ISSN 2309-1460. HoBiTHi KOMM'tOTEpHI TexHonorii T. XVI (2018)

Opraxizaiisi IOTOYHOT0 KOHTPOJIIO 3HAHb CTY/I€HTIB
3 BUKOPMCTAHHAM OHJIaiiH-cepBicy Kahoot!

INammua Bonomumupisaa Txragyk
Kadenpa indopmarrku Ta iHGOpMaIiHHO-KOMYHIKAIlIHHIX TEXHOJOT1H,
YMaHCBhKUH JepKaBHUK NenarorivHuil yHisepcutet imeHi [1aBna Tuunnwy,
Byn. Canosa, 2, M. YManp, 20301, Ykpaina
galanet82@gmail.com

AHoTanist. Memoio Oocniddcenns € BIPOBAPKEHHS OHJIAMH-cepBicy
Kahoot! sk 3aco0y 3mificCHEeHHS IMOTOYHOTO KOHTPOJIO 3HAHB CTYAEHTIB Ta
MiABUILEHHS MOTHMBALl [0 HABYAHHSA. 3Jadauamu OO0CHIOJCEeHHs € aHali3
onnaitn-ceppicy Kahoot!, ¢hopmyBaHHs nuTaHb Ais 3A1MCHEHHS MOTOYHOTO
KOHTPOJTIO, TIPOBEACHHSI TECTYBAaHHSI Ta OLIHKA €(DeKTHBHOCTI BUKOPHCTAHHS
JIAHOTO OHJIAMH-cepBicy. 06 ‘exkmom OocaiodcenHs € TIPoleC OopraHizarii
KOHTPOJIIO 332 HaBYAJIbHO-I13HABAJILHOIO AiSJIBHICTIO CTYIEHTIB. [Ipedmemom
docaiddicenHs € MPOIIeC OpraHi3alii MOTOYHOr0 KOHTPOJIO 3HAHb CTYJICHTIB
MIPY BUBYCHHI JUCIHUIUTIH 1HGOPMATHYHOTO IIUKITY 3 BUKOPUCTAHHSAM OHJIAMH-
cepicy Kahoot!. ¥ po6orti 3xilicHeHO aHami3 oHjaiH-cepBicy Kahoot! Ta
OMHUCaHO 0COOIMBOCTI IOro BHUKOPUCTAHHS MUl 3AIHCHEHHS IOTOYHOTO
KOHTPOIIIO 3HaHb CTyACHTIB. Y cepemoBuili Kahoot! cTBopeHo Tectu mmns
3a0e3MeYeHHs IOTOYHOI0 KOHTPOJIIO iIHPOPMATHYHHUX JTUCIHILIIH Ta OMIHCAHO
0COONMMBOCTI 1X BHKOPHCTAaHHS B YMOBax MPOBEICHHS OYHUX 3aHATh. s
BHU3HAUCHHS €(EeKTHBHOCTI BHKOPHUCTAaHHS OHJaiH-cepBicy Kahoot!
BUKOPUCTAHO METOJ TMENaroridyHOr0 eKCHEPHUMEHTY, pe3yabmamu SIKOTO
JIOBOZASITh TMO3WTHBHUI BIUTUB LOTO 3acO0y Ha PiBEHb 3aCBOEHHS 3HAHb
CTYJICHTIB Ta MiJBUINECHHS MOTHBAIlii 10 HAaBYaHHS. 3alpOIIOHOBAaHUH 3aci0
MEPETBOPIOE MACHBHOTO CTYACHTA, SIKHH CIpUiiMae HABYAIBHUN MaTepiai Ha
MOBEPXHEBOMY piBHi, Ha MUIECHPSIMOBAHOTO Ta MOTHBOBAHOTO yYacHHUKA
HaBYAIBHOTO TPOLIECY, SIKMH TTIMOOKO BUBUAE MaTepiall Ta 3AIMCHIOE aKTUBHY
PO3YMOBY JiSUTbHICTD.

KiouoBi caoBa: omnmaiiH-cepBic Kahoot!; mnoTouHuil KOHTpOIIB;
MOTHBAIliSl HABYAHHS; TECTYBaHH.

H. V. Tkachuk. Organization of the current student’s knowledge
control of using the online service Kahoot!

Abstract. The aim of the study was to introduce the online service Kahoot!
as a tool for current student’s knowledge control and enhancing motivation for
learning. The objectives of the study are to analyze the online service Kahoot!,
the formation of questions for the implementation of current control, testing
and evaluation of the effectiveness of the use of this online service. The object
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of the study is the process of organizing control the educational and cognitive
activities of students. The subject of the study is the process of organizing the
current student’s knowledge control during the study of informatics using the
online service Kahoot!. The analysis of Kahoot! online service and the features
of its use for the current student’s knowledge control was described. To
determine the effectiveness of using the online service Kahoot! we used the
method of pedagogical experiment, the results of which prove the positive
impact of this tool on the level of students’ knowledge and increase motivation
to study. The instrument proposed by us transforms a passive student into a
purposeful and motivated participant in the learning process, who thoroughly
studies the education material and engages in active brain activity.

Keywords: online service Kahoot!; current control; educational
motivation; testing.
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Y mpoueci HaBYaHHS MOTOYHMK KOHTPOJb 3HaHb CTYAEHTIB BiJirpae
BaXJIMBY POJIb T A€ 3MOTY BUSBUTH 1 CBOEUACHO pearyBaTH Ha MPOTAIUHH Y
3HaHHAX. KpiM TOro, MOTOYHMI KOHTPOJIb CIIPHSIE TOJJATKOBIM MOTHBAIIIT ISt
BUBYCHHS HABYAIBHOIO MaTepialy BIPOAOBXK BUBUCHHS JHCIUILIIHU.
Peanizarisi MOTOYHOrO KOHTPOMIO 3a0e3meuye 00 €KTHBHICTh OI[iHIOBAHHS
3HaHb CTYJICHTIB Ta palliOHAJFHE BUKOPUCTAHHS Yacy HaBYAIFHOTO MPOIECY,
10 0COOJIMBO aKTyaJbHO MPH IPYIOBi (OpPMI HABUAHHS, KOJIU 3aTPaTH Yacy
Ha CIUIKYBaHHS 3 KOXHUM CTYJICHTOM HaJTO BEJMKI.

s mpoBeseHHsT MOTOYHOTO KOHTPOJIIO HaMU OOpaHO OHIIaiH-CepBic
Kahoot! [2]. Bubip came 1150ro 3aco0y 3yMOBJICHO HOTO BUCOKHM PEHTHHTOM
cepell TaKuX cepBiciB sk Socrative, Quizizz, Triventy, Plickers (puc. 1).

18 6ep. - 24 6ep. 2018 \4& :'

- - — e - Plickers e | S

Puc. 1. Peiitunr cepsicy Kahoot! 3a nannmu Google Trends ctanom Ha
18-24 6epesns 2018 poxy

Jannit 3aci6 3acHOBaHMI HAa BUKOPHCTaHHI Takoi (OPMHU NOTOUHOTO
KOHTPOITIO, SIK TECTYBaHHS 1 MPU3HAYCHUH JJIS MOTO MPOBEJCHHS B MEXax
aymTUTOpHUX 3aHATh [1]. Po3rmsHeMO 0COOMMBOCTI TPOBEACHHS TaKOTO
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TECTyBaHHS.

[lepen mpoBemeHHSAM TeCTyBaHHS BHUKJIanad 3aHOCHUTH B 0a3y Kahoot!
TECTOBI MUTaHHS Ta BH3HAYAE OCHOBHI MapaMeTpH yd4acTi. 30KpeMa, OHJIaiH-
CepBiC TIPOMOHYE YOTUPU BapiaHTH TPOBEIEHHS TecTyBaHHA: Quiz
(BikTopuna), Jumble (mocmimoBHicTh), Discussion (amckycis), Survey
(aHkeTyBaHHA). SIK MOKa3ye MOCBiM, HAWKpAIe BUKOPUCTOBYBATH TECTYBaHHS
tuny Quiz (BiktopuHa). CTBOpEHi B CEpElOBHII 3aBJaHHS MOXXYTb MiCTUTH
HE TIIbKKM TEKCT, ane U rpadikm, TaOmuIi, 300pakeHHs, ayaio Ta
BigeopparmMenTn. KoxkHe MATaHHS MOYKHA HAJAIITYBATH: BU3HAYUTH 4YacCOBI
MeXI1 BiJIOBi/Il HA HBOTO Ta BiOOpaXKeHHA OalliB 3a MpaBUJIbHI BIAMOBIAL Ta
MIBUAIKICTD.

Ha 3aHATTi Mig yac TecTyBaHHS CTyJCHTAM MOKHA BUKOPHCTOBYBATH SIK
KOMITU'IOTep, Tak 1 MOOiNbHUI mpucTpii. Bukmagady  notpiOHO
BUKOPHCTOBYBATH TOJIOBHUI KOMIT IOTEP, IO MiIKIOYSHUN IO MPOEKTOpa Ta
BHBOJMThH Ha €KpaH TOJIOBHY CTOpiHKY oHaitH-cepBicy (https://kahoot.com/).
Ha ronoBHiii cropiHmi 3HaX0quThCs cnenianbuuii PIN-kon BXoay B cuctemMy
JUTSL TIOYATKy TecTyBaHHS. JIJis TOro, M00 ONMWHUTHUCH Y TECTOBIN «KIMHATI»,
CTyJIeHTaM MOTPIOHO BBECTH IIeH KOJ Ha cTopiHI https://kahoot.it/. BapianTu
BiJIIOBi/IeH HA MUTaHHS BiTOOPakeH] y BUIIISAI TEOMETPHYHIX DIryp, TOMY Ha
CBOEMY TPUCTPOi CTYJACHTOBI MOTpiOHO Jmme oOpaTH NPaBHIBHY
reoMeTpuuHy Qirypy (puc. 2).

AKi BM 3HaETe BMOW KOMM'toTepHOI rpadiki 3anexHo Big
cnocoby hopMyBaHHA 306paxmeHs?

A e
FanuHa
. .

Puc. 2. ®parmenT TectyBaHHs B cepenopuili Kahoot!

[Micns TOT'O, K KOXXCH CTYACHT BiI[HOBiCTI), BUKJIaga4 BUBOJUTH HAa €KpaH
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peUTHHT 1 KOMEHTye pe3yibTaT. PeHTHHT nmae 3Mory moOaunmTH, XTO 3
YYaCHUKIB IIBUJIIC BIIOPABCS 13 3aBJaHHAM 1 CKUIbKHM OaiiB HaOpaB. Take
3MaraHHs CIpHS€E CTBOPCHHIO MO3UTHBHOI MOTHBAIil O BHBYCHHS
JUCIUILTIHYA T CTUMYJTIOE CTY/ICHTIB JI0 aKTHBHOT pOOOTH.

BaxmBoro 0COOIMBICTIO BUKOPUCTAHHS JITAHOTO CEPBICY € MOXKIIHBICTh
CTBOPEHHS CYMiCHOTO OCBITHBOTO CEpENIOBHINA, K€ 3a JOTIOMOTOI0 METOIY
3MaraHHs MOTHBY€E CTYACHTIB Ha JOCSTHEHHS KPAI[Oro pe3yJbTaTy, a TAaKOX
BHUKIIMKA€ IHTEPEC HE TUIBKH JIO BHBUYCHHS IPEIMETy, aje W JI0 mpolecy
TECTYBAHHS Ta OL[IHIOBAHHS 3HAHB 3aralloM.

ITicnst mpoBeEHHS TOTOYHOTO KOHTPOJIIO, BUKIAAAaY MOXKE 3aBAaHTAXKUTH
pesyipratn Ha Google-muck abo Ha BIacHWi KoMm'otep y ¢opmari *.xlsx
(enextponni Tabmumi Excel). ¥V daiini Oyne BimoOpakeHO Miciie, sIKe 3aiHsB
CTYJIEHT, Horo mpisBuile (ado iM’s, SIKe BiH BKa3aB Y «KiMHATi» TECTyBaHHS),
KIUJIBKICTH 0ajiB, KiJIBKICTh HMPAaBMJIBHHUX 1 HENPABIIBHHUX Bixnosigel. Oxpim
3araJbHOTO PE3YNbTATy, € MOKIUBICTh IMEPETIITHYTH CTATUCTUKY BCIX ITUTAHB
BIKTOPHHH 1 BUSIBUTH Ti, K1 OyJIM CKIQIHUMH JJIs1 CTY/ICHTIB.

Jlns BU3HAYCHHS €()eKTHBHOCTI BUKOPHCTaHHs OHJaiH-cepBicy Kahoot!
mporsrom [ Ta Il cemectpy 2016-2017 HaB4ambHOTO POKY NPOBEACHO
MEeIaroriYHui eKCIepuMeHT. B excriepuMenTi B3su ydacth 23 cryneHtd |
Kypcy ¢akyneTeTy (i3MKH, MaTeMaTWKu Ta iH()OPMATHKH, sIKi BUBYAIU
mucuuiuting  iHpopmatnaaoro 1wy («lHpopmatmka Ta IKT», «OcHOBH
KOMIT'FOTEPHHX MeEpeX Ta cuctem»). Jns koHTponbHOI rpymu (12 0cih)
MOTOYHUN KOHTPOJb 3MIMCHIOBABCA y BUIJISIAI TECTYBaHHS B CEPEOBHIII
Moodle, Toxi sk mis ekcriepuMenTanbHOi (11 oci6) — B cepenoui Kahoot!.

Ha moyatky mpoBeneHHs eKCIIEpUMEHTY OYIIO MPOBEICHO TECTYBAHHS B
000X Tpymax Ta BHSBICHO NPHOIM3HO OJHAKOBI PIiBHI YCHIIIHOCTI B
KOHTPOJIbHIH Ta eKCIIepUMEHTaJIbHIN Ipynax (puc. 3).

450% 40,0%
38,7% 34,5%
40,0% g 3 4
g 35,0% 31.0%

350% 32,2%

30,0%

300% | 27,6%
25,8% 250% 24,1% 24,2% 24,2%
250% 22,6% 22,6%
19,4% 193%  194% 20,0% 17,2% 17,2%

20,0%
150% 15,0%
10,0% 10,0%

5,0% 5,0%

0,0% 0,0%
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micemecrp Il cemectp =i cemecrp Il cemectp
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Puc. 3. /IlunaMika HaBYaNbHUX JAOCSTHEHb CTYNIEHTIB

a) KOHTPOJIBHOT rpymH, 0) eKCIIEpUMEHTAIBHOT TPYITH

Takum ymHOM, MOXIUBOCTI cepBicy Kahoot! po3mmproioTs crekTp
METO/1iB aKTHBHOT'O HABYAHHSI Ta MiABUIIYIOTH iHTEPAaKTHBHICT IPH BUBYCHH]
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Ta 3aKpiIUICHHI HaBYaJIBHOTO MaTepiamy. HaBemeHi pe3ynpTaTé JOCIHiIKEHHS
JIA0Th MIJCTaBH 3pPOOWTH BUCHOBOK, IO BIPOBADKEHHS OHJIANH-CEpBICY
Kahoot! Ta opranizaiist Ha #Oro OCHOBI MOTOYHOI'O TECTYBAHHS MO3UTHBHO
BIUIMBAIOTh HAa BHBYCHHS AWCIMILTIH iH(GOPMAaTHYHOTO IWMKIY. OCOOIHBO
BiIMI4a€ThCS TIO3UTHBHA MOTHBAIiS B HABYAaHHI Ta 3aIliKaBJIEHICTh CTYICHTIB
HABYAILHOI JUCIHUILIIHOK, FOTOBHICTh BHKOpUCTOBYBaTH cydacHi IKT Ta
MOOILIBHI 3aCO0HM [IjIs1 HAaBYAHHS.
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