Papayx fI. Irposi TexmoAOriI Ha ypoKax IHOPMATMKM, IX BUKOPUCTAHHS Ta 3aCTOCYBAHH:

..............................................................................................................................................................

VIIK 373.5.016:004]:795
DO https://doi.org/10.24919/2308-4863/83-3-39

Ana PAJTYYK,

orcid.org/0009-0002-1728-2692

euUmens iHghopmamuxu

3anopizvkoi eimuaszii Ne 103 3anopizekoi micekoi paou
(3anopixcoca, Yrpaina) kabl2l1infl@gmail.com

ITPOBI TEXHOJIOT'TI HA YPOKAX IHOPMATHKH,
IX BAKOPUCTAHHSA TA 3ACTOCYBAHHSA

ITumanna euxopucmanHts ma 3acmocy8anHs i2posux MexHoN02I Ha YPOKAX IHPOPMAMUKU € 8ANCTUBUM MA AKMYATlb-
HUM Cb0200HI. B ymoeax dominyeanns mexnonozit Oucmanyiiinoi oceimu cnocmepicacmo npoyec posuupenns ma akmy-
anizayii ieposux mMemoois Ha ypoKax ingpopmamury. Baxcaiusum € sUKopucmanms igpo8ux mexmnoao2itl maKoic iHuumu
BUUMENAMU-NPEOMEMHUKAMU. 12POBI MEXHONO2IT HA YPOKAX IHHOPMAMUKYU € NOMYICHUM THCIMPYMEHMOM 0I5l 3AYIKAGIEH-
H5L YYUHIB, NOKPAWEHHS PO3YMIHHSA CKIAOHUX KOHYENYill | pO3GUMKY KIIOUO8UX KoMnemenyiu. Bonu cnpusioms cmeopeniio
IHMEPAKMUBHO20, 3AXONIUBO20 HABUATILHO20 CePed0sUd, WO MOMUBYE YUHIE 00 AKMUBHO20 HABUAHHS.

Y ecmammi cxapaxmepuzosano cyuacui mpenou eeiimigixayii oceimHb020 npoyecy, 30Kpema Ha ypoxax iHgopma-
MUKY, ma posKpumo ii 3HauenHs ¢ KOHMeKCmi opmy8anus HO8UX nioxodie 00 nasuanns. Pozenanymo icpogi mexmo-
702ii, Ha ypoxax iHgopmamuku, AK 0OUH i3 eQeKmusHux Memooié aKmueizayii nizHasalbHoi JiIbHOCMI YUHI8, WO
CHpUSIE NIOBUWEHHIO IXHbOI MOMUBAYIT, PO3GUMKY KPUMUYHO2O0 MUCLEHHS], MEOPYOCHI Md HABUHOK pOOOMU 8 KOMAHOI.
Onucano nowsmms eetmigixayii y koumexcmi oceimu, it nepesazu ma ko406l ocoonusocmi. Hadano knacugixayiro
KOMN TOMEPHUX [20p 0CBIMHbO20 NPUSHAYEHHS, 30KPEMA iIX AKMUBHO20 BUKOPUCIAHHS HA YPOKAX IHGOPMAMUKIL.

Oxpemy ysacy npudineHo ananisy enaugy icposux MmexHon02ili Ha YCRIWHICMb YYHI8 I pO38UNOK IXHIX KIHOUOBUX KOM-
nemeHmnocmeti 8i0N0GIOHO 00 PI3HUX BIKOBUX 2PYN. 30Kpema, 8i03HAUEHO, Wo 2etiMiikayia oc8imHubo20 npoyecy 00360-
JIAE a0anmyeamu HA8UAaHHs 00 THOUBIOYALLHUX nOmped YuHig | podumsb HasUANbLHUL Mamepian Oinbuw 0OCmynHUM ma
yixasum. Hazonoweno, wo inmezpayis izpogux mexnHonozii y HagyanibHull npoyec, 30Kpema Ha ypoxax ingpopmamuxu, €
NePCneKmueHUM HANPSIMOM PO3GUMKY OC8IMU, AKUL 8I0N06I0AEC GUKIUKAM CYUACHO20 IH(opMayitinoeo cycninbemea ma
Cnpusic POPMYBAHHIO KIIOYOBUX KOMREMEHMHOCMEU YUHIG.
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GAME TECHNOLOGIES IN FOREIGN LANGUAGE LESSONS:
THEIR USE AND APPLICATION

The issue of using and applying game technologies in computer science lessons is important and relevant today. In
the context of the dominance of distance education technologies, we observe the process of expanding and updating game
methods in computer science lessons. It is also important for other subject teachers to use game technologies. Game
technologies in computer science lessons are a powerful tool for engaging students, improving their understanding of
complex concepts and developing key competencies. They help to create an interactive, engaging learning environment
that motivates students to learn actively.

The article describes the current trends in gamification of the educational process, in particular in computer science
lessons, and reveals its importance in the context of developing new approaches to learning. Game technologies in
computer science lessons are considered as one of the effective methods of activating students’ cognitive activity, which
helps to increase their motivation, develop critical thinking, creativity and teamwork skills. The concept of gamification
in the context of education, its advantages and key features are described. The classification of computer games for
educational purposes, in particular, their active use in computer science lessons, is provided.

Particular attention is paid to the analysis of the impact of gaming technologies on students’ performance and
the development of their key competencies in accordance with different age groups. In particular, it is noted that the
gamification of the educational process allows to adapt learning to the individual needs of students and makes the
educational material more accessible and interesting. It is emphasised that the integration of gaming technologies
into the educational process, in particular in computer science lessons, is a promising area of education development
that meets the challenges of the modern information society and contributes to the formation of key competencies of
students.
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IMocTranoBka npodJieMu y 3arajibHOMY BUIVISII.
MopepHizalisi OCBITHBOTO TIpoLiecy B YKpaiHi € Bax-
JMBUM €TaroM y MoOy/I0OBi CUCTEMH, IO BiAMOBiAaE
BUKJIUKaM Cy4yacHoro city. Pedopma HoBoi ykpa-
fHchKoi mkonmu (HYIL) craButh mepem coboro MeTy
CTBOPHUTH IHHOBAIliiiHE CEepeOBHUINE IS y4HIB, e
BOHHM 3MOXKYTh PO3BHMBATH KIIIOUOBI KOMIIETEHTHOCTI,
KPUTHYHE MUCIICHHS, KPEaTUBHICTh 1 3IATHICTH IO
crmiBmpari. Yce Ie CnpsMOBaHO Ha Te, 00 yuHi
HoBoi ykpaiHCBKOI INKOJAM MOIVIM JIETKO aJamnTyBa-
THCA JO pealiii Cyd4acHOTO CBIiTy, OyTH KOHKypECH-
TOCIIPOMOKHHMH Ta BIEBHEHMMH B co00i. Takum
YHHOM, aKTHBHE BHUKOPUCTAHHS IrPOBHX TEXHOJOTIH
Ha ypokKax iH(pOpMaTHKH A03BOJISIE€ YPI3SHOMAHITHUTH
HaBYJILHU MPOIEC Ta YACTO € TOJIOBHUM €JIEMEHTOM
OTIpaIffoBaHHS HaBYAJIBHOTO Marepiany. Came irpoBi
TEXHOJIOTIi 1O3BOJIAIOTH BUIIPALIOBATH Ta BIOCKO-
HaJIWTH NpakTH4Hi HaBuukHu. Kpim Toro, Tak 3BaHa,
reiimidikaniss ypokiB iHpopMaTuku poOUTH IMpoIec
HaBYaHHS OLTBII [IKaBUM 1 MOTUBYIOUUM AJISl YUHIB.
VY BUpillIeHH] irpOBUX 3aBIaHb y4YHI 3aCTOCOBYIOThH
JIOTIKY, aHaJIi3 1 TBOPYICTh, PO3BUBAIOTH BMIHHS KPH-
THYHO MUCIUTH. barato irop mepembadaroTh CITiBII-
palro Mi>k CaMHMH YYHSIMU; YYHSIMHU TA BUUTEIIEM, 110
PO3BHBa€E HABUYKH CIIKYBaHHA 1 pOOOTH B KOMaH]Ii;
crpusie popMyBaHHIO aTMOc(epH IOBIpH Ta B3aEMO-
MiATPUMKH, JIe BYUTENIb BUCTYIIAE Y POII TOBApUIIA,
MeHTopa, pacwmritaropa. [IpakTudHi irpoBi 3aBHaHHS
JOTIOMAaraloTh Kpaule 3acBOITH TEOPEeTHMYHHMH Mare-
pian. Ilix yac 3acTocyBaHHS iIrpoOBHX TEXHOJOTIH Ha
ypOKax icTopii MPOCTEKYEThCS PO3BUTOK HABHUYOK
MpoTrpaMyBaHHSI.

IrpoBi TexHooOTIi € He nuIe 3aco00M 3alliKaB-
JIEHHS, ajie W BOKJIMBUM IHCTPYMEHTOM IS (opMy-
BaHHsI KIIOYOBUX HAaBUYOK YUHIB: PO3BUTKY KPUTHY-
HOTO, JIOT1YHOT0, HECTAaHJAPTHOTO MUCIICHHS; POOOTI
y KOMaHJi; 3aBISIKM CTBOPEHHIO irOp 4YM MPOEKTiB
y4HI MOXYTh TPOSBUTH CBOIO (paHTazito; dopmy-
BaHHSI BMIHHS 3HAXOJUTH JIETKI PIIEHHS B CKJIQTHIX
CUTYAIlisIX Ta BUPINIyBaTH 3a/1adi. [rpoBi TexHOIOTI,
0COONIMBO B IPYyMOBUX 3aBAAHHSX, CIPHSIOTH COLia-
7i3auii yuHiB, OpMyBaHHIO HABHYOK KOMYHIKaLlii Ta
BMIHHS JOCSTaTH CIUIBHUX IIJIEH.

AHaji3 ocTaHHiX AocHiIKeHb i myOmikamiii.
BuxopucrtanHs irpoBHX TEXHOJOTiIH abo X Tporec
reiimipikarii HaBYaHHS € IIKaBUM Ta aKTyaJbHAM
MUTAHHSAM, NpPOTE MAaJONOCHiIKEeHUM. 30Kpema,
OUTaHHS Tpu JochimxyBanu ¢inocodu: Ilnaton i
ApicToTens po3mIsSAaNd TPy SK NPUPOIHHUHA CHO-
ci6 mizHaHHA cBity; I. I'erens 1 @. Illumnep Haro-
JonryBanu Ha ii TBopuomy motenmiaini; I. Crmerncep

aKIIEHTYBaB yBary Ha PO3BHUTKY 4epe3 TPy HPUPOJ-
Hux 3ai0Hoctel momuuu (Kupunenko, 2023: 45).
[MuTanHs irpoBOi AISUIBHOCTI y TENArOTIIl JIOCIi-
JoKyBau HacTymHi aBropu: E. Yryp Ta M. 1. Osznen
(Yryp, Ozmen, 2021: 111); P. I'opoxosa, II. Hixitin
(I'opoxosa, Hikitia 2012: 395); O. Backko (Backko,
2019: 29) i .o

[MutanHs Tak 3BaHOl reiimidikaiii y HaByYaib-
HOMY TIpOlLIeCi, 30KpeMa Ha ypokax iH(OpMAaTHKH
TIOYajy TOCHiKyBaTH, MoYnHao9u 3 XXI cTOmITTS.
Came B 1€l "ac irpu CTagu MOTYKHUM IHCTPYMEH-
TOM B OCBITHBOMY THPOIIECi, CHPHUSIOYH KPaIIOMY
3aCBOEHHIO 3HaHb, PO3BUTKY HABUYOK 1 IiJBUIICHHIO
MotuBalii. B cyuacHiii memarorimi Taki miaxomu
MAIOTh KiJIbKa Ha3B: irPOBi TEXHOJIOTI, redMidikaris
Ta irpodikaris. 30kpema, I1i CKJIaI0BI aHATI3yBaTH Ta
nocrmimkyBann HaykoBii: C. Uypok ta B. llamons
(Uypok, IHamons, 2022: 67); 1. Arrami (Arrani,
2015: 58); B. Kupunenko, H. Kupunenko, A. Kpu-
xaHoBcbkui (Kupunenko, Kupunenko, KpuxaHos-
cekuii, 2023: 51); FO. Omiitank (Omitiauk, 2015: 476)
Ta 1HIII.

Merta cTarTi onsrae y po3KpUTTi TUTAaHHS BUKO-
PUCTaHHS Ta 3aCTOCYBaHHS IFPOBUX TEXHOJIOTIH Ha
ypoKax iHHOpMAaTHKH.

Buxnan ocHoBHOro marepiamay. CydacHa ocBita
CTPIMKO amamnTyeThCs 0 3MiH Y MH(PPOBOMY CBITI.
Lle copuse BiZKPUTTIO HOBUX MOMKJIMBOCTEH IS
HaBYaHHS, 30KpeMa 3aBISKH BHUKOPHCTAHHIO IITY4-
Horo inTenekry (ILI) Ta xomm’torepumx irop. Lli
IHHOBAIIIi JI03BOJISIIOTH 3POOUTH HABYAJILHUH MPOIEC
OUTBII IHTEPAKTHBHUM, MEPCOHANI30BAHUM 1 edek-
TUBHHM, BiIITOBIIal0YH HA MTOTPEOH Cy4aCHOTO MTOKO-
JIHHS.

Takum 4MHOM, Ha YpOKax iH()OPMATHKH, 3aBISKU
CY4aCHMM TEXHOJOTISIM 3 SBHJIUCS HOBI MOXKIIH-
BOCTI ISl YPi3HOMaHITHEHHSI HABYAILHOTO MPOLECY.
Kowmm’rotepHi irpu Ha ocHOBI LI € mOTYXHUM iHCTPY-
MEHTOM I popMyBaHHS HAaBHUOK Y XXI CTOIITTI.
Hanpuknan, irpu Ha 3pazox Minecraft: Education
Edition 103BONSIOTH YYHSIM CTBOPIOBAaTH YHIKaJIbHI
CBITH, 3aCTOCOBYBAaTH JIOTIKy W €KCIIEPHMEHTYBATH.
Lle cnpusie y ToMy 4ucii KOMaHIHIM po0OTi; 320X0-
YEHHIO JIO CITBIIpAIi, ¢ YIaCHUKH BHKOHYIOThH MicCii
pa3oM, pO3BUBAIOYN KOMYHIKAIIIO 1 JTiIePChKi IKOCTI.
Minecraft: Education Edition € cremiaaizoBaHO0
OCBITHS Bepcist nonyisipaoi rpu Minecraft, ctBopena
komnanisMu Mojang AB i Xbox Game Studios mis
BUKOPHMCTAHHS y KIIACHOMY CEpeJOBMINi. 1i mepma
moBHa Bepcis Buinuia 1 mucromaga 2016 poxy. Ils
miar¢popmMa imeambHO MiOXOAWTH [UISI HaBYAHHSA,
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OCKIJIbKU TO€AHY€E IrPOBHH JOCBIJ i3 MOXIIHMBICTIO
3aCBOIOBATH HaBYaJbHUN Marepian y pi3HHX Tpeln-
METHUX Taly3sX. 3aBISIKH il Ipi BUUTENT MOXKYTb
KepyBaTH JIUCTAHIIMHUM KJIaCOM, CTABUTH 3aBJIaHHS
Ta CTBOPIOBATH YHIKaJNbHI CIIeHApii I HaBYAHHS.
Ha mmardopwmi icHye Oarato TOTOBHUX YPOKIB 3 pi3-
HUX TMPEIMETIB: MaTeMaTuKH, icTopii, Ximii, Qi3ukw,
Oionorii, inpopmaruku Tomo. Minecraft: Education
Edition migTpumye iHTErpariiro 3 MONyIsIpHUMH TLIaT-
dhopmamu, Takumu sk Microsoft Teams 1 OneNote,
10 CIPOIIY€E TUIAHYBaHHS yPOKIB i criBmpamto. Kpim
TOTO, CTEMialbHI HalaIITyBaHHS OE3MEKH JT03BOJIS-
I0Th BUNTEISIM 320€311€UNTH KOHTPOJILOBAHUH TOCTYII
yuHiB 110 rpu (Minecraft: Education Edition, 2016).

HactynHoro mnardopmoro, 1o J103BOJIsIE YPi3HO-
MaHITHUTH HaBYaJIbHUI HpoOLEC, 30KpeMa Ha ypoKax
inpopmarnkn, € Omnitux. Lle iHTEpaKTHBHE OCBITHE
mporpaMHe 3a0e3ledYeHHS, SKE BHKOPHCTOBYETHCS
JUIsl HaB4aHHS AiTedl. BoHO cxoke Ha mporpaMHui
naket GCompris, ane Mae CBOi 0COOJNMBOCTI W He
BKJIIOYAE 0 CBOTO CKIIany rpadidHuil peaakTop abo
KJIaBlaTypHHUHA TpPEHAaXEp, SKi € OKPEeMHMH IIPOTpa-
Mamu. Omnitux CTBOPEHO Ui MiATPUMKH HAaBUYAHHS
B irpoBiii ¢popMi, 10 CTUMYJIIOE PO3BUTOK AiTeH y pi3-
HUX Tally3sX: JIOTIYHOTO MHCJICHHS, MaTeMaTHYHUX
HaBUYOK, reorpadiyHux 3HaHb, MaM’sTi Ta yBard.
3aBasgKy raiaHiil mporpami BYUTETI MOKYTH CTBOPIO-
BaTH BIIACHI 3aBHaHHSA a00 MOIMQIKyBaTH iCHYIOUI.
Le no3Bomste anantyBaTH IporpaMy 10 HOTped OKpe-
MuX y4HiB y# rpyn (Omnitux, 2016).

Hactynmna HaByanmpHa rpa copusie ypi3HOMa-
HITHEHHIO TIPOIECY OCBOEHHS pOOOTH JiTed 3
KomII ' 'oTepoM. 3okpema, 3a momomororo Childsplay
BUMTENl MAalOTh 3MOXYTb BHKOPHUCTOBYBAaTH IIpH
IUIL PAaHHBOTO PO3BUTKY (KOPUCTYBAaHHS MHMIICIO
Ta KJIaBiaTyporo, MpOCTi irpu Al 3HAOMCTBa
JITeH 13 KOMIT'IOTEpPHUM OOJIaJIHAHHSAM; IrpH Ha
3armaM’SITOBYBaHHS, HANpPUKIAA, KIACHYHI TapHi
KapTKH; BIIPABH ISl BABYCHHS U], OYKB 1 MPOCTHX
CJiB) Ta KJIACHYHI irpH B HaBUAIBHIH (opMi (TaKkMaH:
HaBYaHHS KOOPIAMHALIl Ta JIOTIKH; Ma3Jid: PO3BHTOK
MIPOCTOPOBOTO MUCJICHHS; MIHT-TIOHT 1 OLTBSIpA: 3HA-
HOMCTBO 3 (Di3MYHMMH TNPHHIUIIAMH, TPEHYBaHHS
MIBUIKOCTI peakiii). Y mizomy, nporpamy Childsplay
CTBOPEHO, MO0 y MiKaBid irpoBii (hopmi HABIUTH
IiTeld OCHOBHUM HaBHYKaM POOOTH 3 KOMII IOTEPOM,
PO3BHHYTH iXHIO TaM’SiTh, JIOTIYHE MHCIECHHS, a
Takok 0a30Bi HABUYKU JIi4OM, YATAHHA i KOPHCTY-
BaHHS MUIIECIO Ta KiaBiaTyporo. Classcraft — e irposa
OCBITHA IUTaTQOpMa, IO O3BOJISIE TIEPETBOPUTH
HaBYaJIbHUH MPOIIEC Y 3aXOIIUBY pOJIbOBY Ipy. BoHa
0a3yeThCs Ha MIPUHIINTIAX TeiMidikariii if 3abe3meuye
IHTepaKTUBHE HABUAHHA 3 EJIEMEHTaMH KOMaHIHOi

po0OTH, 1HAMBIAYAILHOTO TPOTpecy Ta B3AEMOIIl
MK yuHAMH U yauteneMm. Kpi3s npusmy reiimidika-
mii HaBuaHHA, a caMe BuKopucTaHHs Tpu Classcraft,
MIPOCTEKYETHCS IEPETBOPEHHS 3BUYAHOTO YPOKY Ha
POJBOBY TPy, JIe yUHI BUCTYAIOTh Y POJIi IEPCOHAKIB
13 BJIACHUMU 3JII0HOCTAMU. YUHI 3apo0JsOTh Oayu 3a
BUKOHAHHS 3aBJIaHb, y4acTh Y JUCKYCIsX, JIOTIOMOTY
omuoxinacHukaMm (Classcraft, 2020). GCompris € 6ara-
TO(YHKI[IOHATTFHAM OCBITHIM MTPOTPAaMHHUM ITaKETOM,
akui BkItoyae moHaa 100 pi3sHOMaHITHHMX iHTepak-
TUBHUX 3aBJaHb 1 BOpPaB IS JITEH BIKOM BiJ 2 10
10 pokiB. BiH 0XOIIIOE IUPOKHIA CIIEKTP TEM, a caMme,
Bi 0a30BHX KOMIT IOTEPHHUX HABUYOK JIO BHBUCHHS
MaTeMaTUK{, MOB, NPUPOJHMYMX HAyK Ta PO3BHU-
tKy Jsoriku (GCompris, 2002). «CxapOHUIIS 3HAHb.
[yxaui ckap6iB» — OCBITHS KOMII'IOTEpHA ITPOTpama,
sAKa € yacTuHoto Kypcy «lllykaui ckap6isy. i romos-
HOIO METOIO € PO3BUTOK yBar, JIOTIYHOTO MHCJICHHS,
HaBUYOK poOOTH 3 MHUIIICIO Ta KJIaBiaTypolo, a TAKOXK
3aCBOEHHS OCHOB aJITOPUTMIi3allii uepe3 iHTepaKTHUBHI
3aBAaHHs. 3aBIsIKH irpoBiit popmi, mporpama poOUTH
HaBYaHHS I[IKaBUM 1 MOTHBYIOUUM Jutst fiTedt (CkapO-
Huls 3HaHb. Lllykaui ckap6is, 2015).

Duolingo € monynaspHow ImIarhoOpMoOr0 s
BHBYEHHS 1HO3EMHHMX MOB, sIKa € SICKpaBUM IIpHU-
KIagoM reimidikariii B ocBiTHpOMY Mporieci. Bona
MO€HY€E HABUYAHHS 3 irPOBUMH €JIEMEHTaMH, 3a0e3-
MeYy0Yrd MOTHUBALiI0 KOPUCTYBaUiB Ta 3ay4EHHs 10
nporecy HaBuaHHs. [Imardopma gocTynHa y BUNISAL
BeO-caiiTy Ta MOOLIBHOrO JONATKY 1 MIATPUMYE
YKpaiHCBKOMOBHHH iHTEep(elic, o poOuTs i1 3pyd-
HOIO JUIA YKpaiHChKMX KOopHCTyBadiB. lerimidika-
Lis HABYAJIILHOTO MPOILIECy MOXKJIMBA 3a JOIOMOTOIO
BIIPOBAKEHHS crcTeMH OaniB, piBHIB 1 HAaropox 3a
BUKOHAHHS 3aBIaHb Ta BHUKOPHCTaHHS IUIATQOpPM,
takux sk Classcraft, ne y4ni 3apoOnsroTs Oanu 3a
YCHIX{ Ta BUKOHAHHA JOMAIIHIX 3aBJaHb. Takox Ha
ypokax iH(hOpMaTHKH MOXKIIHBA MTPOEKTHA JisSUTBHICTh
y dopmari rpu. Hanpukiaz, oprasizanis HaB4aabHUAX
kBecTiB 4yepe3 «CTBopeHHs BeOcaiiTy 3 Hyms» abo
«[IporpamyBannst rpu y Scratch». [NommpenHs ta
aKTyaJIbHOCTI HAaOyBalOTh 3MaraHHs, a came IpoBe-
JEHHSI TYPHIpiB i3 MporpaMyBaHHs, HAIPUKJIIAJ, OJiM-
miagu 3 iHdopMmaruku. Buxopucranas mnardopmu
Code.org, mist opranizanii rpymoBUX 4M iHIUBiAY-
aIBHUX 3Marasb i3 po3poOku anroputMmiB. Han3eu-
YaifHO1 MOMyNApHU3allii il 9ac HaB4aJIbHOTO MIPOIECY
HaOyBae BUKOPHCTAHHS IHTCPAaKTHBHHUX BIIPaB, TEC-
tyBaHb: Kahoot!, Quizizz, Wordwall, learningapps
1 T.IL 711 CTBOPEHHS IHTEPAaKTUBHHUX TECTIiB 3 elle-
MEHTaMHU Tpu. TakuM YHWHOM, BYHTENb Ma€ 3MOTY
HE JIMIIE TICPEBIPUTU JIOMAIIIHE 3aBIAaHHS YU PIBEHb
3aram’ITOBYBaHHS YYHSIMH Marepiairy Iij] yac ypoKy,
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ane i cripusie 3aliKaBJICHOCT] Ta ypi3HOMaHITHEHHIO
HaBYAJILHOTO MpOIIeCy, 30KpeMa i ypokiB iH(popma-
tuku. Cepel po3BUBAIBHUX MpOrpam, siki Oe3noce-
pPEeIHBO MOXKHA BHKOPHCTOBYBAaTH Ha ypoKax iHQOp-
Matuku € Lightbot (rpa ays BUBUEHHS aJTOPUTMIKA
Ta OCHOB TporpamyBaHHs); Tynker (mmardopma ass
CTBOpEHHSI irop i mporpamysanHs). Ha ypoui ingop-
MaTUK{ JOUIJIbHUM € BUKOHAHHS POJBLOBUX irop.
Hanpuxknazn, ctBopeHHst ponelt y kimaci (Hanmpukia,
MIPOTPAMICT, TeCTYBAIBHUK, MU3aifHEP) 1 BUKOHAHHS
KOMAaH/THOTO TIPOEKTY.

HactynHoro Tpymoro mnporpamMHUX 3aco0iB s
reiimidikanii HaBYAILHOTO MPOLECY, Ky MOXEMO
BUIIJINATH 1€ OCBITHI KBECTH. 3a IX JOIOMOTIOIO Bij-
OyBa€eTbCsl CTUMYJISILIS PO3BUTKY KPUTHYHOTO MHC-
JIEHHSI, TBOPYOCTI Ta HABHYOK PO3B’sI3aHHS IPOOIeM
Yyepe3 BUKOHAHHS 1HTEPAKTHBHUX 3aBAaHb y (opMari
kBecTiB. Cepel] OCBITHIX KBECTIB MOXKEMO BHIUIHTH
HactynHi tuatgopmu ta mporpamu: CodeCombat,
Quandary, Scratch i RibbonHero. CodeCombat — 11e
OCBITHSI TIporpama, sika JoToMara€ BHBYATH IPO-
rpaMyBaHHS 3a JOTIOMOTOK TpH. 1i yHiKanbHICTH
MOJIATaE B TOMY, IO TPAaBIi MHUIIYTh PEAbHUN KO
IUI YOPaBIiHHS TEPOsIMUA Y Tpi, BUPILIYIOUH Pi3Hi
3amaui. 3aBnsku revmigikanii, CodeCombat mepe-
TBOPIOE HAaBYAaHHS MPOTPAMyBaHHIO Ha 3aXOILUIHBY
nonopok. CodeCombat 103BoJIsIE BHBYATH TIPOTPa-
MYBaHHS Yepe3 BUKOHAHHS 3aBIaHb y BUILII TPH
(CodeCombat, 2013). Quandary — iHTepakTHBHA
rpa-KBecCT, sIKa CIIPSIMOBaHa Ha PO3BUTOK KPUTHYHOTO
MUCJICHHS, MOpPAJbHUX 1 €TMYHMX HaBHYOK. Y Tpi
yUHI BUCTYIIAIOTh y POJI JIiiepa KOJOHII Ha BUraja-
Hil TUTAHETI W MPUUMAIOTh PIMIEHHS, SIKi BIUITMBAIOTH
Ha ii memkaHMiB. [lix yac rpu — HaBYAILHOTO TIPO-
Lecy, YYaCHMKU aHaJi3yIOTh CHTYyalii, MpuiiMaroTh
pilIeHHsI Ta CTUKAIOTHCS 3 HAcHiAKaMu cBoix niid. [pa
CTpUsiE PO3BUTKY KPUTUYHOTO MUCICHHS Ta HABU-
4ok komyHikaiii (Quandary, 2012). Scratch € cepen-
OBUIIIEM IIPOTPaMyBaHHs, OPIEHTOBAHOTO HA JITEH i
moyarkiBIiB. Jl03BOJsS€ CTBOPIOBATH IHTEPAKTUBHI
ictopii, irpu Ta aniManii. Po3poOnennit Maccauycer-
CBKUM TexHonorivnuM inctutytoM (MIT), Scratch
MIPOTIOHYE JIETKUH Y BUKOPUCTaHHI OJIOKOBUI iHTEp-
(hbefic st CTBOpEHHS MPOEKTIB. 3a JOMOMOTOIO TPO-
rpaMHl BUHTEII MalOTh 3MOTY CTBOPIOBAaTH OCBITHI
KBECTH 13 3aJlauaMH, sSKi y9HI MarOTh BHpIIyBaTu
LISIXOM MIPOTPaMyBaHHs; BUKOPHCTAHHS B HaBUYAHHI
QITOPUTMIB, JIOTIKM Ta OCHOB KomyBaHHs (Scratch,
2019). RibbonHero — HaBuanpHa rpa, po3pobicHa
komnasiero Microsoft Ui BUBUEHHS MOXIIMBOCTEH
odicaux mporpam (Word, Excel, PowerPoint). Lls
miardopma B irpoBiii popmMi HaBYa€ BUKOPHCTOBYBAaTH
inctpymentu Office. YuHi mix 4ac rpu BHUKOHYIOTbH

IHTEpPaKTUBHI 3aBJIaHHSA, i1 3apOOJISIOTH OaJH, 0CBOIO-
roun HoBi Qynkmii Office; BHoCKoHATIOIOTH TU(POBI
HaBWYKH y HaB4ambHOMY cepenoBuini (RibbonHero,
2010). Takum ymaOM, Quandary crnpuse pPO3BUTKY
eTUYHHX Ta KPUTHYHHUX HAaBUUOK; Scratch cTumymtoe
KpEaTUBHICTh 1 PO3BMBAE HABUYKH MPOTpaMyBaHHS;
RibbonHero momomarae OCBOITH HpakTH4HI HHD-
poBi iHcTpyMeHTH. 111 3acobn MOXKHA IHTETpyBaTH Y
BUKJIAJIaHHA PI3HUX TUCLUIUIIH, 30KpeMa Ha ypoKax
iHpOpPMATHKH, aJaNTyIOYM iX OO PiBHS IiJTOTOBKH
YUHiB.

BBaxkaemo, 110 BUMTEII MOBUHHI O0EPEIKHO TIijI-
XOIIUTH 10 Tporiecy reimidikarii, ska 060B’I3KOBO
TTOBMHHA BiJITOBIaTH IIJIIM YPOKY Ta BIKOBi# Kare-
ropii, MoximBOocTAM y4HiB. KpiM TOro mim wdac
poOOTH Ha ypoui BapTO BHKOPHUCTOBYBATH Pi3HOMa-
HiTHI (opMH, MOEAHYBATH OCBITHI irpu, KOHKYpCH,
KOMaHJIHy pOOOTy Ta MPOEKTHY AisuTbHICTH. Oco-
OMMBOTO 3HAYCHHS HaOyBa€ MPOIEC MOTHUBAITI, aJKe
came BOHA CIIpHs€E Kpamliii poOOTi y4HIB, 3aCBOEHHIO
HOBOTO Marepiaiy Ta sSIKiCHOMY 3araM’ ITOByBaHHIO.

BucnoBku. OTxKe, MOXKEMO BUIUINTH HACTYIHY
KJIacU(iKalilo KOMIT'IOTEPHUX Iirop OCBITHBOTO
npu3HadeHHs: 1. Irpu 3 BUKOPHCTAaHHS IITYYHOTO
iarenekty (LLI); 2. IaTepakTuBHI BmpaBw; 3. Po3-
BHBaJIBHI miporpamu; 4. PompoBi irpu; 5. OcBiTHi
KBECTH. TakUM 4YHHOM, 3aBISKH BHKOPHUCTAHHIO
ITPOBUX METOAMK, HABYaHHs iHPOPMATUKU CTaE HE
Juiie eeKTUBHINIUM, ajie i OUIbIN 3aXOIUIUBHM.
VY4Hi i3 3a10BOJIEHHAM O€pyTh y4acTh y 3aHATTIX,
M ABUIIYIOTh CBOIO YCHIITHICTD 1 OTPUMYIOTH IIpaK-
TUYHI 3HaHHS, AKi 3HAAOONATHCS B MailOyTHHOMY.
3acTtocyBaHHS iIrpOBUX METO/IB Ha ypokax iH(popma-
THUKH CHPUSE SIKICHOMY BHIPIIOBAaHHIO 3HAHb, BMiHb
Ta HaBMYOK. ITpoBi TexHOIOrii Y HABYaHHI Ta BHPI-
IICHHI TBOPYMX 3aBJIaHb € MOTYKHUM 1HCTPYMEHTOM
IUI PO3BUTKY KPEaTUBHOCTI, ySBM Ta HECTaHIApT-
HOTO MHCIIeHHA. ITpoBi TeXHONOTII K IHCTPYMEHT
¢acwuititanii cnpusoTh PO3BUTOKY (aHTa3ii Ta ysaBH.
IrpoBi cueHapii CTBOPIOIOTH YMOBH JUISL «BHXOAY 32
pamKmn» OylIeHHUX 3aBiaHb. Hanpukiaza, y poab0BHX
irpaXx y4acHHKH MOXYTh NMPHUMIpATH Ha cebe HOBIi
poJIi, 0 CTUMYJIIOE YSIBY Ta IOIOMAara€ 3HaXOAUTH
HecriomiBaHi pimenHsa. [eiimidikamis cropusie dop-
MyBaHHS TBOPYOTrO MHCIIEHHs, a caMe irpoBi eie-
MEHTH (3araJiku, CUMYJISIT, MOJICIIOBAHHS) J03BO-
JSIOTh yY4acHUKAM EKCHEPUMEHTYBaTH 3 Pi3HUMHU
BapiaHTaMH pPO3B’s3aHHA 3a1ad. ITpU CTUMYIIOIOTH
cUTyalil, y SKMX YYaCHUKHM IIOBUHHI NpUHMaTH
pilIeHHs WBUAKO i iHTYiTHBHO. Llel npouec cnpusie
(OpMyBaHHIO 1HTYITUBHOTO MiIXOMy 0 BUPILICHHS
CKJIaJIHUX 3aBJIaHb, 10 € BAXKJIMBUM y TBOPYHX IPO-
decisx.
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