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FEAMIPIKALLIA OCBITHLOTO NPOLIECY NiA YAC BUBYEHHA AUCLMNAIH NPUPOSHNYO-MATEMATUYHOIO LIMKNY
Y4YHAMMU 33CO

AHomayis. B cmammi su3sHa4eHo noHammesuli anapam eelimigikayii, 30kpema y npouyeci Hag8YaHHA yuHie 33CO,
HasedeHO a8MopcbKe bavyeHHA MpPaKmysaHHA 6a308ux mepmiHie. BusHavyeHo cy4acHuli cmaH po3pobreHHA npobaemu
8nposadxeHHa eelimigikayii 8 oceimHrili npouyec. O6rpyHMOBAHO HeOobXiOHiCMb WUPWOo20 8UKOpUCMAHHA 2elimigikauil y
HABYQHHI. 30 pe3yanbmamamu OUiHIOBAHHA YYHI8 HABYAsbHI O0CAZHEHHA 3 memMu «An20pummu i Npopamu» Kpawi 8 mux
Knacax, 0e Ha ypokax bynu suxkopucmaHi enemeHmu eelimugpikauii. [JaHa mema, 8 c8ot0 Yepay, rnepedye BUBYEHHIO
Mpo2PAMYBAHHA Yy HACMYNHUX Kaacax. HagedeHO Makox i npuyuHU npobsaem noe’a3aHuX 3 BUKOPUCMAHHAM 2elimigikayii Ha
YPOKaXx, 30Kpema, 8i0CymHicmb mexHiuHo20 06:100HAHHS, 8i0CYMHICMb A0KANI3auii oKpemux naamgopm moujo.

dopmyntosaHHa npobaemu. 3a ymosu CMPIMKO20 pO38UMKY Cy4acHO20 ceimy, 00 oceimu sucysarome HOBI sumoau
w000 Has4YaHHA i po3sumKy scebiyHo po3suHeHoi ocobucmocmi. lMpouyec eelimigikayii ocsimu 0o3sonse 8iOkpusamu Hosi
rnepcnekmueu Ha84aHHSA Y4Hi8 Ha YPOKAX MPUPOOHU4O-MAMEeMamMU4YHO20 YUKY.

Mamepianu i memodu. BukopucmaHi meopemuy4Hi Memoou 00CNiOHeHHA: AHANI3, y3a2aabHeHHs, cucmemamusauis
HAYKOBUX MA HAYKOBO-MemOoOUYHUX Oxcepen 3 npobaemu O0CAIOMEHHSA, AHAAI3 ICHYIOYUX MOHAMSb, M08’A3AHUX 3 MEMOIO
00cnidmceHHA 30017 N00ANbWO20 BU3HAYEHHA MEOPEMUYHUX 30CA0, YMOYHEHHS 3MICMY OCHOBHUX MOHAMb, AHA/I3 HABYANbHOI
nimepamypu.

Pesynbmamu. byno 30ilicHEHO B8UBYEHHA [CUX0/1020-Neda202iYHOi ma Has4anbHoi saimepamypu 3 npobaemu
0ocnionceHHA ma 3’AC08AHO AK 8uC8iMAeHa mema 8 HayKosux mnybsikayiax. Aemopamu BUKOHAHO cucmemMamusayiro
mepmiHoM02iYHO20 anapamy ma eusaeneHo cmyniHb Po3pobaeHHA OaHOI NPobaemu 8 HayKo8UX OOCIOHEeHHAX.

BucHoeKu. lelimigikauia — ye mexHonozia oceimu, AKA WBUOKO po38UBAEMbLCA | MA€E 8eauKkuli nomeHuian wodo
Mo3UMUBHO20 8M/aAUBY HA epeKmuUBHICmb 0c8imHbo20 npoyecy. [oceid Haykosyie 3 0aHoi Mpobaemu 0o3soa5€ 3pobumu
BUCHOBOK Mpo me, wo 2elimigikayia 8 ocaimHili disnbHocmi Mae npaso icHysamu AK iHCMpyMeHm, AKUU CrIPUAE CMBOPEHHIO
YMoe 0115 hopMyB8aHHSA Cy4YacHOI 2apMOHIliHO po3suHymoi ocobucmocmi.

Kntoyoei cnoea: 2elimigikayis, ocsima, i2posi Memoou Ha84YAaHHSA, NPUPOOHUYO-MAMeMamuYHi OUCYUniHU, oc8imHil
npoyec.

1. BCTYN

MoctaHoBKa npob6aemu. Hapasi Halle cycninbCcTBO 3a3HA€E 3HAYHUX 3MiH. Lie 06ymoBNEHO HOBMMM BIAKPUTTAMM HAYKM i
TEXHIKW, OHOBNEHHAM GaraTbox chep NHOACHKOrO KUTTA. TaKMM YMHOM, CYCMiZIbCTBO MOCTIMHO 34IMCHIOE nepexis Ha HOBWUM
piBeHb CBOTrO iCHYBAHHA, @ Pa3oMm i3 UMM 3'ABNAETbCA HEOBXIAHICTb 3MIHIOBATM OCHOBHI COUjanbHi NpoLecK, AKi NPOTiKatoTb Y
HbOMY. AJanTyoTbCA | TPaHCHOPMYIOTLCA YCi CycninbHi chepun. Yu He B NepLuy Yepry TaKi 3MiHM CTOCYHOTbCA OCBITH.

OCBITHI NpoLLec Mae NocTiHO NPUCTOCOBYBATUCA A0 HOBUX YMOB (YHKLIOHYBAHHA, B 0COBMBOCTI 3MiHM TOPKHYMUCA
BMOOPY METOAIB | TEXHOJOTII B OCBITHBOMY NMPOLLECI.

Ha cborofHiwWwHii AeHb came TeXHOJOrii HaBYaHHA AA0Tb MOXK/AMBICTb MiABULLEHHA AKOCTI OCBiTM i 3aCTOCYBaHHA
iHHOBALMHMX METOAiB B HaBYaHHI. 33 TaKMX YMOB BiAOYBA€ETLCA i TpaHCPOPMALLiA OCBITHLOrO NpoLEecy: BiAXOAATb Y MUHYe
TPaAWLiiHI MeToam, 3aCHOBaHI, B OCHOBHOMY Ha TPAHC/ALT 3HAHb, @ Ha 3MiHY M 3'ABNAIOTLCA HOBI —3aCHOBAHI HA BUKOPUCTAHHI
iHbOpPMaLiMHO-KOMYHIiKaLiiHMX Ta iFPOBMX TEXHOJIOTIN.

CyyacHa cucTema OCBIiTU 3 KOXKHUM AHeM yce binblue NoB’s3ye y4aCHUKIB OCBITHBOIO NPOLECY 3 BipTyalbHUM NPOCTOPOM
Ta Moro enemeHTamu. | Bce Binblue 3pOCTaE Po/b irop Ta irpOBMX TEXHOMOTIN: MOCTYNOBO BOHW CTAlOTb OAHWM 3 KNHOYOBUX
e/1leMeHTIB OCBITHbOrO NPOCTOPY.

Y ypHani «Popbc» HaBeLeHO HACTYMHi TeXHONOril, AKI 34aTHI 3MIHUTM OCBITY, cepes, AKUX: AMCTaHLjMHA OCBITa,
nepcoHanisauis, reimidikauis, iHTEpPaKTMBHE HaBYaHHSA, HaBYaHHA Yyepes Bigeoirpu. Cepes HaBeaeHUX N’ AT TEXHOJOTIN YOTMPU
MOXHa BigHecTn 4o reimidikauii (NlesuH, 2012).

AHani3 akTyanbHUX AOCNiAMKeHb. Pi3Hi NpobaemMHi acnekTM BnpoBagyKeHHA revimidikauii B chepu KUTTEAIANbHOCTI
NIOOMHKM, 30Kpema ocCBiTHIO, gocnigxysanum O. J1. TkaueHko (TkadeHko, 2015), A. A. MuTesa Ta [. . Monos (MuTesa&Monos),
1. M. Cepreesa (Cepreesa, 2014), nuTaHHA LWOAO BWKOPUCTAaHHA KOMM'IOTEPHMX irop B OCBITHIX WiNAX O0CAIOKEHO
A. M. bepwaackum Ta E. E. lHko (Bepwaackuin&fAHko, 2016). Teopia i npaktuka reimidikauii npeacrasneHi B pobortax
K. Werbach, D. Hunter, y AKMX HayKOBLi CTBEpPAKYIOTb, WO «pO3Bara — HaA3BMYAMHO LiHHUIA IHCTPYMEHT O/1A BUPILLEHHA
cepio3Hux bi3Hec-3aBaaHb, NMOB'A3aHUX 3 MApPKETUHIOM, MiABULLEHHAM epeKTUBHOCTI, iIHHOBALLIAMM, 3a/y4YeHHAM KAIEHTIB,
poboToto 3 NnepcoHanom Ta cTabinbHUMm possuTkom» (Werbach&Hunter, 2012). HayKoBi focnigxeHHs 3acBiavyroTh Te, WO irpu
BMN/IMBAIOTb Ha AKICTb HALLIOIO XWUTTA, CTBOPIOHOYM NO3UTUBHI eMoLii (ONTUMI3M | AONUTAMBICTL), @ TAKOX MOCUAIOKOTL COoLia/bHI
BiaHocuHu (Boiko&3eninHra,2020).



MepeBaru Ta NPob61emn BUKOPUCTAHHA rerimidikaLii B akageMiyHOMY KOHTEKCTi AocniaxKysanm B cBoii pobori S. Caball
Ta R Claris (Caball&Claris, 2016). Mpu epeKTMBHOMY BUKOPUCTAHHI eNeMeHTiB remudikalii MoXKHa y40CKOHaIUTN HaBYa/ibHe
cepeposuLle 33CO Ta cnpoeKTyBaTh Npodini y4HiB TaK, LLOO YyTBOPUTM rpynn, NpU LLbOMY BUKOPUCTATU TAaKTUKY ANA NOAANbLIOMO
CTBOPEHHA CNi/IbHOI KOMAHAM.

Haykosu,i D. AseriSkis Ta R. Damasevicius B cBoeMy gocnigxeHHi (Aseriskis&Damasevicius, 2014) nokasytoTb AK moaeni 3
KOMMN'IOTEPHUX iIFOP MOXHa BMKOPUCTATWU Ha NPaKTULi (WO € CYTTEBUM 419 HABYAHHA yYHiB). [/ LbOro BYEHi NPOMOHYIOTb
LOCNIANTU HaBIiNbLL TMMNOBI WabNOHW, WO BUKOPUCTAHI B CUCTEMAX [e HasfABHI eflemeHTU reimundikalii, Ta onncatu L wabaoHu,
BMKOPUCTOBYHOUYM IHCTPYMEHTM MOAE/IOBAHHA.

AsTopwm B. /1. By3bKo Ta tO. B. Eukano (by3bko&€Eukano, 2017) Ha OCHOBI NPOBEAEHOrO aHani3y HanNpPAMKIB rerMmidikaii
OCBITM MPOMOHYIOTb 3aCTOCOBYBATW irPOBi TEXHO/OTII Ha YpPOKax Yy AKOCTi 3acoby ¢popmyBaHHA Mi3HaBaNbHOro iHTepecy 4o
HaBYaHHA, BUKOPUCTOBYHOUM OHNAMH-CEPBICH.

1. M. NaseHKo (Ma3eHko, 2018) TpakTye rerimidikauio AK NpoLec, Wo y H6inblOCTi CNMPAETbCA Ha BUKOPUCTAHHSA
iHbOpPMaLMHMX TEXHONOTIN | PO3YMiIE Nif AaHUM TEPMIHOM BUKOPUCTAHHA NPU HaBYaHHi KOMN'lOTepHMX irop i OHNalH-BMpas 3
BMKOPUCTAHHAM Pi3HOMAHITHUX CEepBICIB.

Ha ocHoBi pe3ynbraTiB npoBegeHux AdocnigkeHb Haykosui O. B. Tpiwyk, H. M. ®ironb Ta H. C. Bonnk Bu3HavaoTb
reiimidikaujilo K HOBITHIA MeToA, AKMI Ma€e NOTYXKHWUIA NOTeHLian i 34aTHWUIA 3a1y4MTU YYaCHMKIB OCBITHBOrO Mpouecy 40
peanbHUX KUTTEBUX CUTYaLil Ta MOTMBYBATU iX Ha NeBHI Aji i 6axKaHHA NpPY 3aCBOEHHI 3HaHb (TpiwyK, dironb&Boaunk, 2019).
TaKo, Ha YMKY aBTOpIB, revmidikaLlia CyTTEBO BiAPI3HAETLCA Big, iHWMX irpoBux Gopm pobOTU CBOEID HANPAB/EHICTIO HA METY,
NnoB’A3aHy 3 peasibHO AiANbHICTIO.

K noKasye couiosioriyHe pocnigxkeHHa TNS, iHTepHeT BigBigytoTb 82 MAH YONOBIK, WO NPUBAM3HO CKnagae 66%
HaceneHHA YKpaiHu y Biui 12-64 pokis, a B CnonyyeHux LWtatax AMepukn o 2014 poKky 91% HaceneHHsn y Biu,i Big 2 £o 17 pokis
NPOBOAUTL Y KOMN'OTEPHMX irpax He MeHLwe 1 roauHu Ha aeHb (benkuH, 2016).

MeTta cratTi. BU3HauMTM NOHATIMHWI anapaT, YTOYHMUTMU 3MICT OCHOBHMX MOHATb, WO CTOCYHOTHCA BUKOPUCTAHHA
rerimidikauii B OCBiTHbOMY MpPOUECi Mif, Yac BUBYEHHA NPUPOSHUYO-MATEMATUYHUX AUCUMIUIIH, HAAATU PeKoOMeHAaLii Woao
3acTocyBaHHA remidikauii Ha ypokax y 33CO.

2. METOAU AOCNIAXKEHHA

36ip, BUBYEHHSA, aHaNI3 Ta cMcTemMaTn3alia iHpopmalii Mpo NOWMPeHHA Ta BNPOBaAKeHHA reimidikauii Ak ogHoro i3
Cy4YaCHMX iHHOBALMHUX METOAIB Yy HaBYaHHi, NPOaHani3yBaTM MOHATTEBUIA anapaT Ta METOAUKM BUKOPUCTAHHA rermmidikauii
ocsitn y 33CO. MNpu NpoBeAeHHi AoCNiAKeHHA OyayTb BMKOPUCTaHI Taki eMnipMyHi MeToaum: AiarHOCTUYHI (aHKeTyBaHHS,
ONUTyBaHHA, iHTepB’10, 6eciga) — Ana BU3HaAUYEHHA HANPAMKY 3aLikaBAeHOoCTi y reiimidikauii Ha ypoKax BUMTENIB Ta YUHIB.

3. PE3Y/ZIbTATU AOCNIAXKEHHA

3 MeTo AOCNIAXKEHHA NPOobaemMn BUKOPUCTAHHA reiMmidikauii B OCBITHbOMY Npoueci HeobxigHO 34IMCHUTM aHanis
HAYKOBMX AOCNiAKeHb Ta NybniKaui 3 4aHOi TEMaTUKKM, BU3HAYUTU OCHOBHI NOHATTA. Ha OCHOBI NpoBeAEeHOro aHanily icHyt4Yoi
TEPMIHONOTIT CNif, YTOYHUTM 3MICT OCHOBHMX NOHATb reimidikaLii Ta MoXKAMBOCTEN Ti BUKOPUCTAHHA HA YPOKax NpUpPOAHUYO-
maTtemaTtuyHoro umkay y 33CO.

Ha aymky €. B. KoHapalwosoi, reimidikauis ABNsAE co60t0 BUKOPUCTAHHA irpOBUX eNeMeHTiB | METOAiB irpoBOro Au3ainHy
B HEIrpoOBMX KOHTEKCTaX; 3aCTOCYBaHHA MNiAX0AiB, XapaKTePHMX A1 KOMN'IOTEPHUX irop HeirpoBMX NPOLLECIB 3 METOO 3a/ly4eHHS
KOPWUCTYBauiB, NiABULLEHHSA IX aKTUBHOCTI B PilLEHHA NPUKAALHUX 33434, a0 BUKOPUCTaHHA MPOAYKTIB i MOCAYr CNOXUBAYaMM.
B ocHoBi reimicdikaLii nonsrae aHani3 noBeAiHKM KOPUCTyBaYa, a TaKOXK METOLO00riA NPABUAbHOI MOTUBALLT, AKA BUXOAUTL i3
aHanisy TMNoBOI NoBeAiHKM AaHOT NtoamHK (KoHapawosa, 2017).

MopzjibHi TexHONOriT f,03BONAIOTL BPAaXOBYBaTW 0COBIMBOCTiI CNPUHATTA Ta 06PO6KM iHPOopMaLLii yuHiB (LUBMAKMI foCTyN
40 iHbopmaLii, BapiaTUBHICTb ii BUKOPUCTaHHA, IHTEPAKTUBHICTb, BidyasbHa nogaya iHpopmalii), ix iHTepecn (aganTusHi,
iHAMBIAYaNbHI OCBITHI TPAEKTOPIi), epeKTMBHO BUOYA0BYBATU MpoLLECU KOMYHIKaL,T (MexaHi3mu WBUAKOro 3BOPOTHOTO 3B'A3KY
Ta BHYTPILLUHbOrPYNOBOro CMiNIKYBaHHA), NiABULLYBATU piBEHb MOTMBALLT Y4HiB i T. A4.(AK4enoB& ManaHuHa, 2019).

O. H. NesiHa dopmyntoe ioro poboye BU3HaYEHHA reiMmidikauii AK: «ue LinecnpamoBaHmMiA | CBIAOMMIA MpoLLEC PO3BUTKY
YYHEM YMiHb, a Came, aHanilyBaTW, CMHTE3yBaTW, MOPIBHIOBATW, Yy3ara/bHIOBATW, KAacMdikyBaTM B NpoLeci HaBYa/bHOI
AOiANbHOCTI Ha OCHOBI BHYTPILWHBO 3HAYYLUMX YCTPEMiHb i 30BHilLHIX BNAMBIB» (/leBuHa, 2012). Pe3ynbTaTOM CaMOpPO3BUTKY
BBA)KAETbCA NOABA BiANOBIAHUX 3MiH B NOTPe60OBO-MOTUBALLiMHIN cdepi, 0BONOAIHHA HEOBXIAHMMM PO3YMOBMMM OnepaLiamu,
PO3BMTOK KPeaTUBHOCTI, Ni3HaBasIbHWUX YMiHb, OPiEHTALLi HA 3araIbHONOACHKI Ta 0COBUCTICHO 3HAYYLWi LiHHOCTI.(/leBuHa, 2012).

TaKkox, 3a BM3HauyeHHAM npodecopa K. Werbach 3 yHiBepcuteTy lMNeHcunbBaHii, «reimidikauis — Le BUKOPUCTAHHSA
e/IeMEHTIB rpu Ta irpoBMUX TEXHIK Y HeirpoBomy KoHTeKcTi» (Werbach&Hunter, 2012). To6To, MOXHa cKasaTu, Lo reimidikauin
CNpUAE NPOABAEHHIO 3aLiKaBAEHOCTI Ta 3any4yeHocTi «rpaBua». [JocUTb CXOXKi MeXaHi3MM aKTUBHO PO3BMBAIOTb Pi3HOMAHITHI
cepBicK Ha 3pa3ok Foursquare, Samsung Nation, Microsoft Language Quality GameTa iHwi (MuTesa&Monos).

Y ctatTi O. M. Boliko Ta 0. O. 3eniHra 3a3HayatoTb, WO reimidikalis B OCBITi — LLe MPOLLEC NOLWMPEHHS Iy Ha Pi3Hi cdepun
OCBITW, IKWI 4,03BOJIAE PO3IIAAATHU IPY | AIK METOZ, HaBYAHHA Ta BUXOBAHHSA, | IK GopMy BUXOBHOI poboTH, i fIK 3acib opraHizauii
uinicHoro ocBiTHbOro nmpouecy. CnekTp 3acTocyBaHHA revmidikaLii B OCBiTi LOCUTb WUMPOKWIA, WO A03BOJSE FOBOPUTU MPO
nepcneKkTUBK L€l TexHoorii Ta if enemeHTiB (boliko&3eniHra, 2020).

TakMM YMHOM, 3ayBaXKMMO, WO rerimidikalia — Le BNpoBagyKeHHA KOMN'IOTEPHMX irop, CaMTiB Ta iX eNemeHTiB y Ti
NPOLLECH | CUCTEMM, AKI NEPLIOYEProBO HE Malv Ha MEeTi BUKOPUCTAHHA irPOBMX KOHTEKCTIB.

[na Toro, wo6 npoBecTn aHaNi3 BNpoBagyKeHHs rerMmidikaLii y cydacHy OCBiTy, C/lig, BUOKpeMUTH fedKi il MOXKIMBOCTI, a
TaKOX CUCTEMATU3YBaTU BXKE HAABHWN [0CBIL BUKOPWUCTAHHA irpOBMX METOAIB Ta irop NpwW BUPILIEHHI OCBITHIX 3aBAaHb.
BuKkopucTaemo Tunonorito, 3anponoHosaHy N. Whitton (Whitton, 2009), sika po3noginae ocBiTHi rpu He NO BHYTPILLHIMN CTPYKTYpi
Ail rpasuis, a no cneundiyHomy GopmMyBaHHIO OCBITHLOrO NpocTopy (besnkuH, 2016):



1) BUKOPUCTAHHA KOMEpPLiMHUX PO3BaKaNbHUX irop;

2) mogmdiKauis icHytoumx irop;

3) BUKOPUCTaHHA KOMEPLiMHUX PO3BMBatOYMX irop;

4) BUKOPUCTAHHA BipTya/ibHUX CBITiB;

5) cTBOpEHHS irop Ha 3aMOBNEHHS;

6) CTBOPEHHS irop BUNTENAMM TA YUHAMM.

BuvKopucToBytOUM AaHy TMnonorito, 6yno NnpoBeAeHO ONUTYBaHHA cepes, YYHiB Ta BUMTENIB 3ara/IbHOOCBITHIX 3aKNagiB 3
METOI BU3HAUYUTU piBEHb 3aLliKaBNEHOCTI y relimidikauyii Ha ypoKax. 3a Moro pesyibTaTaMy MOXKHA BiAMITUTHU, WO 3 BIKOM Y Y4HIB
3MEHLLYETbCA IHTEPEC 40 NPOCTOI FPU Yy PISHOMAHITHI KOMN'IOTEPHI irpK, | NPM LbOMY 3pOCTAE 3aL,iKaB/eHICTb y 3MiHi AeAKuX irop
Ta CTBOPEHHI BIACHUX NPOAYKTIB.

Pe3ynbTaTM ONUTyBaHHA NPeACTaB/ieHi y MOpPIBHANLHIM ajarpami (puc.1). Y oOnNMTyBaHHi B3A/AM Y4Hi Ta BuuTeni
KprBopi3bKoi 3arasbHOOCBITHLOI WKou I-lll ctyneris N2 61 KpuneopisbKoi MicbKoi pagu JHinponeTpoBcbKoi o6acTi: 5-A Knacy
(30 yuHiB), 6-A knacy (23 yuHi), 6-b knacy (20 yuHis), 7-A knacy (19 yuHis), 7-b knacy (20 yuHis), 8-A knacy (22 yuHi), 8-b knacy (23
yuHi), 9-A knacy (30 yuHiB), 10-A knacy (23 y4Hi) Ta yumnTeni (3aranbHoto KifbKicTio 15 4onoBgik), cepes, akux 10 yuntenis cepegHboi
Ta CTapLUOi IAHKK, 5 yuntenis No4aTKOBOI LWKOAN. 3aranbHa KisIbKiCTb pecnoHAeHTiB cknana: 210 yyHis Ta 15 suntenis.
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BukopuctaHHs Mopudikauin BuKkopuctaHHA BukopuctaHHsa CtBopeHHA irop Ha  CTBOpeHHA irop

KoMepLiiHMX icHytounx irop KOMEpPLiAHNX BipTyanbHMUX CBITiB 3aMOBNEHHA BUMTENAMM 3

po3BaKasbHUX irop pO3BMBAOYUX irop YYHAMM
M YuHi 5-7 knacis M YyHi 8-10 knacis Buuteni

Puc. 1. MopieHAnbHa diaepama HaNpAMKY 3auikasaeHocmi'y 2elimigpikayii Ha ypoKkax

loBopsAYM came npo rerimodiKauito Ta ii e1eMeHTU Ha YpPOoKax Yy 3aK/1afax 3ara/ibHoi cepefiHboi OCBITU, MOXKHA BiAMITUTH,
LLLO HAMYaCTiWe TaKi MeToaM BNPOBaAKYHOTb 33 JONOMOroH Beb-pecypcis UM cepsicis. MoXHa BUAINUTY AeKislbKa NONYAAPHUX
MaaaHuMKiB ana peanisadii revimidikaLii B ocBITHbOMY npoLieci, a came:

— Alice (https://www.alice.org/), Scratch (https://scratch.mit.edu/), Cryais Koay (https://studio.code.org/) — oHnaiH
cepeaoBULLA A/ BUBYEHHS OCHOB aZirOPUTMI3aLii Ta NPorpamyBaHHs y irposux Gpopmax;

— CodeSchool (http://codeschool.uzhnu.edu.ua/) — cepsic HaB4aHHA NPOrPaMyBaHHIO 3 esleMeHTamu reimidikaLi;

— Mathletics (http://uk.mathletics.com/) — OcCBITHI caliT gAsA LWKOAAPIB, CNPAMOBAHWI Ha 3ajyyeHHA Aited Ao
MaTeMaTUKM Yepes irpu Ta 3maraHHs;

— Kahoot! (https://kahoot.com/) — 6e3KOWITOBHMIT OHNANH-CEPBIC 41 CTBOPEHHA IHTEPAKTUBHUX HABYA/IbHMX irop;

— LinguaLeo.ru (https://lingualeo.com/ru) — uikasuit i ebeKTUBHMII CNOCIO BUBYEHHSA IHO3EMHUX MOB;

— MinecraftEdu (https://www.minecraft.net/) — Le oHNANH-CUMYNATOP, B AKOMY rPaBLLi MOXKYTb CTBOPIOBaATU 3 6/10KIB
irpoBi CBITH, @ TAKOXK B3AEMOZAIATY 3 iHLUMMM FPaBLAMM, aKTUBHO 3aCTOCOBYETLCA Y HaBaIbHOMY NPOLLeci;

— WorldofClasscraft (WoC) (https://www.classcraft.com/) — 6e3koLwToBHa irpoBa naatGpopma, L0 BiAHOCKTLCA 40 chepn
NMPOEKTYBaHHA HaBYaHHA. Lle OCBITHA po/ibOBa OHMAMH-TPA. YNPaBAfA€ rpoto BUMTENDb (MaiicTep), BiH e po3aae 6anu 3a pisHi
[OCATHEHHA (BMKOHAHHA 3aBAaHb, BiANOBIAI HAa NUTaHHA). MepeabayaeTbea cMcTEMA irPOBMUX 330XOUEHD | MOKapaHb;

— Aunknin IHTepHet Nic (http://www.wildwebwoods.org/) — rpa-nogopox Ans HalMEHWMWX KOPUCTyBadvis mMepexi
IHTEpHET, AKa nepenbayae BUKOHAHHA PiISHOMAHITHWX 3aBAAaHb Ta KBECTIB, Y NPOLLECi AKUX BifbYyBaeTbCA 3aCBOEHHA MpaBwn
6e3neyHOro KOPUCTYBaHHA MepPeKeto Ta 3aCTOCYBaHHA LMX 3HaHb Ha NPAKTUL.

30Kpema, BULIIMMO NpeameT, SKUIA Ha 6araTbox ypoKax nepesbayae BUKOPUCTaHHSA reimidikaLii, came, iHpopmaTtuky.

BiNbLicTb NigPYYHMKIB 3 iIHGOPMATUKM NPONOHYE BUKOPUCTOBYBATU CEPEAOBULLE NPOrPamyBaHHA Ans aitei CKpeTy, sike
MOXXHa BCTaHOBUTM Ha MK abo 3aliTV Ha calT i NpautoBaTh OHAAMH. Haxanb, AaHWI NporpamHuii NPoAYKT LikaBui y GinbwocTi
CBOIW, YYHAM, AKi BXXe MaloTb J0CBif4 pobOTM 3 aArOPUTMaMM, OCKINIbKM YacTille YYHAM He AyKe noAobaeTbca CTBOPHOBATU
HeBe/IMUKi NPOCTi NPOrpamm, AKi 3MyLLYBaATUMYTb NePCOHaKa NPOCTO pyxaTuca, a 414 TOro, Wob cTBOPUTH BinbLu-MeHLL CKNagHy
rpy, NOTPiBHUI [OCBIT PpOBOTH 3 ANTOPUTMAMMU.

[o Toro X 6iNbLicTb Y4HIB cepeaHbOT TAaHKK BiA4AlOTb Nepesary NepcoHanisoBaHWm irpam Ha 3pasok Minecraft, Tomy
BMKOPWCTaHHA Ha ypoKax cepegosuila CKpeTy NoCTynoBo BTPaYaEe NpuBabanBicTb AnA yUHIB.

Buxozom 3 faHoi cuTyaLii cTaB oauH i3 Beb-pecypciB, HaBegeHWX BuULLEe, a came — Ctyaia Koay.

OaHuit pecypc nepesbayae AK HaBYaHHA AaNrOpMMI3aLii, Tak i MOXK/AMBICTb rPaTU y 3HAMOMI iIrpy 3 BUKOPUCTAHHAM
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anroputmis. CallT NPOMOHYE AEKiNbKa KypCiB 3 Pi3HOI KiNbKICTIO i CKAQOHICTIO 3aBAaHb, AKi CNPAMOBAHi Ha HAaBYaHHA Y4YHA
BMKOPUCTOBYBATW PiI3HOMaHITHI anropuTMiYHi CTPYKTYpU B irpoBiii ¢opmi. YacTiwe 3a BCce reposiMm TakMX irop CTaroTb 3HaioOMi
LOiTAM NepcoHaxi 3 irop i MynbTiNbMiB, WO 36iNblUYE iIHTEPEC YYHIB 40 HaBYabHOrO MaTepiany.

[ns yuHiB, AKi BXXe MatoTb 40CBig, pob0TH 3 anroputmamm y BUragi 610KiB, NPONOHYOTLCA FOTOBI irpy, Y AKMX NOTPIGHO
KepyBaTu NepcoHaxKem, BUKOPUCTOBYIOUM CBOI 3HAHHA Ta YMiHHA. Came A0 TaKMX HaBYa/IbHUX irOp YYHi NPOABAAIOTL CTIMKUIA
iHTepec, OCKiNIbKK, HaNpUKAaa, cepes, 3anpPonoHOBAHOIO HAa AAaHOMY CaliTi MOYHa 3yCTPITU BiATBOPEHY YAaCTUHY irpOBOro CBIiTY
Minecraft, 3 Akum 3Hallomi maiixke yci. KepyBaTh MoZibHMM NepcoHa)kem, NPOXoAAYW PiBHI i BUKOHYKOUM 3aBOAHHS, SKi
nepenbayatoTb BUKOPUCTAHHA aNrOPUTMIYHUX CTPYKTYP, AOCUTb NPOCTO i LiKaBo, A0 TOro X GiNbLWiCTb AiTel CNpUimae Take
HaBYaHHA came fAK rpy.

TaKoK, 418 HabyTTa i NPAKTUYHOIO 3aCTOCYBaHHA 3HaHb 3 aNroOpUTMI3aLi i NporpaMyBaHHA MOXKHA 3amnpOMNOHyBaTK
pecypc Baokni (https://blockly.games/). Ha nepwwuii nornsg moxke 34aTUCA, WO AaHUIM Pecypc PO3paxoBaHUM Ha Y4HiB
NOYaTKOBOI LUKOMMN, OCKINIbKM MICTUTb Ay*Ke MPOCTi 3aBAAHHA, @ TAKOXK AEAKi irpy micTATb 3MICTOBI AiHii iHWWX npeameTis:
MaTeMaTUKK, NPUPOLO3HABCTBA TOLLLO.

Cnpasa B TOMy, WO 6inbWicTb NOAIBHMX Mporpam i pecypcis NPOMNOHYIOTb BUBYEHHS MPOrpamyBaHHA ANA AiTeil Ha
NPUKNAAi Pi3HOKOIbOPOBUX B10KIB, AKI NOEAHYIOTLCA MiXK COBO0, AK LUMATOUKM Na3niBs, WO 6iNbl KOPUCHO i LiKaBO y4HAM 2 — 6
KNaci., afie He BiNblu CTapWwnm AiTAm.

OAHaK, NpautoyM 3 AaHMX PEecypcom y NOAANbLIOMY, BMABMIOCH B MPOLECi CMOCTEPENKEHHA, LLO MOro MOMKHa
BMKOPMWCTOBYBATU Nif, 4ac NpoBeAEHHA YPOKIB He TiZIbKM 3 MONOALWMMUM YYHAM, ane 1 3i CTapwoKaacHuKamM. HaBeaemo gekinbka
irop, fKi, 3paBanocsa 6, CTBOpPEHi A4NA TUX, XTO TiIbKM NOYaB ONAaHOBYBATW anropuTMy Ha H6asosBomy piBHi. Ane Bxe nicns
BMKOHAHHSA NepLoro i HaMNpocTiWoro 3aBAaHHA BMABMOCA, WO NICAA YCMIWHOIO AOCATHEHHA METW HA eKpaHi 3'aBnAeTbca
BiKOHLe 3 AeKilbKOMa aHaNorYHUMM KOMaHZamMK Ha MOBI MporpamyBaHHA JavaScript Ta ix NPaBUAbHUM CUHTAKCUCOM ANA
NnoAanbLIOro BUKOPUCTaHHSA. TaK NicnNAa BUKOHAHHSA 3aBAAHHSA, AKE MA€ Ha MeTi Ma/ltoBaHHsA KBaZpaTy 3acobamum anroputmisadii,
YYHi OTPMMYIOTb @aHaNONYHUIA 3aBAAHHIO MPWUKNAZ, 3anucy NPOCTOro LMKAY Ha MoBi JavaScript. TakMm YMHOM, YYHi MaloTb
MOXX/IMBICTb BUBYATU KOMaHAM AaHOi MOBM MPOrpamyBaHHA NPOCTO rpatoyn y 6inbL NpocTi irpu po3milleHi Ha JaHoMy pecypci.
Halib6inbly nonynapHicTb BAOKAI Ma€e y TUX y4HiB, AKi B 0C06/MBOCTI 3aLiKkaBieHi BUBYEHHA Beb-aAM3aliHy Ta MOro eNemMeHTiB.

Po60Ta yyHiB 3 BULLE 3a3HAYEHUMM |HTEPHET NNaTGOopPMamm, cMCTEMaMM Ta pecypcamm 3HA4HO 36inblunia eGeKTUBHICTb
BMBYEHHA TEMU «AITOPUTMM | NPOrPaMm», Y4Hi NoYanu NPoABAATK Binblue iHTepecy A0 NpeaMeTy i 3Ha4YHO aKTMBHiLLe NoYanu
npautoBaTh Ha ypokax. MopiBHAHO 3 MonepeaHiMM KAacamu, yYHi OTpMMann BULLMIA 6an 3a NiACYMKOBE OLHIOBAHHA 3 TEMU i
3MOIN Kpallie BNopaTuCA 3 iHAMBIAyaIbHUMM NPOEKTaMM MO TEM.

4. BACHOBKU TA NEPCNEKTUBU NOAAIbLLOIO AOCNIAXEHHA

MpoBeaeHe AOCNIAXKEHHA MOKA3YE, WO € pi3He TPAKTyBaHHA MOHATTA reimidikauii, ocobAnMBO KOMM L CTOCYETbCA
OCBITHBOrO NpoLecy. Buxoaaum 3 Toro, Wo po3ymMitoTb Mig LM TePMiHOM, ByayTb 3MiHIOBATUCh | CNOCOOU MOr0 BUKOPUCTAHHA.
MpoTe 6inbLicTb HAYKOBLLIB Y CBOIX pObOTaxX AiNLWAM BUCHOBKY, WO reiMmidikaLis — e npoLec BrNpoBagKeHHA KOMM IOTePHUX
irop y HeirpoBe cepegoBuie. TaKMM YMHOM, aHaNi3 NCUXONOrO-NeAaroriyHoi, HayKOBOI Ta HaBYa/bHOI NiTepaTypu, a TaKoXK
NeBHWUX JOCNioKeHb B 061aCTi irpOBUX OCBITHIX TEXHONOTI | BUKOPUCTaHHA reiimidikalii B OCBiTi a€ Ham NiACTaBy pO3rnALaT
reimidikauilo AK negaroriyHy KaTeropito, nif AKOK PO3YMIETbCA 3aCTOCYBAaHHS B HaBYaHHI MiAXOAiB, XapaKTEpHUX ANA
KOMN'tOTEPHMX irOp, 3 METO MiABULLEHHA MOTUBALLiT YYHIB | CTBOPEHHA YMOB ANA X CAMOPO3BUTKY Ha OCHOBI BUKOPWUCTAHHA
CUeHapiiB, CLLeHapHUX eNeMeHTiB (BipTya/lbHi HAaropoaw, CTaTycu, OKyApK), irpoBOI eCTETUKM, COLLIa/IbHOT B3AEMOLIT i 3BOPOTHOTO
3B'A3KY BiZ TOrO, XTO HABYAETbLCA, LLO 3abe3neyye MOKAMBICTb AMHAMIYHOT KOPUTYBaHHSA NPOLLECY HAaBYAHHSA, a TAKOX 3pobuTn
BMCHOBOK MPO fKICHY 3MiHY iHPOPMALIMHO-OCBITHBOrO CEepesfoBULLA LIKOAM HA PiBHI BCiX il KOMMOHEHTIB Nif BN/AMBOM
iHCTpyMeHTiB revimidikauji. NMosaBa HaBYaIbHUX IrPOBMX AOAATKIB Ta CEPBiCiB 3MIHIOE NeAaroriyHy No3uLio BUMTENA | CTBOPHOE
YMOBW 419 CAMOPO3BUTKY Y4HiB B iHbOpMaLiMHOMY cycninbeTi (BaHHbIx, 2017).

OT)KEe, MOYKHA 33a3HAUUTK, LLLO BMKOPUCTAHHA BiNbLIOCTI irop moKe 3pobUTHU OCBITHIM Npouec BiNbly PiSHOMAHITHUM,
LliKaBMM | KOPUCHUM AR CY4ACHOTO NOKONIHHA YYHiB. MpoTe, reiMmidikauis NOKM He JOCTaTHLO NOWMPEHa Y BUBYEHHI HinbLLOCTi
LUKif, | MOXKIMBO, MPUYMHM MOB’A3aHI 3 HEAOCTATHIM OCHALLLEHHAM LUKiN. He KoXeH yuntenb Ha ypoL,i Mae 3Mory HagaTu yYHeBi
[0CTYN A0 KOMM'IOTEPA 3 BUXOA0M A0 MepeKi IHTepHeT, Wwob BUKopUCTaTh NPUHLMNM reimidikaLii nig yac BUKNagaHHA. Takox
icHye npobnema nokanisadii 6inbwocTi nnatdopm i Nporpam, Aki 4atoTb 3MOry BUKOPUCTOBYBATU irpu B HaBYaIbHOMY NPOLLECI.

OpfHakK, BUMKOPUCTaHHA OEKiNbKOX CepBiciB Jano 3MOry BIAMITUTU NiABULLEHHA iHTEepecy Y4HiB OO0 BMBYEHHA Temu
«ANropuTMM | Nporpamm», binble epekTMBHE 3aCBOEHHA 3HAHb Ta GOPMYBAHHA YMiHb i HABUYOK POBOTH 3 aNrOpUTMaMm. YuHi
cepepHbOoi WKOAN Manu 3MOry 03HaMOMUTUCA Yepe3 MPaKTUYHY Ta irpoBy AiANbHICTL 3 €/eMeHTaMW MOBW NPOrpamyBaHHsA
JavaScript, Wo cTaHe KOPUCHUM ANA HUX Y MalByTHbOMY.

OT)Ke, MOXHa BBaKaTM rerimidikaujito ycniluHMM cnocobom opraHisalii OCBITHbOrO Mpouecy, KM NPU BUBYEHHI
ANCUMNANIH NPUPOAHMYO-MATEMATUYHOTO LMKAY MA€E NEeBHWUI NesaroriyHuii NoTeHLian, a 3HauuTb, reiMmidikaLia OCBiTHbLOro
npouecy A03BONAE NIABULWNTY PiBEHb aKTUBHOCTI YYHIB NPY BUBYEHHI HaBYa/IbHOrO MaTepiany, edeKTUBHICTb 3aCBOEHHA HOBUX
3HaHb Ta HabyTTA YMiHb | HABMYOK, AKi OyAyTb 63a30BMMM NPV BUBYEHHI Biflbll CKNAGHUX TEM.

BinbwicTb cyyacHMX NiAPYYHUKIB 3 IHGOPMATUKM HEe MICTATb MOCUNAHb Ha Pecypcu, Ae BUKOPUCTOBYHOTLCA irpu Ans
HaBYaHHA, a MPONOHYIOTb BUKOPUCTOBYBATU cepenosuLle CKpeTd. Jlvwe y AeKinbKox NigpyYHUKax ana 5-x i 6-x Knacis HaABHI
pekomeHaaL,i NA y4HiB BiABIAATM caiT BaoKAi. TOMy B AKOCTi NepcneKkTUB NoAaNbLIOro AOCNIAKEHHA MOXKHA 3a3HAUUTU aHani3
iCHYFOUMX XMapHUX CepBiCiB Ta pecypciB, AKi MOXKHA BUKOPUCTATU AK eNeMeHTU reimudikalii nig, yac BUBYEHHSA UCUMNAIH
NPUPOAHMYO-MaTEMATUYHOTO LMKy yuHAMM 33CO.

TakoX B AKOCTI MepcnekTMB NoganbluMX PO3BiAOK MOXHA BKa3aTW YKNAZaHHA peKomeHAauii WoAo0 BUKOPUCTAHHA
irpoBuMX pecypcis i nporpam B pamkax iHpopmaTMKu ana 2-6 Knacis nig Yac BUBYEHHA TeEMU KAZIFOPUTMM | Nporpamm».



https://blockly.games/

CNUCOK BUKOPUCTAHUX AxKepen

1. Aseriskis D., Damasevicius R. Gamification Patterns for Gamification Applications. Procedia Computer Science, 2014.
39. Pp. 83-90. DOI : 10.1016/j.procs.2014.11.013.

2. Caball S., Claris R. Formative Assessment, Learning Data Analytics and Gamification: In ICT Education (1st. ed.). USA :
Academic Press, Inc., 2016. 382 p.

3. Werbach K., Hunter D. For the Win: How Game Thinking can Revolutionize your Business. Wharton Digital Press, 2012.
148 p.

4. Whitton N. Learning with digital games : a practical guide to engaging students in higher education. New York : Taylor
& Francis eLlibrary, 2009. 232 p.

5. Akyenos E. O., lanaHuHa E. B. HoBblt nogxos K redmuduKaumMm B 06pa3oBaHun. Bekmopsi 6aa20M0ay4us :
3KoHoMUuKa u coyuym, 2019. Ne 1 (32). C. 117-132.

6. baHHbIX [. A. TeMmMUOUKaLMA B YHUBEPCUTETCKOM 06pa3oBaHUM : CpPaBHUTE/bHbIM aHaAM3 NpakTuK. CTpaTternn
pasBUTMA COLMANbHLIX OBLWHOCTEN, WHCTUTYTOB M TeppuTopumii : maTepuanbl |l MexayHapoaHOM Hay4yHO-NpaKTUYecKom
KoHdepeHuun, EkatepuHbypr, 21-22 anpens 2017 r. : B 2-x T. 3a-Bo Ypan. yH-Ta, 2017. T. 1. C. 277-280.

7. BenkuH ®. A. TeimmndurKkaums B obpasosaHmmn. CospemeHHas 3apybexcHas ncuxonoaus, 2016. Tom 5. Ne 3. C. 28-34.
DOI : 10.17759/jmfp.2016050303.

8. bepwaackuii A. M., AHKko E. E. UrpoBble KOMMblOTEPHbIE TEXHOMOMMM B cucTeme obpasoBaHuA. CospemeHHas
mexHuka u mexHonoauu, 2016. Ne 9. URL : http://technology.snauka.ru/2016/09/10429 ([data 38epHeHHs 27.11.2020).

9. botiko 0. ., 3eniHra 0. O. focniarkeHHAa ocobamsocTen po3pobkm 3acobis rerimidikauii 41A HaBYAHHA iIHGOPMATUKM.
Martepianu WocToi MixkHapoAHOI KoHbepeHL|i 3 aAanTUBHUX TEXHOOTIN yNpaBaiHHA HaBYaHHAM ATL-2020. Ogeca, 2020. C. 43-
45,

10. By3bko B. /1., Eykano tO. B. Menmidikauis Ak 3acib popmyBaHHA NisHaBaNbHOro iHTepecy y HaBYaHHI isnkn. HosimHi
Komn’tomepHi mexHonoeii. Kpusui Pir, 2017. T. 15. C. 171-175.

11. KoHgpawosa E. B. Teimudukauma B 06pasoBaHUM : MaTemMaTvyeckme AucUMnAnHbl.  ObpaszosamesbHble
mexHosnoeuu u obujecmso, 2017. 20 (1). C. 467-472.

12. leBuH M.  KaK TexHONOrMM WU3MeHAT obpasoBaHWe: nNATb [NaBHbIX TpeHAoB. Forbes, 2012. URL:
https://www.forbes.ru/tehno/budushchee/82871-kak-tehnologii-izmenyat-obrazovanie-pyat-glavnyh-trendov (Aata
3BepHeHHs 27.11.2020).

13. NNesnHa O. H. Mcuxonoro-negarormyeckan xapakTepucTMKa NpoLecca MHTENNEKTYaIbHOTO CAaMOPa3BUTUA YYaLLMXCA
cpeaHero 3BeHa 0bLweobpasoBaTeibHOM WKoAbl. BecmHuk IOYply, 2012. Ne 31. C. 88-91.

14. MuteBa A. A,, NMonos A.T. TlelimundMKauma — MHHOBALMOHHOE fAB/IEHNE CcoBpemeHHoro 6wusHeca. URL:
http://surl.li/hmpa (data 3sepHeHHs 27.11.2020).

15. MaseHKo J1. M. Teiimidikauia npouecy HaBYaHHSA NPUPOLO3HABCTBA Y NOYATKOBIN LWKOJi. IHHOBALT B MOYaTKOBIN
0CBITi : NpobaeMun, NepcrneKkTUBY, BiNOBIAI HA BUKNMKM CbOrOAEHHA : MaTepiann Bceykp. HayK.-npakT. koHd. (MonTasa, 23-
24 TpasHs 2018 p.). MonTasa : MHMY imeHi B. I. KoponeHka, 2018. C. 51-53.

16. Cepreesa /1. M. Teimidikauia: irposi mexaHikum moTtusauii nepcoHany. Theory and methods of educational
management, 2014. Ne 2 (14). URL: http://umo.edu.ua/images/content/nashi_vydanya/metod_upr_osvit/v_15/14.pdf
(OaTa 3BepHeHHA 27.11.2020).

17. TkaueHko 0. /1. Telimidikauia ocsitn: popmanbHUli i HebopManbHUI NPOCTIP. AKMYanbHi TUMAHHA 2yMAHIMapHUX
Hayk, 2015. Ne. 11. C. 303-309.

18. Tpiwyk O. B., ®ironb H. M., Bonuk H. C. Telimidikauis B ocBiTHbOMY npoueci. TexHos02ia i mexHika dpykapcmea :
36ipHMK HaykoBux npalp, 2019. Bun. 3 (65). C. 72-79.

References

1. Aseriskis, D. & Damasevicius, R. (2014). Gamification Patterns for Gamification Applications. Procedia Computer
Science, 39, 83-90. DOI :39. 10.1016/j.procs.2014.11.013 [in English].

2. Caball, S. & Claris, R. (2016). Formative Assessment, Learning Data Analytics and Gamification: In ICT Education (1st.
ed.). USA : Academic Press, Inc. [in English].

3. Werbach, K. & Hunter, D. (2012). For the Win: How Game Thinking can Revolutionize your Business. Wharton Digital
Press [in English].

4. Whitton, N. (2009) Learning with digital games : a practical guide to engaging students in higher education. New York :
Taylor & Francis eLlibrary [in English].

5. Akchelov, E. O. & Galanina, E. V. (2019). Novyj podhod k gejmifikacii v obrazovanii [A New Approach to Gamification
in Education]. Vektory blagopoluchija : jekonomika i socium — Well-being vectors : economy and society, 1 (32), 117-132 [in
Russian].

6. Bannyh, G. A. (2017). Gejmifikacija v universitetskom obrazovanii: sravnitel'nyj analiz praktik [Gamification in
university education: a comparative analysis of practices]. Strategii razvitija social'nyh obshhnostej, institutov i territorij :
materialy 11l Mezhdunarodnoj nauchno-prakticheskoj konferencii — Strategies for the development of social communities,
institutions and territories: materials of the lll International scientific and practical conference (Vol. 1, pp. 277-280). Ekaterinburg :
Izd-vo Ural. un-ta [in Russian].

7. Belkin, F. A. (2016). Gejmifikacija v obrazovanii [Gamification in education]. Sovremennaja zarubezhnaja psihologija —
Modern foreign psychology, Vol. 5, 3, 28-34. DOI :10.17759/jmfp.2016050303 [in Russian].

8. Bershadskij, A. M. & Janko, E. E. (2016). Igrovye komp'juternye tehnologii v sisteme obrazovanija [Game computer



technologies in the education system]. Sovremennaja tehnika i tehnologii — Modern equipment and technologies, 9. Retrieved
from http://technology.snauka.ru/2016/09/10429 [in Russian].

9. Boiko, O. P. & Zelinha, Yu. O. (2020). Doslidzhennia osoblyvostei rozrobky zasobiv heimifikatsii dlia navchannia
informatyky [Research of features of development of means of gamification for training of computer science]. Proceedings from
ATL-2020: VI Mizhnarodna konferentsiia z adaptyvnykh tekhnolohii upravlinnia navchanniam — The Sixth International
Conference on Adaptive Learning Management Technologies (pp. 43-45). Odesa [in Ukrainian].

10. Buzko, V. L., & Yechkalo, Yu. V. (2017). Heimifikatsiia yak zasib formuvannia piznavalnoho interesu u navchanni fizyky
[Gamification as a means of forming cognitive interest in teaching physics]. Novitni komp’iuterni tekhnolohii, 15, 171-175 [in
Ukrainian].

11. Kondrashova, E. V. (2017). Gejmifikacija v obrazovanii : matematicheskie discipliny [Gamification in education:
mathematical disciplines]. Obrazovatel'nye tehnologii i obshhestvo — Educational technologies and society, 20 (1), 467-472 [in
Russian].

12. Levin, M. (2012). Kak tehnologii izmenjat obrazovanie: pjat' glavnyh trendov [How technology will change education:
five main trends]. Forbes — Forbes. Retrieved from https://www.forbes.ru/tehno/budushchee/82871-kak-tehnologii-izmenyat-
obrazovanie-pyat-glavnyh-trendov [in Russian].

13. Levina, O. N. (2012). Psihologo-pedagogicheskaja harakteristika processa intellektual'nogo samorazvitija
uchashhihsja srednego zvena obshheobrazovatel'noj shkoly [Psychological and pedagogical characteristics of the process of
intellectual self-development of secondary school students]. Vestnik JuUrGU — Bulletin of SUSU, 31, 88-91 [in Russian].

14. Miteva, A. A. & Popov, D. G. Gejmifikacija — innovacionnoe javlenie sovremennogo biznesa [Gamification is an
innovative phenomenon of modern business]. Retrieved from http://surl.li/hmpa [in Russian].

15. Pazenko, L. M. (2018). Heimifikatsiia protsesu navchannia pryrodoznavstva u pochatkovii shkoli [Gamification of
the process of teaching science in primary school]. Innovatsii v pochatkovii osviti : problemy, perspektyvy, vidpovidi na vyklyky
sohodennia — Innovations in primary education: problems, prospects, answers to the challenges of today. Poltava : PNPU
imeni V. H. Korolenka, 51-53 [in Ukrainian].

16. Serheieva, L. M. (2014). Heimifikatsiia : ihrovi mekhaniky motyvatsii personalu [Gamification : game mechanics of
personnel motivation]. Theory and methods of educational management — Theory and methods of educational management,
2 (14). Retrieved from http://umo.edu.ua/images/content/nashi_vydanya/metod_upr_osvit/v_15/14.pdf [in Ukrainian].

17. Tkachenko, O. L. (2015). Heimifikatsiia osvity : formalnyi i neformalnyi prostir [Gamification of education: formal and
informal space]. Aktualni pytannia humanitarnykh nauk — Current issues of the humanities, 11, 303-309 [in Ukrainian].

18. Trishchuk, 0. V., Fihol, N. M. & Volyk N. S. (2019). Heimifikatsiia v osvitnomu protsesi [Gamification in the educational
process]. Tekhnolohiia i tekhnika drukarstva : zbirnyk naukovykh prats — Technology and technique of printing : a collection of
scientific papers, 3 (65), 72-79 [in Ukrainian].

GAMIFICATION OF THE EDUCATIONAL PROCESS DURING THE STUDY OF DISCIPLINES OF THE NATURAL AND
MATHEMATICAL CYCLE BY PUPILS OF IGSE
Maiia Marienko?, Irina Borysiuk?
institute of Information Technologies and Learning Tools of NAES of Ukraine, Ukraine
2Kryvorizka Secondary school I-1ll levels No 61 of Kryvyi Rih city council of Dnipropetrovsk region, Ukraine

Abstract. The article defines the conceptual apparatus of gamification, in particular in the process of teaching pupils IGSE,
the author's vision of the interpretation of basic terms. The current state of development of the problem of introduction of
gamification in the educational process is determined. The necessity of wider use of gamification in education is substantiated.
According to the results of pupils' assessment, educational achievements on the topic of "Algorithms and programs" are best in
those classes where elements of gamification were used in lessons. This topic, in turn, precedes the study of programming in the
following classes. The reasons for the problems associated with the use of gamification in lessons, in particular, the lack of
technical equipment, the lack of localization of individual platforms, etc. are also given.

Formulation of the problem. Given the rapid development of the modern world, new requirements are put forward for
education in terms of learning and development of a fully developed personality. The process of gamification of education allows
opening new perspectives for teaching pupils in the lessons of the natural-mathematical cycle.

Materials and methods. Theoretical research methods used: analysis, generalization, systematization of scientific and
scientific-methodological sources on the research problem, analysis of existing concepts related to the research topic to further
define the theoretical foundations, clarify the content of basic concepts, analysis of educational literature.

Results. The study of psychological, pedagogical and educational literature on the problem of research was carried out
and clarified as a topic covered in scientific publications. The authors systematize the terminological apparatus and identify the
degree of development of this problem in research.

Conclusions. Gamification is a technology of education that is developing rapidly and has great potential for a positive
impact on the effectiveness of the educational process. Analysis of the literature, in particular, the experience of leading scientists
on the problem allows us to conclude that gamification in educational activities has the right to exist as a tool that helps to create
conditions for the formation of a modern harmoniously developed personality.
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