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HEPEIMOBA

Opniero 3 HaWOUIBII MIBUAKO 1 CTAa0LIBHO MPOrpecyrouux obsacteld 3HAaHb €
iHdopmartiifHi TexHojorii Ta ix 3actocyBaHHsA. Ilim wac mamgemii COVID-19 pi3ko
OOMEXUIINCS KOHTAKTH M1X JIIOJIbMH, 1, BIJIMIOBIIHO, 3pOCia 3HAYUMICTh KOMIT'FOTEepa 1 Horo
J0JaTKIB. JI¥0JICTBO BUKOPUCTOBYE KOMII'FOTEpPH, IUIAHIIETH 1 CMAapTQOHU HE TIIBKU JUIS
3B'SI3KY, aJie 1 U1 po3Bar, Jie IepIy CKPUIKY IPaloTh KOMI'IOTEPHI ITPH.

B Opeckkiii HamioHanbHINA akajgemii XapyoBUX TEXHOJOTIH BXKE JAaBHO 3BEPHYIH
yBary Ha 1o ramy3p IT, ska po3BuBaeThCs ceMUMHIBHUMH Kpokamu. Ha dakynbreri
KIlltaK3 nBa poku Tomy Oyna BigKpuTa mnporpama miArotroBku «Po3poOka irop Ta
IHTEpaKTUBHUX MeJlla y BIpTyaJibHIM peanbHOCTI», Halll CTYJEHTH B)XKE KUIbKa POKIB 3
yCHiXOM OepyTh y4acTh 1 BUTPAIOTh B CBITOBOMY YEMITIOHATI 31 CTBOPEHHS KOMII'TOTEPHHIX
irop Global Game Jam, nepemararots B MixkHapoaHux Ta BceykpaiHChKUX KOHKypcax Mo
WEB -nuzaiiny, akajgemis BHCTyNWJIa 3aCHOBHMKOM 1 Bhepuie mnpoBena B 2019 pom
BceykpaiHchKy CTyI@HTChKY OJIiMITIay 31 CTBOPEHHS KOMITFOTEPHUX 1rop.

[ och - HacTaB yac MiABECTH JesKI MIACYMKH B Miii 007acTi, OLIHUTH HAMPSIM
PO3BUTKY JOCIIKEHb, BIIAATH HAJIEKHE TOCSITHEHHSAM YKpaiHCBKUX PO3POOHHUKIB irop. 3
miero Meroro B OHAXT 3 25 mo 26 Oepe3nst 2021 poky y BiAMOBIAHOCTI 3 IJIaHOM
MinicTepcTBa OCBITH 1 Hayku YKpaiHu Oyna mpoBeieHa mepiia BeeykpaiHchbKa HayKOBO-
TEeXHIYHAa KOH(EepeHIliss MOJIIOANX BYEHHMX, acmHipaHTiB 1 cryaeHtiB «Komm'totepHi irpu Ta
MyJIbTUMEIA K IHHOBALIMHUHN MiAX1a 10 KoMyHiKarii - 202 1».

HesBaxkaroun Ha Te, 1m0 151 KOH(EpeHLis nepia (a Moke OyTH, 3aBASKH IIbOMY),
BOHA BUKJIMKaJa IMJABUIICHUHN THTEpEC K Y PO3pOOHUKIB IrOp, TaK 1 y iX KOPUCTyBadiB (J10
peul, 3a pe3yiapTaTamu aociikenb Gpipmu NielsenlQ punok Bineoirop B Ykpaini 3a 2020
pik Bupic Outbm HiX Ha 20%). Cepen TeMaTMYHUX HAOpsMKIB poOOTHM KOH(epeHmii -
reiimiikaiisi B OCBiTi, KiOepcmopT, CTPIMIHT, reiiMidikaiiss B MapKeTHHTY, BipTyajbHa
pealbHICTh, JOMOBHEHA pEalbHICTh, IHTEPHET peuei, IITYYHUN IHTENEKT, MallluHHE
HaBYaHHsI, redM/Ii3aiiH, cayHI13aiiH. Byno 6araro oxo4ynx BHUCTYNHUTH Ha KOH(EpEHIil 3
SKAMUCh CBOIMU TOBIJJOMJICHHSIMH, OPIKOMITET OTpuMaB Ouibiie S50 Te3 J0moBijieH
(moBenmocsi HaBITH JICSIKI BIAXWJIUTH, TaK SK iX TEeMaTWKa HE CIiBMajaaja 3 HayKOBHM
HANPSIMKOM HAIIoi 3yCTpiul - Bce-Takd Iie mepiri 300pu B Takomy (opmati, B TOBHOMY
o0cs131 HE Bci po3i0panmucs ).

Kondepenmis TpuBana jBa AHI B AMCTaHLIMHOMY QopMmaTi, B pexumi online 3a
nornomororo mporpamu ZOOM. 26 GepesHst BIIOYyI0Cs MJICHApHE 3aciaHHs, Ha SKOMY Oyu
npucytHi Oyin3bko 100 MOJTOIWMX BYEHHX, CTYIEHTIB, BHKIAJAyiB, MPOCTO JIFOOUTEIIB
BunpoOyBaTu cebe B KOMI'IOTepHUX irpax. [IpucyTHI mpociyxaiud I0NOBiAI BYEHUX 1
Oe3nocepeHIX PO3POOHUKIB BiZ€OIrop, AI3HAIUCSA MPO YCHIXM YKpPAiHCBKOro reimiena i
npo mpobiiemMu, SKI CTOSATh mepen HUM. Ha HacTynmHui JeHb y4YacCHUKU KOH(eEpeHIIil
3aciyXaJii OLIbINE JecATKAa CeKIIMHMUX JOIMOBIICH, K1 MIPEJACTABUIN CTYJISHTH 1 BUKJIaaa4i
YKPaTHChKUX YHIBEPCUTETIB 1 KOJEIXKIB.

[TlinBonsun migcymMok KoH(epeHinii, mo Bia0yfaacs, MOXHa CKa3aTd, 110 HapellTi
3'siBitacs  Tuiargopma, Ha  SKIM  MOXYTh  OOMIHIOBATHUCS JIyMKaMHU PO3POOHUKH
KOMII'FOTEpHUX 1r0p, JOCIITHUKN B 00JIaCTI CTBOPEHHS HEOOX1IHUX TEXHIYHUX MPUCTPOIB 1
MaTeMaTUYHUX MOJelield, B o01acTi 3acTOCyBaHHA 1 BUKOpUcTaHHs pe3ynbrariB WEB-
nu3aiiHy. Bei mobakanu ycmixiB B MPOBEAEHHI HACTYMHOT KOHQEpEHIlii, mpuuoMy Oarato
XTO BHUCJIOBHB MTOOQKaHHS OAaUUTH i1 B HACTYITHOMY POIli MI>KHAPOIHOI.
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USING OF COMPUTER GAME CIVILIZATION AS STEM-PROJECT
Shapovalov Ye.B., Zhadan S.O., Tarasenko R.A., Usenko S., Shapovalov V. B.
(sjb@man.gov.ua)
National Center “Junior Academy of Science of Ukraine”

Abstract. STEM-education nowadays is a trend. One of the ways to provide it is using
games. Perspective game to use is Sid Meier's Civilization VI. Previously, it was noted that using of
Sid Meier's Civilization VI in education is perspective, but there are no any specific methods to use
it. The main advantages of using is Sid Meier's Civilization VI in educational process and method of
its usage.

Nowadays STEM-education and Science education are trends. Their usage declared by a lot
of international documents [1] and Ukrainian’s documents [2], [3]. However, STEM now is not
very spread in Ukraine [4] and it seems relevant to disseminate it by delivering of specific methods
of its usage. STEM-education foresees using of the methods that involves students in education
using interactive forms and enhance motivation of students. One of the ways to do it is provide
gamification [5]-[9]. It was proposed to use Sid Meier's Civilization game line in education [10]
due it bases on real history objects and events. However, there wasn’t proposed a specific method of
its usage in education before. So, this paper is devoted to development and describing the specific
method on usage of Sid Meier's Civilization VI in STEM-based education process. To reach the
aim, it seems relevant to substantiate rationality of using of Civilization VI as STEM project and
develop and describe specific method of it usage.

The Civilization V1 is historically-based game and it uses as game objects the most known
art and culture objects created during the history, has science development tree and most known
persons in all human history, including writers, painters, scientist, merchants, sailors, religious
leaders and engineers. In addition, players can build the world wonders and find the nature wonders.
Game uses real nation leaders and nations that exist in real-life with their personalized abilities that
corresponds to main achievements and specializations in real-life. General view of the Civilization
VI interface is presented in Figure 1.

Figure 1. General view of the Civilization VI interface

So, using the game is easy interactive and motivated way to study multi disciplines in same
time such as history, culture, politics, science, geography and others. Users of the game must use all
their history-based features to led the nation to domination (culture, warmonger, religion, etc.) and,
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so, it develops creativity and critical thinking. Therefore, using Civilization VI as STEM-project
due it may correspond in case of correct didactical approach usage. The method of using
Civilization VI that can be used as STEM-project will be further:

Before starting the game, research the nations, leaders and their specific abilities. If you like
someone, use Google to get more information about it. Start the game and be ready to define Name
of the period, Approximate time interval, Main scientific achievements, Main cultural
achievements, Main outstanding people of the period, Other features of the period using Table 1
and define the most liked objects and search information on it using Table 2.

Table 1. Features of the period each historical period

Th
Seque Na Appr Major Major e main Other
nce number offme of the|oximate time|scientific cultural prominent|features  of
the period period interval achievements|achievements people of|the period
the period
1
2
Table 2. The most liked objects
Creat Specif C
_Numbe _Nam . Type or of thefic of the|ountry of
r of object e of object |of object : ' -
object object Origin
2

It is easy to use the results of the project by preparing of the essay to describe the experience
and the most liked objects. The essay will be interactive and there’ll be a lot of discussions that will
develop critical thinking such as: why that object was chosen or “I think that object is more
interesting, because...”

Therefore, it is substantiated that using of Civilization VI can be used as STEM-project on
history, culture, politics, science, geography and others classes. The proposed specific method of its
usage is useful instrument to provide multidisciplinary STEM-projects giving frame basic
understanding of the history of development of the humanity. It will involve students to provide
researchers of the historical objects, science progress and will motivate to travel and to see the
objects by themselves.
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CYYACHI HAITPAAMKHA FEFIMI(DIKAHI B OCBITI
Anrtonosa A.P. (allaantonova62@gmail.com)
O)IeCLKa Hauiona.m,ﬂa aKa)IeMiﬂ Xap40BHUXx TEeXHOJIOT i

Anomauia. Y cmammi po3enanymo OCHOBHI HANPAMKU PO3GUMKY OCBIMHIX MEXHON02iU 1
eeumigpikayii oceimu ma 3poOAEHO BUCHOBOK, WO BNPOBUONCEHHS I2POBUX elleMeHmi8 V npoyec
HABUAHHS CHPUSE NIOBUUEHHIO RIZHABANLHOI aAKMUBHOCHI 3000)8auie 0c8imu, @OOpMyEaHHIO
inmepecy 00 3HAHb, PO3GUMKY HABYANLHOI Mmomusayii ma iniyiamusu. Ilpoananizoeano
eeumihikayisi 6 oceimi, K npoyecy NOWUPeHHs 2pu Ha pi3Hi chepu ocsimu, KUl 00380.5€
posenadamu epy i K Memoo HA8UAHHS | GUXOBAHHS.

Beryn. B ocrtanHl pokm reiimidikamis mTypmye CBIT OcBITH. [IIBHAKO pO3BHBArOTHCA
TEXHOJIOTIi, a TaKOX MparHeHHs 10 HU(PPOBUX TEXHOJOTIM TaKOX 3irpaid 3HAYHY pOJIb B iX
M1IIOMI.

VY Kkiacax, 3allOBHEHHX IJIAHIIETAMU, ICKTPOHHUMH KHUTaMH 1 HU(POBUMH JOIIKAMH, BCE
cTa€ OUIBII IHTEPAKTUBHUM, IO IIe OUIbIIEe YCKJIAIHIOE YTPUMAaHHS yBaru cTyIeHTiB. OjmHak
reiimidikailis B KJIaci T03BOJISIE BUKJIAJa4aM 1 BUMTENISM IIBUAIIE 3aJydaTd 3700yBadiB OCBITH 1
3aXOIUJIFOBATH 1X HABYAHHSIM.

3BHyYaifHO, XOUa B1J1€0IrpHU MOKYTh OYTH KOPUCHI B KJIaci 4yac Bij yacy, BOHM HE IOBUHHI OyTH
BalIMM 3acoboM reimigikaris. Ha macts, reiiMidikaniis B Kjaci JIErko HaJalTyBaTH, 1100 BOHA
BiJIMOB1/IaJIa BAIIOMY CTHJIIO BUKJIaIaHHS.

I. Cnoco0u BBeieHHs reiimigikanii B cBiif Kypc.

1. Cucrema OaJiB.

["eitmiikarist OIIHOK - 1€ MOKE€ MOTMBYBATH YYHIB.

Sk 1 y Bigeoirpax, OTpUMaHHS OYOK MOTHBY€ IIOJEH 1 JomoMarae iM BiguyBaTH ceOe
BUHATOPOJIOI0 33 CBOI 3yCHJUIS. 3aJIeKHO BiJ BaIlMX 3aHATH B KJIACi € MOXKIIMBICTh 3alpPONIOHYBATH
3100yBayaM OCBITH HAapaxOBYBaTH Oaiu 3a y4yacTh, BUKOHAHHS 3aBJIaHb BYaCHO a0o MIOCH IIIe, 1110
3arianye Bukiagad. CrcreMa OaiiB IOBHHHA BIIMOBIIATH BAalIOMY CTHJIIO HaBUAHHS 1 JOTIOMAraTu
3100yBadyaM OCBITH BIiJICTiKOBYBaTH CBOi ycmixu. HaBiTh MOXXJIHMBO BHUKOPHCTOBYBAaTH CBOIO
crcTeMy OalliB AJisi JOMOBHEHHS CBOET oLliHKU. Hampukiiaz, sKkmo yuHi HabuparoTh NEBHY KiJIbKICTh
OaJtiB, BU MOYKETE 3HU3UTH iX HIDKUY OLIHKY a00 MIJBUIIUTH iX MMiJICYMKOBY OIIHKY.
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