, HATOMIiCTh OTPUMaHi pe3yJabTaTH
HaBYaHHS 3MOXYTh PO3MIMPUTH MOXKIHUBOCTI
MaiOyTHIX  (QaxiBmiB TpH  BUKIAJaHHI
MaTeMaTHKH y4HAM. MaiiObyTai  BumTemni
iHpOpMAaTUKKM Ta  MaTeMaTHKHd  3MOXKYTh
CTBOPIOBATM  aBTOPCBKI ~ NPOEKTH IS
BHUKJIQJaHHS BIOMOBITHO 1HGOPMATHKH Ta
MaTeMaTHKH, 30KpeMa irpoBi MPOEKTH, L0 €
JIOPSYHUM B YMOBaX iHHOBAIIWHOT JiSTTBHOCTI.

Posrimsaemo, SIK MOJKHA
BUKOPHCTOBYBaTH reiimMidikariro npu
BUKJIaJaHHI TporpamyBaHHs. [Ipomonyemo
TaKi BapiaHTH OpraHi3allii OCBITHBOTO TPOIIeCy
3 BUKOPUCTAHHAM TeliMiikarrii:

1. Tlpu mpoBeneHHI JEKUIHHUX 3aHATH
MOXHA 3aIIPOTIOHYBATH PO3TIIIHYTH TPHUKIIAIN
ITPOBUX TIPOEKTIB, CTBOPEHI B CEPEIOBHIII
nporpamyBanHsi Scratch. Hampuknax, npu
BHBYCHHI TAKHX TEM:

o «I'padiunmit pemaktop y Scratch.
AmnimMari»,

e «CTBOpeHHs 3MIHHHX, BHpa3iB 1
CITUCKIBY,

e «CTBOpeHHsl CKJaJHHX MPOEKTIB Yy
Scratchy,

o «Po3poOka irpoBHX TPOEKTIB Y
CepeIOBUILI NporpaMyBaHHs Scratchy,

e «CTBOpEHHS aBTOPCHKHX IPOEKTIBY
TOIIIO.

2. llpu mpoBeaeHHi  mabopaTopHUX
3aHATh MOXKHA 3alpOINIOHYBaTH MalOyTHIM
yuuTensM  iHQOpMATUKM Ta MaTeMaTHKU
CTBOPUTH IrpOBi TIPOEKTH, 30KpeMa TpHU
BHBYCHHI TAKHX TEM, SIK:

e «CTBOpEHHS CKIQIHHUX TIPOEKTIB Y
Scratchy,

e «Po3pobka irpoBHX TPOEKTIB Yy
CepeIOBHILI TIporpamMyBaHHs Scratchy,

e «CTBOpPEHHSI aBTOPCHKUX MPOEKTIBY»
TOIIIO.

3. YV paMKax BHMKOHaHHS CaMOCTiHHOI
poboTu 3700yBauaM BHINOi OCBITH MOXHA
3allpONIOHYBAaTH CTBOPUTH aBTOPCHKi 1rpoBi
MPOEKTH B  CEPENOBHII  MPOrpaMyBaHHS
Scratch.

Panime wMm  BKe  mHcad  IIPO
0CO0IHBOCTI BUBYCHHS cepeioBHIIa
[IpOrpaMyBaHHs Scratch MaiOyTHIMHU
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Buntensmu iHpopmaruku [3]. [Ipomosxkyroun
JOCTIKEHHS IIbOTO NMUTAHHS, MU IIPOIIOHYEMO
po3poOMTH 1€ NPUKIAgM  3aBAaHb IS
nabopaTOpHUX 3aHATH 3 METOI0 BUKOPHUCTAHHS
reiiMidikariii Ta miIKpecIeHHIM (OpPMYBaHHS
TOTOBHOCTI [0 IHHOBAaIiMHOI MIAJIBHOCTI SIK
MaiOyTHIX y4HTeNniB iH(OpPMATHKH, TaKk U
MaTeMaThKH.

Haememo mie mnpukiazd MOMJIMBUX
BapiaHTIB IrPOBHUX TPOEKTIB Y CEPEIOBHIII
nporpamyBanHsi Scratch. Hampuknan, npu
BUKOHAaHHI  JTaOOpaTOPHOTO  3aHATTI 3
BUBYEHHS PO3TAIyXEHHI B  CEPENOBHIIL
nporpaMmyBanHsi Scratch» 3m00yBauam BUILOT

Mpusit! [JaBawn |
nepesipUMO HaCKinbKu T!
po6pe 3Haew Scratch.

5. Ak HaauBaeTbeR
NOCNIAOBHICTL BKa3IBOK,

—
Wo BM3Ha4ae, aki gy
AKOMY MOpPsAKY Mae
BUKOHATU NeBHUA 06'ekT
(cnpam)7

OCBITM MOXKHA 3alpoONOHYBaTH BHUKOHATH
TaKAd TPOEKT i3 posramyxeHHsM: CTBOpUTH
IPOEKT Yy  CEPEIOBHIIl  IPOTrpaMyBaHHS
Scratch, skuii Oyae MICTUTH TUTaHHSA, J€ 3a
KOXXHY IPaBUIIbHY BIATOBih HApaXOBYETHCS
Oan. MoXIHMBHIA BapiaHT MPOEKTY 1 CKPHUITY
HaBeJeHO Ha puc.l 1 puc.2. Ha puc. 2
HaBelIEHO (parMeHTH CKPHITY, OCKIUIBKH
(bparMeHTH TUTaHb HAYTH OIHAKOBI, TOMY
HaBEJICHO NPUKJIAL JUIA NMUTAaHHA | 1 THTaHHS
5. 3ag00yBauam BHUIIOi OCBITH MOXHa
3alpOIIOHYBAaTH  TIEPEIJSIHYTH  CTBOPEHHMI
MIPOEKT 1 CTBOPHUTHU BIIACHUH.

1. 3miHHa agocTtynHa ans T
Bcix o6'ekTiB y Scratch ue

Puc. 1 — IIpoekr «IlepeBip cBoi 3HaHH: 31 Scratchy»
Fig. 1 — Project «Test your knowledge of Scratchy»
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HATUCHYTO

3MinMTH cbpaz Ha Danic =

Hagatu ©an v  3Ha4eHHA o

et Tl [TpueiT! [laBan nepesipvMo HAcKINsKM TW Aobpe sHaew Scratch o ceK
(PGl A nigroTyeas Ana MeHe 5 nuTaHb. o CceK
=0 el 10 3MIHHA AoCTynHA AnA Beix ob'ekTie y Scratch ue ... 7 B e

AKLO Gl [e):Ta S rrobankHa 3MIHHA TO

3minuTM  Ban v Ha o

AKLWO Bianosias = (Eellilng T0
smitMTn  Ban * Ha o

cENEN 5 Ak Ha3MBAETLCA NOCNIA0BHICTE BKA3IBOK, WO BU3HAYAE, AKi Ol | y AKOMY NOPAOKY Mae

roeoput | 3egHam QWEEEIEICIN 3'egnatm  Ban Ganis o ceK

(LTl Tobi noTpifHo we e4utk Scratchl o cek

Puc. 2 — Cxkpunt no npoekry «Ilepeip cBoi 3HaHHs 31 Scratch»
Fig. 2 — Script for the project "Test your knowledge with Scratch"

BukoHaHHS 1IbOTO 3aBIAHHA CIIPHSE
CTBOPEHHIO  IIPOEKTY, SKUH  mependadae
NepeBipKy 3HaHb 3 MNEBHOI TeMu. Y
Maii0yTHbOMY (paxiBIi 3MOXYTH PO3pOOISATH
TECTOBI IPOEKTH, BIKTOPUHH, 3araJIKu 3 METOIO
MEpeBipKM  3HaHb y4HIB. Y TIPOEKTI €
peaiizailisi po3ramyKeHHs, MiJApaxyHOK OaiiB
3a KOXKHY ITPAaBUJIbHY BIIMOBIJIb 1 KOMEHTAp JI0
Pe3yNIbTATIB MPOXOKEHHST MMHTaHb. MaiOyTHI

BUMTEIN 1HQOPMATUKU Ta MATEMATUKU MOXYTh
MIPOSIBUTH TBOPYICTH TPH CTBOPEHHI TPOEKTY
Ta BJIOCKOHATIOBATH PO3POOJICHUH TIPOEKT.
Hacrtynuuit IIPOEKT MOKHA
3alpOTIOHYBaTH Ha JIAOOPATOPHOMY 3aHSTTI 3
MPOIOBKEHHSIM POOOTH 3 PO3TATYKEHHAM 1
BUBYCHHSAM  3MIHHUX Y  CEpEJOBHILI
nporpamyBanHs Scratch. Came 3aBnaHHsT MOxe
OyTH Tak c(HOPMOBAHO: CTBOPUTU MPOEKT, y
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SIKOMY KopHcTyBau Oyne BiAmoBizatu Ha
NUTAaHHA 3 MAaTeMaTUKH (HAOpUKIAM, SK

00YHCITIOETHCS IomIa TPUKYTHHUKA?),
OTpPUMYBaTH MPaBUIbHY BiJIOBi/b,
YIPOBAPKYyBaTH  3HA4eHHA  (HANPUKIAT,

3HAYEeHHS CTOPIH TPHUKYTHHKA) 1 OTpPUMYBaTH
pe3yabTaT OOYMCIICHHS (HANpUKIaj, IUIOLIa
TPUKYTHHUKA). Y KiHII poOoTH mporpamu Oyne
3’aBiATHCS 1H(pOpMAIlis Mpo HaOpaHi Oanu 3a
npaBwibHI  BiagmoBimi. [Ipoext  moBuHEH

Hanuwwu dpopmyny ans
3HaxXOKeHHA nnouwll
NPAMOKYTHUKa

MicTUTH MiHiMyM 3 nutanHHsa. Hasenemo
MOXJIMBHIM BapiaHT pPO3POOIIEHOTO TMPOEKTY
(puc.3) 1 ckpunt npoekty «OOUNCIEHHS
reomerpuyHux ¢iryp» (puc.4). Ha puc. 4
HaBeACHO (parMeHTH CKPHITY, 30KpeMa s
nepuioi reoMeTpuyHol Qirypu, OCKiIbKH Aaii
3HAXO/PKEHHS TUIOII TeOMETPUUHUX Giryp iae
aHAJIOTIYHO 3HAXOIKEHHIO TUIONIT]
IPSMOKYTHHKA.

MpaBsunbHo, Nnowa
NPAMOKYTHUKa
3HaXoAUTLCA 33
cdopmynoo: S=a*b

Puc. 3 — IIpoext «OOUHCICHHS T€OMETPUIHUX DIryp»
Fig. 3 — Project «Calculation of geometric shapes»
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CXOBATH 3MiHHY Gan -

3MIHMTH TNO HA  Nebula «

3MIHMTH 0Opa3 Ha wilch-a «

rosopuTH QL] o cek

3MIHHTH O Ha  Nebula2 «

(LGN [lasait 3HafaemMo nnoLLy NpAMOKYTHUKal o cex

LUl HanuLwW opMyny ANA 3HAXOMKEHHA NNOLL NPAMOKYTHUKA EETENT]

D =

MpaBUNEHO, NNOLLA NPAMOKYTHUKA 3HAXOOMTECA 33 DOPMYNoK: S =a* D

3MHUTM  Can +  Ha o

(0l HanuwK 3Ha4eHHA 4nA cTopiH NPAMOKYTHHKE

3anurarm a i yeKam

HaQdTM a ¥ 3H3YeHHA BiANOBIAL

yeKatu o CERYHA
3anuTaru @ 1 YeKaT

HANaTH b w 3HAYEHHA BIANOBIOb

yekatm ° CERYHIL

Hapgath S »  3Ha4YeHHA

YEKATH o CEeRYHL,

CXDBATH 3MIHHY a »
CXDBaTH 3MIHHY
CXOBATH 3MIHHY
CXOBATH 3MIHHY
CXOBATH 3MIHHY

3MIHMTH TNO Ha  Nebula «

ropoputv  J'eaHati QUL seaHatn  Gan o CEK

Puc. 4 — Cxpunr 10 npoekTy «OO0UHCICHHS TeOMETPUIHUX DIrypy»
Fig. 4 — Script for the project "Calculation of Geometric Shapes"

Po3pobnenwmii MTPOEKT MOETHY €
iHpOpMaTHKy Ta MaTeMaTHKy, MOXe OyTH
BUKOPHCTaHMI  TpH  BUBYECHHI  IIOHATH
MaTeMaTHK{ Y4YHSAMH 3aKJIQJiB  3arajbHOl
cepennboi ocBiTH. TBopumMi miaxix maiOyTHI
BUMTEN 1HQOPMATUKU Ta MATEMATHKU MOXKYTh
MPOSIBUTH TIPH CTBOPEHHI AW3aiiHYy NPOEKTY i
HalMCaHHI HECTaHIAPTHOTO CKPHIITY.

HoBuii npoekT MOXHa 3alpOIOHYBAaTH
BUKOHATH Ha J1a0OpaTOPHOMY 3aHATTI 31

CTBOPEHHS IIPOBHX MPOEKTIB y CEPeIOBHII
nporpamyBaHHsi Scratch. 3aBmaHHS TPOEKTY:
CrBoputu mpoekT «Pyx MammH», y SKOMY
OofHa MamuHa Oyae pyXaTHCs BHUIIAJKOBUM
YMHOM, a iHIIA MAlllHa PYXa€ThCsl BHACIIIOK
KepyBaHHS (HATHCKAHHSIM KHOIIOK K€PyBaHHSAM
KypcopoMm). MOXJIMBHI BapiaHT BUKOHAHOTO
MIPOEKTY MPEACTABICHO Ha pHC. 5, a CKPUNTH
JI0 TIPOEKTY Ha puc. 6.
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Puc. 5 — Ilpoekt «Pyx mMamma»
Fig. 5 — Project «Machine movement»

Hafat [paTpMBaE v  3HAYEHHA @

IMIHMTM TNO Ha~ Jungle «

Hapath Yac =  3Ha4YeHHA @

3MIHHTM TNO HA  Light =
Hagatw uTTa *  3HaUeHHA °

Hapath [pa TpMBaE =  3HaYEHHA o

amimeT 00paz ka3  convertible 3 =

auETm A - }B"

HapatW  [pa TpuBsac mm@
HagatM Yac « mmeumo

BIITBOPHUTH 3BYK pOp +

NEPEMICTHTH B X @ y:  BMNagKoee Big Ao @

3MIHUTH X HA e
AKILO 3HAYEHHAX < @ TO
NEepemicTHTH B X @ Y. BMNAfKOBE Bif, Ao @

Puc. 6 — Cxpunru 10 npoekry «Pyx Mamun»
Fig. 6 — Scripts for the project "Movement of Machines"

[Ipu crBopeHHi npoekTy «Pyx Mammn
3100yBavi BUIIOI OCBITH MOXYTh CTBOPHTH
CKPHUIIT Ui TIOBIAOMJICHHS MNpPO 3iTKHEHH,

crpaiiTiB Toro. BHKOHAHHS Takoro 3aBiaHHS
MOXE BHKJIMKATH JIYMKY UIOIO CTBOPEHHS
CIpaBXHBOI ~ TIpH, SIKy MOXHa  Jani

Hampuknan, «Asapisal»y, gomarm  Oinblie BJIOCKOHAJTIOBATH.
cripaiiTiB, HamamoBatu (GOH JUIS MPOEKTY abo
Bucnosku

Takum  umHOM, reimidikamis 5K

iHHOBAIlIifHA TEXHOJOTiS pPOOUTH OCBITHIH
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npoliec 3axXOIUIMBUM JUIsI MAaHOYTHIX y4UTENiB
iHpOpMATHKN Ta MAaTEMaTHKH, TO3BOJISTIOUH

MalOyTHbOMY.  llepCreKTHBH  TOAANTBIINX
po3po6oK ybadgaeMoO B TPOJOBKEHHI BUBYCHHS

BUSBUTH TBOPYHM MmIXix y  po3poOii. MIUTaHHS BHUKOPUCTAHHSA TeiMidikamii sk
Bukopucranust reimidikaii B OCBITHROMY iHHOBAIiifHOT ~ TEXHOJOTii TMpH  BHBYCHHI
nporieci 3abe3medye (opMyBaHHS TOTOBHOCTI porpaMyBaHHA  MaiOyTHIMH  BUMTEISIMHU

MaiiOyTHIX  yuwTeniB  iHbopMmMatukm  Ta
MaTeMaTUKA 10 I1HHOBALIMHOI IIsUIBHOCTI B

iHpOpPMATHKHN Ta MaTEMaTHKH.

Kongpnixm inmepecie

ABTOpKa 3asBIIsi€, MO0 KOH(IIKTY iHTepeciB momo myOmikamii 1poro pykommcy Hemae. Kpim

TOTO, aBTOPKA MOBHICTIO AOTPUMYBAJIaCh €TUYHUX HOPM, BKJIFOUAIOUH TIIariaT, ¢panbcuikamiro JaHuX
Ta MOJBiHHY MyOmiKaLito.

10.

11.

12.

13.

Cnucok sukopucmanoi nimepamypu

AHTOHOB, €. B. IliarotroBka MaiiOyTHROTO BUMTENS iHGOPMATHKH 10 TeiMidikariii oCBITHROTO
MpoIlecy OCHOBHOT IIKOJH : JucepTamis ... Jokropa ¢inocodii: 001 OcBiTHI nmeaaroriydi HaAyKH.
Kutomup : Kutomupcekuit nepkaBHUE yHiBepcuTeT imeHi IBana ®@panka, 2024. 270 c.
URL.: https://eprints.zu.edu.ua/39267/1/dys-Antonov.pdf

I'anaues, I1. ['eiimidikarlrist Sk iIHCTPYMEHT €IEKTPOHHOTO HABUAHHS: OTJISA JiTepaTypu. JKypHan
iHHOBaYITl eNeKMPOHHO20 HABUAHHS. 2024, Ne 2 (2). C. 4-20.
DOI: https://doi.org/10.57125/EL1J.2024.09.25.01

Hymenko, O. C. OcobmmBocTi BHBYEHHsS cepemoBwina Scratch MalOyTHIMH BYHTEISIMH
iHbopmatuku. [lpobaemu iHdcenepuo-nedacoziunoi oceimu. 2025. Bum. 84. C. 156-168.
URL: https://periodicals.karazin.ua/education/article/view/26871/23804
DOI:_https://doi.org/10.26565/2074-8922-2025-84-13

Cikopa, O. B., Ila3tok, P. 1. IrpoBi TexHomorii y migBUILIEHHI SKOCTI HaBYaHHs iH()OPMATHKH.
Bueni 3anucku THY imeni B.1. Bepraocvroeo. Cepis: Texniuni nayku. 2024, Tom. 35 (74) Ne 4.
C. 188-193. DOI: https://doi.org/10.32782/2663-5941/2024.4/28

Balalle, H. Exploring student engagement in technology-based education in relation to
gamification, online/distance learning, and other factors: A systematic literature review. Social
Sciences & Humanities Open. 2024. Vol. 9. DOI: https://doi.org/10.1016/j.ssah0.2024.100870
Das, S., Vaishnavi, S., Sobke, H., Baalsrud Hauge, J., Springer, C. Towards gamification for
spatial  digital learning environments. Entertainment Computing. 2025. Vol. 52.
DOI: https://doi.org/10.1016/j.entcom.2024.100893

De Smet, C. A qualitative evaluation study of introducing game-based learning methods during
pre-service teachers’ Internship. Studies in Educational Evaluation. 2024. Vol. 83.
DOI: https://doi.org/10.1016/j.stueduc.2024.101388

Gomaa, Y., Moussa, S., Lahoud, C., Abel, M.-H. Exploring Recommender Systems for Assisting
Teachers in E-Learning Gamification. Procedia Computer Science. 2024. Vol. 246 (C). Pp. 2312-
2321. DOI: https://doi.org/10.1016/j.procs.2024.09.556

Hakak, S., Mohd Noor, N. F., Ayub, M. N., Affal, H., Nussin, N., Ahmed, E., Imran, M. Cloud-
assisted gamification for education and learning — Recent advances and challenges.
Computers & Electrical Engineering. 2019. Vol. 74. Pp. 22-34.
DOI: https://doi.org/10.1016/j.compeleceng.2019.01.002

Henry, J., Li, F., Arnab, S. On the Pre-Perception of Gamification and Game-Based Learning in
Higher Education Students: A Systematic Mapping Study. Simulation & Gaming. 2024.
Vol. 55(6). Pp. 985-1010. DOI: https://doi.org/10.1177/10468781241271082

Hong, Y., Saab, N., Admiraal, W. Approaches and game elements used to tailor digital
gamification for learning: A systematic literature review. Computers & Education. 2024.
Vol. 212. DOI: https://doi.org/10.1016/j.compedu.2024.105000

Kacmaz, G., Dube, A. K. Measuring teacher scaffolding in game-based learning: Emotional and
responsibility scaffolds lead while resources and previous game experience shape practices.
Computers & Education. 2025. Vol. 237. DOI: https://doi.org/10.1016/j.compedu.2025.105393
Kienitz, A., Krebs, M.-C., Eitel, A. Level one: Teaching practice — Does playing a digital
teaching simulation game foster novice student teachers’ perception and use of theoretical

~ 263 ~


https://eprints.zu.edu.ua/39267/1/dys-Antonov.pdf
https://doi.org/10.57125/ELIJ.2024.09.25.01
https://periodicals.karazin.ua/education/article/view/26871/23804
https://doi.org/10.32782/2663-5941/2024.4/28
https://doi.org/10.1016/j.ssaho.2024.100870
https://doi.org/10.1016/j.entcom.2024.100893
https://doi.org/10.1016/j.stueduc.2024.101388
https://doi.org/10.1016/j.procs.2024.09.556
https://doi.org/10.1016/j.compeleceng.2019.01.002
https://doi.org/10.1177/10468781241271082
https://doi.org/10.1016/j.compedu.2024.105000
https://doi.org/10.1016/j.compedu.2025.105393

ISSN 2074-8922 IIpob6iemu imxeHepHo-nieaaroriuaoi oceitu. 2025. Bumyck 85

knowledge? Computers & Education. 2025. Vol. 231.
DOI: https://doi.org/10.1016/j.compedu.2025.105277

14. Meylani, R. Gamification and Game-Based Learning in Mathematics Education for Advancing
SDG 4: a Systematic Review and Qualitative Synthesis of Contemporary Research Literature.
Journal of Lifestyle and SDGs Review. 2025. Vol. 5(2). DOI: https://doi.org/10.47172/2965-
730X.SDGsReview.v5.n02.pe04567

15. Mikrouli, P., Tzafilkou, K., Protogeros, N. Applications and Learning Outcomes of Game Based
Learning in Education. International Educational Review. 2024. Vol.2(1). Pp. 25-54.
DOI: https://doi.org/10.58693/ier.212

16. Sikora, Y., Chernykh, V., Shaforost, Y., Danylyuk, S., & Chemerys, I. Leveraging gamification
and game-based technologies for educational purposes. Multidisciplinary Reviews. 2024. Vol. 7.
DOI: https://doi.org/10.31893/multirev.2024spe008

17. Veselinovic, L., Cinjarevic, M., Turulja, L., Torlakovic, A. Let’s climb the ladders of digital
game-based learning experience: a means-end chain perspective. Interactive Technology and
Smart Education. 2025. DOI: https://doi.org/10.1108/ITSE-09-2024-0210

Crarts Hagiinuia no penakiii 26.08.2025
Crarts pekomeHoBana 10 apyky 17.10.2025 Ony6mixosano 30.12.2025

OLHA DUSHCHENKO, PhD (Pedagogy),
Acting Associate Professor of the Department of Mathematics, Informatics and Information Activities
e-mail: olyanichi@gmail.com ORCID ID: https://orcid.org/0000-0002-7934-0299
Izmail State University of Humanities,
12 Repina Str, 1zmail 68600, Ukraine

USING GAMIFICATION AS AN INNOVATIVE TECHNOLOGY IN TEACHING
PROGRAMMING TO FUTURE TEACHERS OF COMPUTER SCIENCE AND
MATHEMATICS

Abstract. Modern military realities require a new organization of the educational process. Scientific and
pedagogical workers are faced with the question of forming the readiness of future teachers for innovative
activities in the future. One of the options for solving this issue is the use of gamification statistics as an
innovative technology.

Previously, game technologies were used in the education of young children (children of early, preschool
and primary school age). However, now more and more often game technologies are used in the education of
children of middle and senior school age, as well as adults, in particular, higher education students. A game
learning environment is immediately perceived by users as something interesting, creative and inspiring, but at
the same time the use of such an environment has an educational character. Accordingly, if a game learning
environment is perceived in this way by users, then educational tasks with game elements will be perceived
differently than ordinary educational tasks, for example, with interest, motivation to create something new. By
the way, the use of game elements in educational tasks is defined as gamification.

The article analyzes the scientific works of Ukrainian and foreign scientists, systematizes the results of
research, and summarizes the existing experience of using gamification in the educational process. The concept
of "gamification™ is defined as an innovative technology that provides the use of game elements in a certain area
of human activity, including education, in order to form certain knowledge and skills in an accessible learning
environment.

Gamified tasks are modeled for teaching programming to future teachers of computer science and
mathematics. The developed tasks involve the creation of game projects that can be performed during
programming laboratory work. The possibilities of creating projects and scripts for them are presented.

It is determined that the use of gamification in the educational process contributes to the development of
creativity, imagination, and critical thinking of future teachers of computer science and mathematics.

KEY WORDS: gamification, programming, Scratch programming environment, training of future
teachers of computer science and mathematics, innovative activities.
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