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OCOBJIMBOCTI NOBYAOBU HABYAJIBHOI'O KYPCY IJIAA
MIJITOTOBKU MAVBYTHIX YUUTEJIB IHOOPMATUKH 10
BUKOPUCTAHHSA IIU®POBUX ITPOBUX TEXHOJIOI'TIA

AHoOTaNifA. Y CTAaTTI OMUCAHO JOCIHITHUIBKO-IIOIIYKOBUM €Tar BIPOBAKEHHS
BHOIPKOBOI AUCHUILTIHA «MeTonuka BIpOBaIKEHHS IIU(PPOBUX ITPOBUX TEXHOIOTIN»
B TepHONILCHKOMY HaIllOHAJIBHOMY MEIaroriYyHOMY YHiBepcuTeTi iMeHi B. ['HaTioka.

OOrpyHTYBaHO aKTyaJIbHICTh BUKOPHUCTAHHS ITPOBUX TEXHOJOTIIM y mpolueci
HaByaHHA. [IpogeMoHCTpoOBaHO €(EKTHBHICTh BHUKOPHCTaHHS IrpOBUX ILIaT(opMm,
takux sk Kahoot!, Blooket, LMS Moodle ta Minecraft Education, y migrorosiii
CTYICHTIB JI0 BHUKJIAJAIbKOI IISJIBHOCTI Ta MNpoQeciiiHoi poOOTH B Cy4acCHOMY
1(ppoBOMY CEpEeIOBHIIII.

Onucano cTpykrypy Kypcy y LMS Moodle, sika ckiamaeTrbest 3 TPhOX TEM,
cunabycy Ta migcymkKoBoro TtecTy. Ha mouarkoBoMy etari 3m00yBayaM OCBITH
IIPOTIOHYETHCSI 03HAMOMUTHCS 3 TakMMHM cepenoBuinamu, sk Kahoot! ta Blooket,
BUBYUTH iX (DyHKIIOHAJ, 3100yTH HABUYKM HANAIITyBaHHS BIKTOPUHU 3 TailMepamu,
CTBOPIOBATH PI3HI THUIHU BIKTOPHH, J10/1aBaTH MYJIbTHUMENIHI Marepianu. HactynHuii
eTan — OlaHyBaHHsS HAaBUYOK BUKOPUCTAHHS, CTBOPEHHS Ta HaJAlITyBaHHS 1MPOBUX
monyniB y cucremi LMS Moodle, Takux sk: «Anarpamay, «lOHKa 3a JiAepom»,
«Minbitonepy, «Kpuntekcy, «IIpuxoBana kaptunka» Ta «Cymoky». Ha Tperbomy
eTamni 3amporoOHOBAHO CTYJIEHTaM oO3HaloMHuTHCH 13 rporo Minecraft Education,
HAaBUMTHCH CTBOPIOBATH CBOi CBITM y Wi TIpi, OOMpaTH pEXKUMHU, 5Kl OydyTb
JOUUTFHUMH Yy 1X KOHKPETHHUX 3aBIAHHSX, CTBOPIOBATH 3aBJlaHHs, Ta MPHUENHYBATU

Y4YHIB 70 cTBOpeHux cBITIB. IrpoBi miardpopmu (Kahoot!, Blooket, LMS Moodle Ta
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Minecraft Education) moxxHa €()eKTHBHO BUKOPUCTOBYBAaTH y HaBYaJIbHOMY MPOILIEC]
33CO.

[ToganpmiuMu TOCHIKEHHAMHA BOA4aeMO BHBYCHHS I1HIIHMX ITPOBUX 3aco0iB,
takux sak: HackerRank, CodeCombat, CodeWars, ClassCraft ta CodinGame s
BIPOBA/PKCHHS B OCBITHIM TIpollec Ta Ha pPO3pPOOKYy BIACHUX TaKHX 3aco0iB.
JIo1iIbHUM € PO3POOJICHHS METOAMK BUKOPHUCTAHHS ITPOBHX TEXHOJIOT1H Yy HaBYaHHI
JUCLUTUTIH TMpo(eciHHOI MATOTOBKH.

KirouoBi ciaoBa: rpa, reiimudikanis, MeToauKa HaBYaHHS 1HQOPMATUKH,

iH(popMaTrka, BUOIpKOBA AUCITUILIIHA, I'POB1 TEXHOJIOTI.
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PECULIARITIES OF BUILDING A TRAINING COURSE FOR
TRAINING FUTURE COMPUTER SCIENCE TEACHERS TO USE DIGITAL

GAME TECHNOLOGIES

Abstract. The article describes the special course "Methodology of
implementation of digital game technologies", which consists of a syllabus, three
topics, and a final test. Course topics are divided into: 1) quizzes; 2) LMS Moodle
game tools; 3) Minecraft Education game. In the first topic, students are introduced to
environments such as Kahoot! and Blooket, learn their functionality, learn to set up
quizzes with timers, create different types of quizzes, add multimedia materials. In the
second topic, students master the skills of using game modules in the LMS Moodle
system, such as: "Anagram", "Race to the Leader", "Millionaire", "Cryptex", "Hidden
Picture" and "Sudoku". Learn how to create and customize these game modules. In the
third topic, students are introduced to the Minecraft Education game. Learn to create
their worlds in the game, choose modes that will be appropriate for their specific tasks,

create tasks, and join students.



Research consists in the need to develop new approaches to learning that would
meet the modern requirements of education.

The novelty lies in the fact that the developed selective discipline contributes to
the development of professional competences and stimulates students to independently
search for information and a creative approach to solving problems. These technologies
open up new opportunities for teachers, allowing them to adapt educational material to
the needs of students.

The purpose of the study justify the relevance and novelty of the special course
"Methodology of implementation of digital game technologies" and show how this
course meets the scientific and practical tasks associated with the introduction of digital
tools and gamified approaches in the educational process. The article aims to
demonstrate the effectiveness of using gaming platforms such as Kahoot!, Blooket,
LMS Moodle and Minecraft Education in preparing students for teaching and
professional work in today's digital environment.

Research results. The use of game technologies in the educational process is an
important element of the training of future computer science teachers. They allow you
to make the learning process more exciting, involving students in active participation
and contributing to better learning of the material. Game platforms such as Kahoot!,
Blooket, LMS Moodle, and Minecraft Education can be usefully used in the
educational process of PPE and are effective tools for the formation of professional
competencies of future teachers.

We consider some technical problems related to the deployment of LMS
MOODLE in ZZSO to be a limitation of the methodology. Their solution can be seen
in the installation of the specified system on cloud platforms or the selection of game
tools for publicly available cloud platforms.

Keywords: game, gamification, computer science teaching method, computer

science, selective discipline, game technologies.

Beryn. IrpoBi TeXHONOTIT CTalOTh yce OUIbII Ba)KJIMBUMM B Cy4YacHIA OCBITI,
BIIKpUBAIOYM HOBI MOXJIMBOCTI IS OCBITHBOTO Tpolecy. BukopuctaHHs

IHTEPaKTUBHUX IIATHOPM Ja€ 3MOTY MEPEBIPATH 3HAHHS, OPraHi30BYBAaTH HaBYAJIbHI



3MaraHHs, a Takok (OpMyBaTH CepefoBHINA i KOMaHIHOT poboTu. Lle ocobnuBo
BAXUIMBO JJIsi MailOyTHIX Y4YuTeNiB 1HQOPMATUKU, SKI MOBUHHI BMITH €(PEKTHUBHO
MpAaIoBaTh 3 Cy4YaCHUMHU HU(POBUMH 1HCTpyMEHTaMH. I3 Ii€10 METOI0 po3pobieHa
BUOIpKOBa IUCHMILTIHA «MeTouka BIPOBaKCHHS ITU(DPOBUX IFPOBUX TEXHOIOTIM.

3anpornoHoBaHa BHUOIpKOBa AHUCLUIUIIHA Tiepeadayae BHUBUEHHS Iatdopm
Kahoot!, Blooket, LMS Moodle Ta Minecraft Education, ski MarmTh pi3HUN
(GbyHKIIOHAI Ta MOXYTh OyTH BUKOPUCTaH1 JJISI CTBOPEHHS BIKTOPHH, OpraHizari
IHTEpaKTUBHUX YPOKIB Ta CTBOPEHHS HaBYAJIbHUX cepenoBull. Kypc crpykrypoBanuit
y TPU MOIYJi, IO OXOIUTIOIOTH PI3HI acleKTH poOOTH 3 UMM IIaTdhopMamMu: Bif
PO3pOOKH MPOCTUX TECTIB 10 MOoOYyI0BH irpoBuX cBiTiB y Minecraft Education. Koxxen
MOJTYJIb CKJIQJA€ThCS 3 JEKIIMHOTO OJIOKY Ta MPAKTUYHUX 3aBllaHb, Y SKUX CTYICHTU
MaloTh MOXJIMBICTH OJpa3y 3aCTOCOBYBATH HOBI 3HAHHS Ta CTBOPIOBATH BIIACHI
HaBYaJIbHI MPOEKTH.

Meta HaByanbHOTO Kypcy «MeToanka BIPOBAHKEHHS IUGPOBUX ITPOBUX
TEXHOJIOT1i» — CIPUATU €(PEKTUBHOMY BHUBUEHHIO IIU(POBUX ITPOBUX TEXHOJOTIH, K1
CTaHyTh YAaCTUHOI MaillOyTHHOI MNPOQPECIHHOI AISUIBHOCTI MaillOyTHIX YYHTENIB
iHpopmartuku. CTyIeHTH OBOJIOAIBAIOTh HABUYKAMHM CTBOPEHHS 1HTEPAKTUBHUX
3aBlaHb 13 BUKOPUCTAHHSM ITPOBHUX €JIEMEHTIB B OCBITHbOMY Ipolieci. BubipkoBa
JTUCIUIUTIHA JIJAa€ MOXJIMBICTh CTY/ICHTaM HABUYMTHUCS TIPAIfOBaTH 3 ITPOBUMH
TEXHOJIOT1SIMA Ta BUKOPUCTOBYBATH iX y HABUAJIbHIN JISITLHOCTI.

[l cTaTTs mpucBAYEHA aHAII3y METOJUKHA BUKOPHUCTAHHS IU(PPOBUX ITPOBHX
TEXHOJIOT1M y HaBYaHHI 1H()OPMATUKH, sKa Oysia po3pobaeHa B MeXKax CIeialibHOCTI
014.09 «Cepenns ocsita (Inpopmarrka, marematuka, ocHoBU STEM-HaBuaHHS: )».

IlocranoBka mnpoOjemu. I3 po3BUTKOM IUMPOBUX TEXHOJIOTIH 3pOCTaE
HEOOX1IHICTh aJlanTyBaTl HaBYaJIbHI MPOTpaMU JO HOBUX YMOB, IHTEIPyHOUU
IHHOBAIlI{HI ~METOJAWKH, SKi BIJMOBIIAIOTH pealisiM Cy4acHOTO OCBITHHOTO
cepenoBuia. Bukopructanas udpoBUX IrpoOBUX TEXHOJOTIH Y HABYAILHOMY MPOIIEC]
€ OJHHWM 13 TMEPCHEKTUBHUX HAIMPSIMKIB, IO J03BOJSIE MOTHBYIOTH CTYACHTIB JIO
aKTHUBHOI y4acTi B MPOLEC] HaBYaHHSI.

OnHak, He3Ba)KarO4YM HA TOTEHIIIAN IrpoBUX MIaThopM, MaiOyTHIM (axiBIAM

qacTo 6pa1<y€ 3HAHb Ta MMPAKTUYHUX HABUYOK IJIA IXHBOTO BIIPOBA/IP’KCHHA.



CrpykTypa Kypcy coOpsiMOBaHa Ha Te€, W00 CTYIEHTH O3HAaWOMWIHCS 3
(YHKIIIOHAJIOM MPOMOHOBAHUX IUIATPOPM 1 HABUMJIIMCS BHUKOPUCTOBYBATH I1X MJis
PO3pOOKH BIACHUX OCBITHIX MPOEKTIB. [CHye moTpeda B iHTerpailii irpOBUX TEXHOIOT1i
y MpoIeC BUKJIA/IaHHA 1HPOPMATHKHU Y 3aKiiajax 3arajibHoi cepennboi ocBith (33C0O),
00 MiABUIIUTH PiBEHb 3a7Ty4YEHOCTI CTYACHTIB, iXHIO aKTHBHICTh Ta TOTOBHICTbH IO
po0O0TH 3 cydyacHUMH ITU(PpOBUMU IHCTpYMEeHTaMu. BruOipkoBa TuCIMILTIHA TOKIMKAaHA
BUPIIIUTA IO TPOOJIEMYy IIJISAXOM HaJaHHS HEOOXITHUX 3HAHb 1 HABUYOK IS
€(eKTUBHOTO BUKOPUCTAHHA HU(POBUX ITPOBUX MJIaT(HOPM y HaABUAHHI.

CknagHiCTh BHUBYEHHS TIOJSATaE B HEAOCTaTHIM €(EKTUBHOCTI TPaIuIlIMHUX
MeToiB HaB4YaHHA [2]. Hampukmanm, mig dac JEKIMIWHUX 3aHATh CTYJAEHTH YacTo
BTpayaloTh IHTEPEC uYepe3 BIJACYTHICTh AaKTUBHOI B3a€MOJli MK YYaCHUKAMHU
OCBITHBOT'O TIPOLIECY.

JocaiKeHHS TOKa3y0Th, 10 TPAUIIIiTHI METOIM HaBUYAHHS, TaKl sIK JIEKIIii, HE
3aBXK]M e()EeKTUBHI, MOPIBHSHO 3 aKTUBHUM HaBuaHHAM. Hampukian, nociimKeHHs
["apBapachKOTO YHIBEpCHUTETY MOKa3ajo, M0 X04Ya CTYACHTH MOXKYTh BBa)KaTH, IO
BOHM 3aCBOIOIOTH OlIbllIe Mareplaidy MiJ 4Yac JIEKIiM, iXHI pe3yabTaTH # pIBEHb
3aram'siTOByBaHHs 3HAUHO BUIII1, KOJIM BOHU OEpyTh y4acTh B aKTUBHOMY HaBYAJIbHOMY
nporeci [9].

AKTyaJIbHICTh  JIOCTI/DKEHHS TIONsArae y OOIPYHTYBaHHI HEOOXIJIHOCTI
PO3pOOKH HOBUX IT1JIXO/IB JI0 HABYAHHS, SIK1 BIIMOB1AIM O Cy4aCHUM BUMOTaM OCBITH.

HoBu3Ha nomsirae B TOMy, 10 3alpONOHOBaHa BUOIPKOBA JMCLUILIIHA CIIPUSIE
PO3BUTKY (haxOBUX KOMIIETCHTHOCTEH Ta CTHMYJIIOE€ CTYACHTIB J0 CaMOCTIHHOTO
MoIyKy iH(opMarii Ta TBOpYOro MiAXOAy N0 po3B'szaHHs 3amad. Lli TexHosmorii
BIIKPUBAIOTh HOBI MOXJIMBOCTI JJIsI BHUKJIAJadiB, JO3BOJISIIOYM 1M  aJamnTyBaTH
HaBYaJILHUN MaTepiall 70 NoTped yUHiB.

Mera crarTi — 00IpYHTYBAaTH aKTyaJIbHICTh 1 HOBU3HY cHelKypcy «MeTtoauka
BIIPOBA/KEHHS TU(PPOBUX IrPOBUX TEXHOJIOTI» Ta MOKA3aTH, K IIEH Kypc BiAMOBIAa€E
HAyKOBO-TIPAKTUYHUM 3aBIaHHSM, TIOB'SI3aHMM 13 BIPOBAKCHHAM IH(PPOBHUX
IHCTPYMEHTIB 1 reiiMi(hikoBaHUX MIAXOMIB B OCBITHIM mponec. CTarTs Mae Ha MeTi
MPOJIEMOHCTPYBaTH €(QEKTUBHICTh BUKOPUCTAHHS ITPOBUX IJIATPOpM, TaKUX SK

Kahoot!, Blooket, LMS Moodle Ta Minecraft Education, y miarotoBiii CTyJeHTIB J10



BUKJIQJAIbKOT JISJIBHOCTI Ta mnpodeciiHoi poOdoTH B CcydacHOMY HUGPOBOMY
CEPEOBUIIT.

CrarTss TakoX CHOpSMOBaHAa HA aHalli3 BIUIMBY ITPOBHX TEXHOJOTINH Ha
MIIBUINCHHS 3aJlydeHOCTI Ta MOTHBAIlli CTYJIEHTIB, a TakKoX Ha (popMyBaHHs
HEOOXITHUX KOMIETECHTHOCTEH NJIi POOOTH 3 TAKWUMH TEXHOJIOTISIMH B OCBITHBOMY
KOHTEKCTI.

AHaJi3 ocTaHHIX nyoOuaikamid 3a TemMow aocjil:KeHHs. B ocTaHHI poku
MMATAHHS BUKOPHUCTAHHS ITPOBHUX TEXHOJIOTIH y HAaBYAJILHOMY IPOIIEC] TPUBEPTAE BCE
OlnbIIe yBaru JOCTITHUKIB. ABTOPH YHCJICHHUX MyOIiKaliii KOHCTaTylTh, IO
BIPOBA/PKCHHS ITPOBHUX €JICMEHTIB Y HABUYAHHS Ma€ 3HAYHUU BIUTMB HA MOTHBAIIIIO
CTYZIEHTIB. JlociKeHHs MOKa3y0Th, IO 3/100yBayl, ikl OEpyTh y4acTh y HaBYaJIbHUX
irpax, 3a3BU4ail IeMOHCTPYIOTh BUIIHMI PIBEHb PO3yMIHHS MaTepiay.

3acTocyBaHHSM ITPOBUX TEXHOJIOTIH y pi3HHUX cdepax BuByanu Aubxyii Cy, [lep
bexnynn, Xenpik Earcrprom [10]. Jocninauku Cypartana Aminar, Kitiick Jlakcana,
Kanpagi bycasinon, Anonrkopn AcaBacoBaH, bynmit Aninar [5] ta Maiis BineHoBIK,
Tone Bonn, Jlinga Kionir, Ana Manescbka bornanosa ta Bonoaumup TpaitkoBik [7]
OMHCYIOTh JOCBIJ] BIPOBA/KCHHS ITPOBUX TEXHOJIOTIM B OCBITHIM Tmpoliec.
AKTyalbHUM HamnpsMOM JOCHIJKEHb ChOTOJEHHS € MiAroroBka MmaiOytHix IT-
¢daxiBIiB 0 MPOEKTYBAHHS Ta PO3POOJIEHHA ITPOBUX TEXHOJIOTIM, 30KpeMa W
HaBUYAJIbHOTO TIpu3HadYeHHs [8; 1; 3].

[Tpobnemamu migBUILIEHHS €(DEKTUBHOCTI OCBITHHOTO MPOIIECY 3aiiMaroThesi [BO
Apnonbp [6], Piuapn Maiiep Ta inmi HaykoBmi. Tak, Haymyk I. M. naronomye Ha
BaYKJTMBOCTI BUKOPUCTAHHS METOMy case-study s po3BUTKY MPAKTHYHUX HABUYOK
CTYZAEHTIB. JloChiKeHHsI TaKOXK MIATBEPKYIOTh, 110 1HTerpauis miatdopm Kahoot! i
Blooket B HaBuanpbHUUW mpolec CHpuse akTHBI3aIii 3700yBadiB, JO3BOJSIOUH M
HABYATHCA B IrpoBiil (GopMi, IO MiJIBUILYE €PEKTUBHICTh 3ACBOEHHS 3HAHD.

Buxiaa ocHOBHOTO marepiaJy.

[TinrotoBka MaiOyTHIX OakajiaBpiB 1H()OPMATUKH O BUKOPHUCTAHHS ITPOBUX
TEXHOJIOT1M Moxke OyTH 3iiCHEHA KIJTbKoMa HuigsxaMu. OTHUM 13 Bap1aHTIB € OKPEMHUM
KypCc, SKUW BXOAWTh 1O BHUOIPKOBUX JHUCIMIUIIH, TEpel0aueHuX OCBITHBO-

npodeciiHuMU MporpaMaMyd Ta HAaBYAIBHUMM IUIaHaMU. [HIIME Migxia mojsirae y



BKJIFOUEHH1 MOJYJISl 3 BUBYCHHS ITPOBUX TEXHOJOTIH /10 Kypcy «MeTouka HaB4aHHS
1HGOpMATHKW», A€ U [IbOTO BIBOJUTHCS OKpeMa Tema. Takok MO)KHA po3IsgaTd
MUTAaHHS BHUKOPUCTAHHS ITPOBUX TEXHOJIOTIM TiJ 4Yac BHUBUEHHS OKPEMHUX TEM,
HaANpUKIa, i Yac HaBYaHHS MPOTpaMyBaHHIO CTYICHTIB MOXKHA O3HAHOMIIIOBATH 3
rpoto Minecraft Education. Kpim Toro, MOXXITUBHM € 3aITpOBaKEHHST OKPEMOTO KypCY,
110 30CEPEIKYEThCS Ha IPOEKTYBaHH1 Ta po3po0Ili iIrpOBUX MPOTPaMHHUX 3aCO01B.

Ha namy nymky, y mporieci miarotroBku 3a00yBadiB cremiaibHocTi 014.09
Cepenns ocpita (iH(opMaTHKa) HaWOUIBII JOLULTFHO BUKOPUCTOBYBAaTH CaMe IMEPIILY
KOHIIEMIIII0, MPOTe MOXYTh OyTH 3ampoBa/)KCHI W aJIbTepHATHBHI BapiaHTH
IiITOTOBKH.

Kypc MicTUTh Tpu OCHOBHI TEMH, KOXKHA 3 SIKUX BKJIIOYAE JICKIIMHUN MaTepial,
naboparopHi podboTH Ta (piHATBLHUN TecT. Po3mistHeMo AeTabHIlIe KOXKEH CKIIQIHHK.
Cunalyc TMCUUILIIIHU OXOIUIIOE OCHOBHY 1H(OpPMALIIIO ITPO Kypc, HOro ONUC, TEMATHUKY,
a TakoX IIKajgy oIiHoBaHHA. llepma Tema mpHUCBSIYEHA O3HAHOMIIEHHIO 3
IHCTpYMEHTaMH JJII CTBOPEHHsI BIKTOpWH, Takux sk Kahoot! 1 Blooket. Bona
nepeadayae JICKIIi Ta MPaKTUYHI 3aHATTS, 1] Yac SKUX CTYICHTH BUBYAIOTh OCHOBU
poboTH 3 MMM TuIarGopmMamMu Ta HaOyBalOTh HABUYOK CTBOPEHHS i HaJIAIITyBaHHS
BJIacHUX BIKTOpHUH. [[pyra Tema 30cepe/pkKye yBary Ha IrpoOBUX 1HCTPYMEHTax, SKi
noctyrHi B LMS Moodle. CTynentr BUBYalOTh pi3HOMAHITHI irpOB1 BIIPaBH, TaKl SIK
aHarpaMu Ta KpOCBOP/IM, 1 HABYAIOTKLCS iX HAJAIITOBYBATH Ta IHTETPYBATU B OCBITHIM
npouec. TpeTrs TeMa crocyerbesi BUkopucTanss miargopmu Minecraft Education pst
HaB4YaHHS 1HGopMaTuku. CTyIeHTH OCBOIOIOTh HAaBUYKUA CTBOPEHHS BIPTyaJbHHX
CBITIB, OpraHi3ailii cepBepiB [JIsl Y4YHIB Ta po3poOKH 3aBAaHb 13 MPOrpaMyBaHHS.
@diHanbHE OIlIHIOBaHHS BKJItoyae 21 muranHs, 13 skux 10 BUMararTh BIAKPUTUX
BiamosigeH, 10 — e 3aBHaHHs HA BIANOBIAHICTD, Ta JOAATKOBE 3aBIAaHHS — HAITMCAHHS
ece.

Kypc opranizoBano Tak, mjo0 CTyA€HTH MaJldi MOXIIMBICTb OpaTH ydacTh y
JIEKIIIsIX, BUKOHYBaTH JaOOpaTopHi 3aBJaHHA Ta NpallOBaTH caMocCTiiHO. Jlid
OLIIHIOBAHHSI PE3YJIbTATIB HABYaHHS PO3POOJEHO CHCTEMY, SIKa BPAaXOBYE OLIIHKH 32
nabopatopHi poOOTH, MIJACYMKOBUN TECT Ta 1HAWBIAyaldbHI JOCHITHUIIBKI 3aBIaHHS.

IrpoBa MeToAMKa BOPOBAKYETHCS 3 CaMOro TMo4arky Kypcy «MeTtoauka



BIIPOBA/PKEHHS LIU(PPOBUX ITPOBUX TEXHOJIOT1H». YKEe Ha MEPIIOMY 3aHSTTI CTYIEHTH
3HaOMIIATBCA 3 IrpOBUMU IutaTdopMamu, 30kpeMa 3 Kahoot!, ssiky BUKOpHUCTOBYIOTH
JUIA IaTHOCTUYHOTO TeCcTyBaHHs. BiKTOpHHA qomomarae BUKJIanady OLIHUTH PIBEHb
3HaHb CTYJEHTIB Y HEBUMYIIICHIN Ta CIIPUSTINBIN 111 HAaBYaHHS aTMocdepi.

[lepmra Tema Kypcy 30cepemkeHa Ha BUBYCHHI IHCTPYMEHTIB JJII CTBOPCHHS
BIKTOpUH. BIKTOpWHM, 3aCHOBaHI Ha KEMCOBIM METOIUIll, TO3BOJSIOTH CTYIEHTaM
IpalioBaTd 3 pPEATbHUMH TPUKIAJaMH, 3aCTOCOBYIOYM TEOPETUYHI 3HAHHS Ha
npaktumi. Ilig yac oOroBOpeHHsS pe3ynbTaTiB CTyACHTH Ta BHUKJIaAadi MOXYTb
aHaJI3yBaTH MPABHIBHICTh KOXHOTO pIIIEHHSA. Y paMKaX TEeMU pO3IISIAlOTh JBI
nomyssipHi mnargopmu ans crBopeHHs BikTopuH: Kahoot! 1 Blooket. Kahoot!
JI03BOJISIE JIETKO Ta IIBUIKO CTBOPIOBATH IHTEPAKTHUBHI 3aBJaHHA IJIsi 3aHATH 1
caMoCTiHO1 poOotu. Ha Jjekiisix cTyJeHTH BUBYAIOTh CTBOPEHHSI BIKTOPUH Pi3HOI
CKJIAIHOCTI: BIJl TMPOCTUX NHUTaHb 13 BapiaHTaMU BIAMOBIAEH 10 3aBlIaHb, IO
BHMAararoTh IJIMOIINUX 3HAHD 1 aHAJ3Y.

Kahoot! 1ae MOXIMBICTh THYYKO HAJaIlITOBYBAaTH BIKTOPUHH, 3MIHIOIOUH Yac Ha
BIJINOBIJIb, JIO/1al0YM PI3HI (opMaTh 3amuTaHb, MYJBTUMEAINHI €JIEeMEHTH Ta
YCKJIQJHIOIOYH 3aBJaHHs HAa KOKHOMY HAaCTYITHOMY PiBHI.

Blooket € mie omHiero muargopmMoro ajii CTBOPEHHsI BiKTOpuH. BoHa Hamae
MIUPOKI MOXKJIMBOCTI JJIsi HAJAIITYBaHHS Ta JIO3BOJISIE CTBOPIOBATH Pi3HiI (hopmaru
3anmuTaHb 1 BiamoBiged. Ha nekmisx Bukiamad mopiBHioe (dyHkiioHan Blooket 3
Kahoot!, akuieHTytoun yBary Ha ix BIAMIHHOCTSIX.

[Tonpu Te, mo oOWABI MIATPOPMU BHUKOPUCTOBYIOTH ISl 1THTEPAKTUBHOTO
HaBYaHHS, aje BOHM MaroTh pi3zHMi miaxia. Kahoot! opieHTOBaHa Ha MIBUIKICTH
peakiiii 1 3MarajbHUM €JIEMEHT, 10 POOUTH ii 171eaIbHOIO JJIsl KOPOTKUX OMUTYBaHb 1
MIBUKOI mepeBipku 3HaHb. Blooket, HaBmaku, 30cepemxeHa Ha OUIBII TPUBAIOMY
IrpOBOMY MpOIIeCi, J¢ MPaBUJIbHI BIAMOBIJI JOMOMAralTh CTYJAEHTaM CTpaTeriqyHo
po3BuBaTHCA y Ipi. TyT 3HaHHSA MOEIHYIOTHCS 3 MOXKIIUBICTIO IJTAHYBAaHHS JI1H HanepesI,
HaMpUKJIaJ, KYIMIBJICK TMOJINIIEHb JJs 3aXUCTy BiA cynepHukiB. Tomy Kahoot!
MIIXOAUTH NIl MIBUAKUX TecTiB, a Blooket — st TpuBamimmx 3aHsTh, € BaXJIMBA

IIBHUJIKICTB 1 CTpaTerisl.



VY Mexax J1aboparopHUX POOIT CTYIGHTH CTBOPIOIOTH BIKTOPUHM JJISI IIKIJTEHUX
teM 3 iH(popmatuku. Hampuknan, mixg gac podoru 3 Kahoot! morpibno po3pobutu
BikTOpHHY Ha TeMy «Komm’ioTrepHa rpadika» abo «3aXuCT JaHHMX», HAJAIITyBaBIIN
TaiiMep JIs1 KOKHOTO 3anuTanHs. Y po0oTi 3 Blooket cTyieHTH CTBOPIOIOTH BIKTOPUHU
3 pi3HUMH (opMaraMH 3alliTaHb, TaKUMH SK BHOIp TPaBWIBHOI BIAMOBII,
BCTAHOBJICHHS BIJIMOBIAHOCTI a00 3alTOBHEHHS IIPOITYCKIB.

BaxxnuBo, mo0 BUKIamAad JEMOHCTPYBAaB pealibHI MPHUKIAIA BUKOPUCTAHHS
BIKTOPMH y HaBUaHHI, CTHUMYJIOBAaB 3MarajbHUIl €JlIEMEHT Ta HaJaBaB CTYyJICHTaM
MOXJIMBICTh CTBOPIOBAaTHM BJACHI BIKTOPMHU IS TOAJBIIOTO aHAmi3y Ta
BIOCKOHAJICHHS, MiJ0MpaloYdl TpHU IbOMY BIAMOBIIHI 3alHUTAHHS, HAJAIITOBYIOUYH

TaﬁMepH Ta IIPOINIOHYIOYH CUCTCMY OHiHIOBaHHH.

01:04 <4 TELEGRAM o

lfotoeo monsterbrawl.blooket.com

o) Verbdm 0 4

AK MOXKHa nepecyHyTH
e/1eMeHT Ha aeaKkui
ﬂ,- NPoCTip BiAHOCHO
: CBOro NOYaTKoBOro
nonokeHHs Ha 10
nikcenis npasopy4?

transform: translateY(10px);

transform: translate(10px);

transform: translateX(10px);

Puc. 1. [Iponec npoxopkeHHs 3a J0TIOMOT'0F0 MOOIJIBHOTO MPUCTPOIO BIKTOPUHU, CTBOPEHOT

CTYJC€HTOM JJIsl BUBYCHHS TEMH 3 1H(POpMATUKU JJIs YUHIB 9-TO Kiacy.

[Ticnst 3aBepieHHs poOOTH 37400yBayl OCBITHM MPOMOHYIOTH CBOI BaplaHTH
BIKTOPUH JJIS MTPOXO/PKEHHS OMHOTPYITHUKAM, a BUKJIaJad CIIIKY€E 3a MPABUIBHICTIO
HaJalITyBaHb il afganTariero 10 pi3Hux popmaris 3anutanb. [1icis nporo Bin0yBaeThCs
pedrekcis, Ae YYaCHUKHM aHaNI3yIOTh TPYAHOIN y TPOIEeCi BUKOHAHHS 3aBIaHHS,
00roBOPIOIOTH BIUIMB BHKOpHUCTaHHS Tuiatdgopm Kahoot! 1 Blooket Ha HaBuanHs Ta

B3a€EMOJIII0 MIXK CTYJICHTaMH B T'PYIIL.



Hpyra Tema mnpucBsideHa BHUBYECHHIO irpoBux 3aco0iB LMS Moodle. Ile
nomyJisipHa 1aropMa Ans AUCTAHIIWHOTO HAaBUaHHS, sKa JO3BOJISIE IHTETPyBaTU
IrpOBi €NeMEHTH y KypcH Ji MiABUINEHHS MOTHBAIi CTyAeHTIB. Bona miarpumye
pI13H1 TUIIM 1HTEPAKTUBHUX 3aBJIaHb, TaKl SIK BIKTOPUHHU, KPOCBOP/IM, AaHArPaMHU Ta 1HIII
irpoBi ¢popmu.

Jlexmifinuii Matepiad Kypcy OXOIUTIOE OCHOBHI (DYHKIIi irpoBHX MOIYIIIB
Moodle Ta gemoHCTpyE, SIK IHTErpyBaTH iX y CTPYKTYPY HaBUaJIbLHOTO Kypcy. JocTymnHi
irpoBi 3acobu y LMS Moodle: «Anarpama», «lonka 3a migepom», «Kpumrekcy,
«KpocBopa», «lIpuxoBana xkaptuHka», «Minbiionepy», «Cymoky». PosmisiHemo
JETAJIbHIIIE KOXKHY 3 HUX.

«AHarpama» B Moodle BUKOPUCTOBY€ThCS SIK Ipa, € 37100yBadl MalOTh CKJIacTH
IpaBUJIbHE CJIOBO 3 MIEPECTABICHUX JiTep. BoHa cripusie pO3BUTKY MOBHUX HaBUYOK 1
3aKpIIUICHHIO TepMIHOJOTIT 3 npeaMera. CTyAeHTH BUKOPUCTOBYIOTH aHarpamy JUis
BUBYECHHS HOBHX CJIIB Ta NOHATH. [ IpUKIIaay, CTYAEHTH OTPUMYIOTh JITEpU «M, A,

K, T, I, by, 1 iMm moTpidbHO ckiactu cioBo « BIOMATY.

is a fundamental software component that is an integral part of most personal computers and other computing devices. The BIOS serves as
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Puc. 2. Bukopucranss irpoBoro 3acody «Anarpama» y LMS Moodle.
«T'oHKa 3a JMiaEepoM», MO CyTi, — IIe 3MaraHHd, y SKuX 3700yBa4i BiAMOBIAAIOThH
Ha 3alUTaHHs, OTPUMYIOYM OaiM 3a MIBHJKICThH 1 MPaBWIbHICTH BinoBiaeh. Koxxna
IpaBUJIbHA BIAMOBIIb I03BOJIIE€ YHACHUKY POCYHYTHCS BIIEpe Ha BIPTyasbHii Tpaci,

10 CTBOPIOE aTMOC(hepy KOHKYPEHIIIi.



Kni€HT Wwykae NpucTpiii Ana ckaHyBaHHA CTapux CiMelHnx ¢poTorpadiii y HoyTEyK. AKkuit NPUCTPIA NOBUHEH NOPEKOMEHAYBATU BAACHUK MarasnHy ANA BUKOHaHHA HEOBXIAHOMO 3aBAaHHA?
Bubepitb 0aHy NpaBuALHY BiANOBIAL

O 3umTyBaY MarHITHUX CMYT

O nnaHweTHWi ckaHep

O npoextop

O pxoiicTnk abo relimnas
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Puc. 3. Bukopucranns irpoBoro 3aco0y «I'onka 3a maepom» y LMS Moodle.
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«Kpunrekcom» Ha3UBaIOTh Ipy, sika 0a3yeThes Ha MUGPYBaHH] Ta pO3rajayBaHH1
ko/iB. CTyJ€HTH MOBHUHHI MPaBUJIBLHO BIJMOBICTU HA CEPil0 3alUTaHb, 00 3HAUTH
KJTIOY JI0 HACTYITHOTO piBHA a00 3aBaaHHs. {1 mpuKiamy, CTyICHTH MalOTh IPABHIILHO

BIINOBICTH HA CEPII0 3aMUTaHb, 00 3HAWTH KJIIOY /10 HACTYITHOTO PiBHSI 3aB/laHb.
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mCky B CTnoioMy eniasgl. | Bianosigs

rPYTIYBATH AV Ta, MOXAMEO, iHUII KaT3AOTM (A1A iEPapXitHM $aII0BUX CHCTEM).

Puc. 4. Buxopucranns irposoro 3aco0y «Kpunreke» y LMS Moodle.
«KpocBopa» y Moodle Mae BUTIISIT KITACHYHOTO KPOCBOPAY, Y SIKOMY CTYJEHTH
MaloTh 3alIOBHUTH KJIITHHKH, BUKOPUCTOBYIOUYH TiAKa3Ku. L[ rpa momomarae ydHsm
3aKpIMUTH TEPMIHU Ta X BU3HAuYCHHA. «KpocBOp» amanTyeTbes Mif Oyab-sKy TEMY,
10 POOUTH HOTO yHIBEpCaTLHUM IHCTPYMEHTOM JIJ1s1 HaBYaHHs. Hampukiaz, cTyaeHTH
OTpUMYyIOTh TiUTaHHA: «Komm’roTepHa mporpama Jjisi pearyBaHHs 300paXeHb» 1y

B11oBi11b BIHCY0Th « Adobe Photoshop» a6o «CorelDrawy.
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MepeeipyTi BIAN0BIAI | ‘ 3aKIHYMTY PO3TagyBaTh ‘

Mo-eepTuKani

1

iMEHOBAHANGCMAOBHICTL A3HMK Ha HOGT, L1 BYKOPCTOBYETLCA Ak 6a208iA 0'EKT B33EMOZT 3 AAHVMU B ONePaLLFiHIX CUCTEMAX.
5:

CMeUiankHO CTEOPEHa NPOTPEMA, 7K KAHOCKTE LKLY BMAPATHOMY T3 NMPOTPAMHOMY 22683NeueHRI0

3

(nanka, AupekTopis) — o6'exT y Galnosiii cucTeMi, Wo cnpoltye opraizauiio Gainis ;| A03B0NAE AAPYNYBATY GIHAK T3, MOXNMBO, IHILI K3TANOTM (ANR IEPaPXIUHMX QaHNOBMX CHCTEM).
14

ConTe A i, A SKGEHEToy 7 i B ST T2V, 51 e OB L S5 BReH & D31 P
Puc. 5. Bukopucranus irpooro 3aco0y «Kpocsopa» y LMS Moodle.
«IIpuxoBaHa KapTUHKa» — L€ TIpa, y SAKii 3100yBadi, BIANOBIAIOYM Ha
3alIMTaHHA, IMOBHHHI po3raaaTu 4aCTKOBO 3aKPHUTC 306pa>KeHH5[. Bona moxe 6YTH

BUKOPHCTAHA JIJI1 BUBYCHHSI HOBUX Te€M a00 sIK 3aci0 JiJisi TOBTOPEHHS.

establishing the authenticity of the user who presented the identifier

Ouixka sianosiaei Kineus rpu

Puc. 6. Buxkopucranns irpoBoro 3aco0y «IIpuxoBana kaptunka» y LMS Moodle.

I'pa «Minbitonep» B Moodle BinTBOproe hopmar momyasipHOTO TEJIeBI31MHOTO
1oy, JI€ YYaCHUKHM BIJTMOBIAIOTh HA 3anuTaHHsA (Hampukiaa, «Ska wmoBa
MporpamMyBaHHS BUKOPUCTOBYEThCA I BeO-pO3pOOKM?»), 3Mararoduch 3a
BipTyanbHul Tipu3. Ko)kHe MUTaHHS Mae KiJbKa BaplaHTIB BIAMOBINCH, a CTyICHTH
MarTh MOKJIUBICTh BUKOPUCTOBYBATH ITiIKA3KU JUTSI IOCATHEHHS yCIIiXY.

«Cynoky» B Moodle — 1ie noriyna rpa, 1€ y4aCHUKHM TOBHHHI 3alIOBHUTH

KJIITUHA YUCJIaMHM TakK, 00 y KOXHOMY PSIIKY, CTOBMNYMKY 1 KBaapaTi 3x3 He



NOBTOpIOBaNIMCA OAHI M Ti X uu@pu. Hampukian, rpaBeup OTPUMY€E YaCTKOBO

3alIOBHEHE CYJOKY 1 MOBUHEH 3aBepmnTy Horo. [Ipukiman 300paxkeHo Ha puc. 7.
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OuiHka Bianoeiaei
Al.
Lie 00'ekT onepauifHOT CHCTeMI, WO MICTUTL dakin-ekasieky Ha AeAkWid o6'ekT B aepesi pecypcie.

Bianoeize:

A2.
cnelianbHo CTBOpEHa NporpamMa, AKa HaHOCWTh WKOAY anapaTHOMY Ta NporpaMHomMy zabe3neueHHo

Puc. 7. Buxopucranns irposoro 3aco0y «Cynoky» y LMS Moodle.

Y 1pi «AHarpama» CTYJIEHTH MAalOTh CKJIACTH TNpaBWIbHE CIOBO 13
HEBINOPSAKOBAHMX JIiTep. HamamTyBaHHs rpy 103BOJIsi€ BUKIIaAaqy KOHTPOIIOBATH Yac
Ha BUKOHAHHS 3aBAaHHA 1 KUJIBKICTh CIPOO.

JlaGopatopHi 3aHATTS B MEXaxX Kypcy BKIIIOYAIOTh 3aBIaHHS, KOKHE 3 SKHX
30CepeKeHE Ha MEBHOMY THIIl IFPOBOTO 1HCTPYMEHTY. CTY/IEHTH CTBOPIOIOTH BIIACHI
Kypcu B Moodle, orpumytoun mpaBa BHUKJIaja4ya JJIsl JIOJaBaHHS 1 HaJAIITyBaHHS
irpoBUx pecypciB. Hampukmnaa, Ha 3aHATTI 3 «AHarpama» CTYACHTH PO3pPOOJISIOTH
BJIACHI1 ITPH, JOJAIOTh TEPMIHU Ta HAJAIITOBYIOTh APAMETPHU, TaK1 SIK YaC BUKOHAHHS
3aBAaHHSA U KUIBKICTB CIIpoO.

[amuM npukinanoMm € rpa «l'oHKa 3a JiepoM», e CTyASHTH BIAMOBIIAIOTH Ha
3alUTaHHS Ta 3MararThCs 3a Ieplie MiCIle, TPOCYBalOYNCh Ha BIPTyalbHIM Tpaci.
Buknamgad Moke HaIamToByBaTH TUITH 3alTUTAaHb 1 BHKOPUCTOBYBAaTH OAaHK MUTAHb, IO
JI03BOJISIE IHTETPYBATH 3aBJIaHHS 3 PI3HUX TEM KYpCY.

[Ticst 3aBepIIeHHS KOXKHOTO 3aHATTS CTYACHTU MalOTh 3MOT'y OOTOBOPUTH CBOT

JOCATHCHHA Ta CKJ'Ia)IHOH_Ii, 3 AKHUMH BOHU 3iTKHYJ'II/IC$[ Hi}l qaC BUKOHAHHJ 3aBJaHb.



Bukinanad oiiHoe He TIIbKM PaBUIBHICTh BIATIOBIJEH, ajie i 3yCHILISL, BUTPAUYCHI Ha
CTBOPEHHSI BIIACHUX 1TOP.

Tperss Tema Kypcy mpucBsiueHa BukopuctanHio Minecraft Education mns
BUKJIagaHHs iHGopmatuku. L{s Bepcis rpu Minecraft Oyma crneriagbHO agantoBaHa J10
OCBITHIX MOTpeO 1 MpOrnoHye O6e3J14 MOXKIMBOCTEH Ui CTBOPEHHS 1HTEPAKTUBHOTO
HaBYAJILHOTO CEPENOBUIIIA, IO CIIPUSE PO3BUTKY TBOPUHX, aHAUTITHIHHX 1 IPOTPAMHHUX

HaBHU4YO0K.

AiBukopucraHHa Minecraft Education y npoueci HaBuaHHA iHpopMaTUKH

Cxomane sig cryperia

Minecraft: Education — e ocsiTHA Bepcia oaniel 3 HalinonynApHiwKX siaeoirop B icTopii, Aika Nnepesepliye Bci naaTGopmMu Ta Npveabaioe rpaBLIB He3aAEXHO BiA Biky, AemorpadiuHol
UK reorpadiuHOT 03HaKU.

B TeopeTnuHKiA MaTepian 3acoBy Minecraft Education

3asnaHHA 3acoby Minecraft Education

Puc. 8. Monyns 3. Bukopucrtanus Minecraft Education y nporeci HaBuaHHS iHpOpPMATHUKH.

Jlexuiss MOYMHAETBCS 3 OMIAAY ICTOpili Ta OCHOBHUX (QyHKIINH Minecraft
Education. Buknagau nosicHIoe, ik rpa Mo)ke OyTH BUKOPUCTaHA JJI1 HABYaHHS P13HUX
acTeKTiB iH()OPMATHUKH, aKIICHTYIOUH yBary Ha TAaKUX peXuMax, K «KpearnBawmii», mo
HaJa€ HEOOMEXKEHUM TOCTYT JI0 PECYPCIB 1 1I€JIbHO MIAXOAUTH JIJIsl OCBITHIX 3aBJ/IaHb,
«PexxrM BUKUBAHHS», IKMM BUMarae CTpaTerivHoro MUCJICHHS B YMOBaX 0OMEXKEHUX
pecypciB, 1 «CrnocTepexXeHHs», IO Ja€ BUKIAIa4y MOXKJIMBICTh KOHTPOJIIOBATH
npoliec 0e3 aKTUBHOTO BTPYYaHHS.

OaHMM 13 KJIIOYOBUX AacleKTIB € CTBOPEHHS BIAcHUX CBITIB y Minecraft
Education, siki BHUKOPUCTOBYIOTH J/JIi BHKOHAaHHA 3aBAaHb 13 MporpamMyBaHHS.
CryneHTH, MpaIioy 1HAUBIIyalbHO a00 B TpyIax, CTBOPIOIOTh HABYAJIbHI CBITH, IO
BKJIIOYAIOTh 3aBJaHHS 3 TMPOrpaMyBaHHS, SK-OT pPO3poOKa aBTOMAaTH30BaHUX
anropuT™MiB JUIsl 300py pecypciB. 3100yBadi TakoX BUBYAIOTH, SK HAJIAIITOBYBATH
KOMAaHJIHI OJIOKH, 11100 aBTOMATM3yBaTH IMPOILECH B I'pi, HAPHUKIAA, AJI1 CTBOPECHHS
aBTOMAaTU30BaHUX (¢epM a00 1HIIMX 3aB/IaHb, IO BUKOPUCTOBYIOTH IIUKIIA T4 YMOBH.

[pynoBa pobGora B Minecraft Education mnepenbauae cTBOpeHHS
0araToKOpUCTYBAIlbKUX CBITIB, JI¢ KOXKEH CTYJICHT BIAMOBIJA€ 3a CBOI YACTHUHY
MIPOEKTY, 10 PO3BUBAE HABUYKH CITIBIIpalll i ruianyBaHHs. [1icist 3aBepiiieHHs 3aBIaHb
CTYICHTH TMPE3EHTYIOTh CBOI CBITM Ta MPOEKTH, BUKIAJa4 OI[IHIOE MPABHIbHICTH

BUKOHAHHS, KPEATUBHICTD 1 BMIHHSI BUKOPUCTOBYBATH IIPOTPAMHI 3HAHHS.



[Ticns 3aBepiieHHs poOIT BimOyBaeTbes peduiekcis, MiJ 4ac SKOi CTYACHTH
0OTOBOPIOIOTH BJIACHWM NOCBiN BuUKopucTanHs Minecraft Education, anamizyroTsh
TPYZIHOIL, 13 SIKUMHU 31TKHYJIHCA, 1 OI[IHIOIOTH, SIK L Miaargopma gomomoria iM y
PO3BUTKY HAaBHUOK MIPOrpaMyBaHHs Ta pOOOTH B KOMaHII.

[TincymoByIouM KJIIOYOBI €JIEMEHTH METOAWKH, CJiA BIA3HAUYWUTH, IO
3actocyBaHHs Minecraft Education y HaB4aibHOMY MpOIECi CTBOPIOE 1HTEPAKTUBHE
CEpENIOBHUILIE, SKE CIPHUSE PO3BUTKY B CTYACHTIB CaMOCTIMHUX HABUYOK BHUPIIICHHS
mpo0JIeM, a TaKOXK iX TEXHIYHUX Ta COIIATbHUX KOMITCTCHITIN.

JIns1 OlIHIOBaHHS PIBHS 3aCBOEHHS IMPOBHUX TEXHOJIOTIM KypcoM IepeadadeHo
MiJICYMKOBE TE€CTyBaHHS. TeCT CKIIaa€ThCs 3 3aBIaHb, BimiOpaHuX 13 OAHKY NMUTaHb,
SAKUW MICTUTBH TPHU KaTeropii: mepia BKI0Yae 25 3amuTaHb 13 BIAKPUTOIO BIAIOBIIIIO,
apyra — 25 3anuTaHb Ha BIAMOBIAHICTB, @ TPETS — €ce Ha BUOIp 3 M’ SITH TeM. TecT
CTPYKTYpOBaHMM Ha Tpu OJOKH, Ae mepmuid MIicTUTh 10 3anutaHp 13 Kareropii

«ITuTaHHs 3 BIAKPUTOIO BIATIOBIITION.

Aopatv BUNajgKoBe MUTaHHA A0 CTOPIHKK 1 X

IcHytoua KaTeropis Hoea kateropis

BunagkoBe NUTaHHA 3 icHyroUuol KaTeropiil

KaTeropisa [ MWTaHHA 3 BiAKPUTOK BiANOBIAAKD (25) : ]

(J BrawouaTy TaKOX NWUTaHHA 3 Nigkareropii
Teru (] Byab-fiki Tern
3HarTK v

KinbKicTb BUNaAKOBMK 1%
MATaHb

MnTaHHA, AKI BIANOBIAAOTE LILOMY (iNbLTPY: 25

< 2 3 4 5 >

= Ak Ha3uBasTLCA IHCTPYyMeHT Moodle Ans aBToMaTK3aUIT CTBOPEHHA Ta pO3N0ALNY 3aB/aHL Ha OCHOBI ...
= fK Ha3MBAETLCA NPOLIEC CTBOPEHHA 3anuTaHs Y Blocket?

= flk Ha3vBacTLCA GyHKUIA Blocket, WO A03BONAE CTBOPHOBATN BIKTOPMHM 3 AMHAMIMHOKO CKABAHICTIO H...

= flk Ha3vBacTLCA QYHKLIRA, AKa A03BO/AE 3MILLYBATH NOPAACK BiANoBiLel y BikTopuHi Blocket?

Puc. 9. CTBOpeHHS BUTIaKOBUX 3aTUTAHb IS M1ICYMKOBOTO TECTY.

Hns apyroro Onoky BuOupaemo karteropito «lluTaHHs Ha BIIMOBIAHICTHY 1
kutbkicTh 10. YV Tperbomy Onomi 3anmuTaHb obmpaeMo kareropito «Ece» 1 3 m’stu
MOXXJIMBUX BapiaHTIB oOupaeMo Jmie ofaHy Temy. lle o3Havae, 1mo ajsi KOXKHOTO
CTY/IEHTA BUIIaJJKOBUM YMHOM BinOupaeThcsi 10 3anutansb 13 mepmoro 010Ky, CTUIBKH

K — 13 IPyTOro OJIOKY 1 OJTHE €Ce 3 TPETHOTO OJIOKY.



Poszmoain 6aniB a1 OLIHIOBaHHS CTYAEHTIB Y Kypcl 300pakeHo y Tabmuiil 1.

Tabmurs 1.
Tema 1 Tema 2 Tema 3 HincymxoBuii
TeCT
30 6amniB 20 6amniB 20 6aniB 30 GamniB

[Ticnst 3ma4i 3aBganb nepiioi TeMu «IrpoBi 3aco0u i CTBOPEHHS BIKTOPHHY
BUKJIaJa4 TIEpPEeBIPsI€, YA BIAMOBIAAIOTh BIKTOPUHHU KPUTEPISM Ta BUMOraM. MakcumMym
3a 10 TemMy MokHa oTrpumatu 30 OamiB, 30kpema 1o 15 OamiB 3a 3aBmaHHS 3
Bukopuctanus miargopm Kahoot! ta Blooket. ¥V apyriit Temi «Irposi 3acoou LMS
Moodle» nepenbadueHo 8 3aBmaHb, KOXKHE 3 SIKMX OIIIHIOETHCA B 2,5 Oanu, 10 Aa€
3arajgpHy OIIHKY B 20 OamiB. Y tpetiii Temi «Bukopucranusa Minecraft Education»
yepe3 CKIIAIHINI 3aBJaHHs MOkHa 3apooutu 10 30 6atiB.

[TincymkoBuii Tect, BukoHanuii Ha 100%, omiHoeThes y 30 Gani. s uporo
NOTPi1OHO BIANOBICTH Ha:

e 10 BUMAIKOBUX 3alUTaHb 3 BIIKPUTOO BIAMOBLAAIO (110 3 Oamu 3a KOXKHE)
e 10 3anuTaHp Ha BIAMOBIAHICTH (110 2 0aliv 32 KOXKHE)
Ta HamMcaTH ojHe ece (OIIHIEThC B 20 0aiB).

BiamosiBim npaBuJIbHO Ha BCl 3alUTaHHs, MOKHA HaOpatu 70 OamiB, sKi micis
TOTO KOHBEPTYIOThCA Y 30 OanbHy cuctemy. ToOTO, 3arajiom y Kypci 3a IiJICyMKOBHIA
TecT MokHa orpuMaru 30 OaniB, mpoTe BHOIpKOBA NUCLHUILIIHA MOOYIOBaHAa TaKUM
yrHOM, 1110 70 6aiB — 116 MaKCUMaJjbHa OL[IHKA 32 TECT.

BucHoBku. BuKoOpHCTaHHS ITpOBHUX TEXHOJIOTIH y HaBUAJbHOMY IPOIECI €
BRXJIMBUM €JIEMEHTOM IMJATOTOBKM MAaWOyTHIX BuUuTENiB 1H(popMaTtuku. Bouu
JI03BOJISIFOTH 3pOOUTH MPOIEC HABYAHHS OB 3aXOITIOI0YUM, 3aJTy4atOun CTYJCHTIB
710 aKTUBHOI y4acTi Ta CIIPUSAIOYHU KPaIlloMy 3aCBOEHHIO MaTepiaiy. Irposi mardopmuy,
taki sk Kahoot!, Blooket, LMS Moodle Ta Minecraft Education, Mmo>kxHa 3 KOPHCTIO
3aCTOCOBYBaTH y HaBuajibHOMY mporeci y 33CO, BOHU € e(peKTUBHUM 1HCTPYMEHTOM
st hopMyBaHHA (PaxoBUX KOMIETEHTHOCTEH MallOyTHIX MEAaroris.

OOMEXXEeHHSIM y 3aCTOCYBaHHI METOJAMKU BBAXKAEMO JESAKI TEXHIUHI MPOOIeMHu

o0 posropranns LMS MOODLE y 33CO. Ix BupinenHs B6adacMo y BCTaHOBJIEHH



BKa3aHOi cucTeMu Ha xMapHi 1atrdopmu [4] abo mobopi irpoBUX 3aco0iB IS
3arajJbHOIOCTYIMTHUX XMapHUX TIaT(opm.

IlepcniekTHBH NoAAIbIINX AOCIIKEHb. Hapmamni TTAHY€MO
EKCIICPUMEHTAJIbHO TEPEBIPUTH KypC 13 3allydeHHAM 37100yBadyiB OCBITH 3a
cnemianbHOCTIMU «014.09 Cepennst ocita (Indpopmaruka)» ta «122 Komm’toTepHi
Hayku». HacTymHi nociiipkeHHs: OyayTh CIpSMOBaHI Ha BUBYCHHS 1HIIUX HUGPOBUX
irpoBux 3aco60iB, Takux sk: HackerRank, CodeCombat, CodeWars, ClassCraft Ta
CodinGame, m1s X BIPOBAKEHHS B OCBITHIM MpOIIEC Ta HA CTBOPEHHS BIIACHUX
3ac001B Takoro Tuiy. JJouiJIbHUM € po3po0IeHHS METOANK BUKOPUCTAHHS ITU(DPOBUX
ITpOBUX TEXHOJIOTIM y HaBYaHHI MUCHUIUIIH Mpo(deciiiHOi MiAroTOBKM OakanaBpiB
iHpopMaTuku. BaxJMBO TakoXX MOCHIMTH 1HIINI HaBYaldbHI KypcH, po3poOieHi 3
BUKOPUCTAHHSIM 1HTEPAKTUBHUX TEXHOJOTIM, a TaKoK BIUIUB HU(PPOBUX IrPOBUX
TEXHOJIOT1i Ha (POPMYBAHHIO COLIIAIBHUX 1 KOMYHIKATUBHUX HaBUYOK Y CTYJICHTIB.
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