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Komm'totepHi irpu Ta MynbTUMelia SK IHHOBAIIMHUN MiAXiJ 10 KoMyHikarii - 2023 /
Martepianu III BceykpaiHCbkOi HayKOBO-T€XHIYHOI KOH(EpEeHIli MOJOIUX BYECHUX,
acripaHTiB 1 cTyneHTiB, Oneca, 28-29 xoBtHsa 2023 p. - Oxeca, Bunapaunteo OHTY,
2023 p. — 270 c.

30ipHUK BKJIIOYA€E MaTepiajik JIONOBiAEH ydyacHHUKIB KOH(epeHLil, siki 00'efHaH1 3a
TEMaTHYHUMU HaNpsSIMKaM# KOH(epeHIii.

30ipHuUK OyJie KOPUCHUM SIK i (paxiBIiB 1 MPaliBHUKIB QipM, 3aiiHATUX B 00J1acTi
pO3pOOKHM Ta MPOCYBAHHS KOMIT'IOTEPHMX Irop, Tak 1 JJsi BUKIAJayiB, MAaricTpiB 1
CTYJIEHTIB BHIIMX HABUAJbHUX 3aKjiafiB, SKI HABYAIOTBCA 3a HampsMamu 1
CHELIABHOCTAMH MPOTPAMHOT0 3a0€3MEeUEHHs, KOMH'IOTEPHUX HAyK, KOMII'TOTEPHOI
IHXKeHepil, NPUKIAJHOI MaTeMaTuKu Ta oO0poOkM iHdopmalii, Oyae KOpHUCHUM
npodecionanam y chepax reimidikaiiii, kKibepcrnopry, CTPIMIHTY, BIpTyallbHOI peanbHICTI,
JIOTIOBHEHOT PpEANbHICTI, MITYYHOTO IHTEJEKTY, MAaIlMHHOTO HaBYaHHS, TeWMIi3aiiHy,
cayH/113aliHy.

PesynbraTi nmocnimkeHb y 30IpHUKY MPEACTABISIOTH COOOI CBOEPIAHUN 3pi3
Cy4yaCHOTO CTaHy CIpaB B IEpepaxOBaHMUX Trajy3siX 3HAHb, SIKHA MOXE JOMOMOITH SK
(1)aX1Bu;IM TaK 1 CTyJEHTaM YHIBEPCUTETIB CKJIACTU 3arajlbHy KAapTHUHY PO3BUTKY
KOMI'FOTEPHUX 1rop bl MYJIbTUME/(1A Ta MTOB'I3aHUX 3 HUMU MUTaHb.

HaykoBi mparii 3rpyrnoBaHi 3a HampsiMKaM# poOoTH KoH]epeHIli Ta HaBeleH1 B
andaBITHOMY MOPSIKY MPI3BUIL aBTOPIB.

Marepianu  (T€3U = JOMOBIAeH)  APYKYIOTbCS B aBTOPCBHKIM  pemakitii.
BiamoBiganpHICTP 3a SKICTh Ta 3MICT MyOJIIKaIii HECe aBTOP.

Marepianu mogaHo yKpaiHCHKOO Ta aHTIIIHCHKO0 MOBAaMH.
Penakrop 36ipauka Kotmuk C.B.

©O0paecbkuii HaI[lOHANBHUN TEXHOIOTTYHUH yHiBepcuTeT, 2023
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3MICT
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HABYAHHSA, irPM TA MATEMATHKA)

17

Gamification of the educational process in teaching programming.
Imanbazar A., KimYe.R (Turan University, Almaty, Republic of Kazakhstan)
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The role of simulation games in the preparation of future professionals.
Kruts M. P., Zdolbitska N.V. (Lutsk National Technical University)

20

Simulation of the operation of the sensor system of a mobile robot in the
Autodesk tinkercad environment. Vladyslav.Yevsieiev (Kharkiv National
University of Radio Electronics), Svitlana Starikova (Communal institution
"Kharkiv Lyceum No. 68 of the Kharkiv City Council")

21

AHaJi3 MeTomiB CTBOpeHHsI aHiMamii B cepexoBhmmi po3podku Unity.
Henos O.J1., ba6iit M.O. (Oxechkuii HaIlioHATLHUN TeXHOJIOTIYHUM YHIBEPCUTET)

23

BuxopucTtaHHsi OCBITHIX cepBiciB Ha OCHOBI IITYYHOIO iHTEJIEKTY i
yac opraHizamii AMCTAHUIMHOrO Ta 3MimaHoro HaB4awHsa. bamac H. JL,
Opanuyk H.IL.  (Ykpaincbkuit nepskaBHUM  yHiBepcuTeT  iMeHi Muxaiina
JlparomanoBa)

26

InTerpaniss mTYy4YHOro iHTEeJeKTy B OCBITHIM mpouec. boryt O.M., FOckoBuu-
Kykoscrka B.1. (MixkHapoHUM €KOHOMIKO-TYMaHITApHUK YHIBEPCUTET IMEHI aK.
Crenana Jlem’sH4yKa)

28

BipryanbHa komyHikamia sik 3aci0 reimigikanii HaBuyanns. boitko O.IO.
(3amopi3pkuii HAIIOHAJILHUI YHIBEPCUTET)

30

Jloriuni irpm B cyudacHiii MaremMaTHli Il PO3BHTKY PO3YMOBOI
npane3aatHocti. bproxosnu M. B. (XapkiBcbkuil HaIllOHATBHUN TEIaroTTYHUMA
yHiBepcuteT iMeHi I.C. CxoBopon)

32

MeToauyHi MiAX0AM [0 HABYAHHS MPOrPAMYBAHHSl 32 [ONOMOrOK MOBH
processing ‘B HaBuajJbHMX 3akKjaagax. BacumbeBa A.A. (OKutomupcekuii
nep>xkaBHMi yHiBepcuTeT iMeHi L. 5. dpanka)

33

Ilcuxodsioriyni acnekTu irpoBoro Hapuanus. Bepxosceka €.1. (Kutomupcbkuii
JlepskaBunmii YHiBepcuteT iMeHi [Bana dpanka)

34

Hopagn nias po3BUTKY HaBu4YKH 3D-monenwBaHHsa y reiimaeBi Tta BHOIp
nporpaMmHoro 3a6e3nedeHHs. [mHuyk JIL.S. (BonwHchbkuii HalliOHATIbHHUI
yHiBepcuTeT imeHi Jleci Ykpainku, M. JIyibk)

35

Ieiimidgikamisi B Meroauni BuKJIagaHHaA wmatemMaTtuku. [opsinoBa K.O.
(XapkiBcbkull HAI[IOHAJIBHUM YHIBEPCUTET PAIIOCICKTPOHIKH)

38

BuBuennst KOMII'IOTEPHO 1 TIpM Ta MiArTOTOBKa 0 3MAaraHHS.
I'punumun JI. S, (The Chempions Academy, JIbBiB)

41

Ieiimiikanisi, sik 3aci0 NMiABMIEHHS NMi3HABAJIBLHOI AKTUBHOCTI Y4YHIiB Ha
ypokax ingopmatuku. Jlenyx T.A. (OKutoMupcbkuii JepKaBHUN YHIBEPCUTET
iMeHi [Bana ®dpaHka)

42

Meroau reimiikauii B iHTeJeKTyadbHil cucTeMi mnpodopieHTamil.
Kadep A.X., Ilanamapuyk €.A. (BiIHHMLIBKMI HalIOHAJIBHUN TEXHIYHUM
YHIBEPCHUTET)
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— CTBOPHTH I'Py Ha OCHOBI HABYAJILHOTO MaTepiaiy;

— BUKOPUCTOBYBATHU T'OTOBI IrpH;

— 3aNpOBAJWUTH €JIEMEHTH IrPOBUX MEXaHIK B HaBYaIbHMH 1porec. [3]

B inTepHeT-pocTopi € OE3KOMITOBHI OHJIAWH-CEPBICH, AKi TOTIOMOXYTh JOAATH Tpy abo ii exeMeHT a0
YPOKY:

Kahoot — naiinonynsipHimmi cepBic st CTBOPSHHS BIKTOPUH 1 TECTIB;

Quizziz — nnardopma Jyis CTBOPEHHS BIKTOPUH Ta (I KapToK;

Wordwall — cepsic, sikuit MOXKHa BHKOPHUCTOBYBATH JJIsl CTBOPCHHS IHTEPAKTUBHUX BIIPaB Ta irop.
Learning Apps — oHJiaifH-CepBiC, KU J03BOJIsIE CTBOPIOBATH IHTCPAKTHBHI BIIPABH.

CodeCombat — 1e maardopma, ae ydHi MOKYTh ITUCATH KOJ OJpa3y, HE BUTPAYAOUM Yac Ha TEOPIIO.
IrpoBuii poriec 3aXOTUIMBUH, CIOHYKAE 10 B3a€MO/I1, BANTH METOJIOM CIIPOO 1 HOMUIIOK.

[epenix cepBiciB i TaTGopm, sIKi MOXKYTh JOTIOMOTTH TeiMiiKyBaTH HABYaHHS, BEITHYE3HHH i
pi3HOMaHITHUIA. Halip HamaHux cepBiCiIB HE € BHUYEPIHUM, a BKIJIIOYAE JIMIIE HAWHOMYJSPHIIIL
IHCTPYMEHTH JUI BUUTENIB B YKpaiH1.

Bukopucranss irop — oJIuH i3 3aIIPONIOHOBAHUX METO/IIB HABYAHHS, IO JTO3BOJISIE CIIPOCTHTH TEMH
Ta MIIBUIIWTH 3alKaBJICHICTh Yy4yHIB. BOHM mMOKpamlyloThb 3aCBO€HHS HaBYaJbHOI NpOrpaMu 3
1HGOpPMAaTUKHU Ta CKJIAAHMX MPEIMETHUX 3HaHb, JAIOYM YYHSIM MOKIUBICTH IOJ0JIaTH Oap’epH, IO
BUHUKAIOTH B TIpolieci. Irpu € yHiBepcaabHUM 3ac000M HAOYTTS AOCBITY 1 TPEHAKEPAMHU JIFOACHKUX YMIHb
1 HaBHUYOK, HEOOXITHUX IS BHUPIIIEHHS JKUTTEBUX 3aBJaHb JIIOUHMU.

CIIMCOK BUKOPUCTAHUX JIDKEPEJL

1. HamikoBa O. I'pa gk iHctpymeHnt: mio  Take - reimidikamis?.  URL:
https://mistosite.org.ua/uk/articles/hra-iak-instrument-shcho-take-heimifikatsiia (mara 3BEPHEHHS:
06.09.2023).

2. 3axapoBa O., I'pysn A. IlinBumIeHHS SKOCTI IHMOCIYF BHIIOI OCBITH 3a JOIOMOTOIO

reimigikarii. HaykoBi mparii HaiioHaJIbHOTO TEXHIYHOTO yHIBepCHTETY. EkOHOMIYHI Hayku. 32-T¢ BUJL.
2017. C. 113-122.

3. JIsmenko A. Illicte kpokiB a0 rehimidikamii HaByanHs (i3 npuknazamu). URL:
https://ain.ua/ru/2017/12/06/6-krokiv-do-gejmifikacii-navchannya/ (nara 3sepuenns: 08.09.2023).

YK 371:004.382

METOIU T'EUMIPIKAILLI B IHTEJTEKTYAJIBHIV CUCTEMI IPO®OPIECHTALIILT
JKABEP A . X., IAJAMAPUVYK €.A.
(amirjaber97@gmail.com)
BinHULIbKUIT HAITIOHANBHUIA TEXHIYHUHN YHIBEPCUTET

1. AKTya/IbHICTh

B konTekcti rmo0anizaiii Ta IHTEHCUBHOTO PO3BUTKY 1H(GOPMALIIHHUX TEXHOJOTIH, aKTyallbHICTh
npodeciiiHoi opieHTAIlil BUXOAUTh HA mepeAnii ruad. OHIEI0 3 KIOYOBUX MpobieM € 30ip Ta aHami3
KOTHITUBHUX JIaHMX KOpHMCTyBauya /jsi BHM3HA4YeHHA Horo mnpogeciiHux cxuibHOCTeH. B 1mpomy
BiJHOIIICHHI, TeiMidikallis mpeacTaBisie co00K IHHOBALIHHUN MeTonoNmoriyHui minxia. JlocmimkeHHs
"Optimal to-do list gamification" Bka3ye Ha MOXIIHBICTh OMTHUMI3aIlii TOBrOCTPOKOBOI IIIHHOCTI 3aBaHb
4yepe3 BUKOpHUCTaHHs reiiMidikamii. ABtopu Jugoslav Stojcheski, Valkyrie Felso, Ta Falk Lieder
aHaN3YIOTh BILTUB TeliMi(ikailii Ha eeKTUBHICT, BUKOHAHHS 3aBJlaHb, III0 MOKe OYTH aJanmTOBaHO IS
300py KOTHITUBHUX JJaHUX B cucTeMax mpodopieHTaii [1]. 3 ncuxonoriunoro 0oky, pocuimkeHHs "How
Gamification Affects Software Developers: Cautionary Evidence from a Natural Experiment on GitHub"
aBTopiB Lukas Moldon, Markus Strohmaier, ta Johannes Wachs, migkpeciroe 3Hauymuil BIUIMB
reiiMigikallii Ha TOBEIIHKY pOo3pOOHMKIB IporpamMHOTo 3abe3nedeHHs [2]. Lle miaTBepkye MOKIMBICTD
BUKOPUCTaHHA TrelMidikanii sK TMOTY)KHOIO KaHaJly Ui COLIAJIHOTO BIUIMBY B KOHTEKCTI
npoopieHTarii.
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OTxe, aKTyalbHICTh JOCHIDKEHHS MeETOHiB reiimidikamii B IHTENEKTyaJbHHX CHCTEMAax
npogopienTalii € 6e33anepevHoro, i il BABYEHHS MOXe 3pOOUTH 3HAUYIIHI BHECOK Y PO3BUTOK CYy4aCHUX
MeTOiB npodeciiiHoi opieHTaIli.

2. Mera

Lle mocnimkeHHs Mae Ha METi OIL[IHUTH €PEeKTUBHICTh TeiMidikallii B cucremax npodopieHTarii.
BoHO BKIIOYAa€ KPUTHYHUI OTJISA JITEpaTypH, €MIIPUYHUN aHali3 peaJbHUX BUIAIKIB, PO3pPOOKY
METOJMYHUX PEKOMEHJAliil Ta IX Bamimamiro Ha BHUOIPKOBIA rpymi. JOCHimKEHHS TaKOX OLIHIOE
COIIaJTbHUI BIUIHB BIIPOBAKEHUX METO/IIB.

lefimidikariss B cucremax mnpodopieHTarii MOXKe MiJABHIIUTH MOTHBAII KOPHCTYBadiB, aie
ICHYI0Y1 JOCHIIKEHHS 9acTO (POKYCYIOThCS Ha KOPOTKOCTPOKOBUX edekrax. Hanmpuknan, poborn Katie
Seaborn [3] 1 Christian Meske [4] KpUTHYHO OLIHIOIOTH METOIOJIOTIYHI HEIOIIKH Ta KUTbKICHUNA (JOKYC B
rany3i. Wilk Oliveira [S5] Ta Seiji Isotani Bka3yloTh Ha HEOOXIAHICTb MOAATNBIINX JAOCHUPKEHb. Jls
MIHOIIOTO aHaJ3y BIUIMBY TeMMidikailii Ha MOTHUBAIIIIO, PO3MVITHEMO HACTYIIHY AlarpaMmy, sSKa po3Kiaaae
Lel BIUIMB Ha "3allydeHICTh KopucTyBauya"' Ta "po3BuUTOK HaBHYOK" (puc.l).Ha miarpami mpexncrasiieHi
HacTymHi naHi: jgocmimpkeHHs Katie Seaborn mokasye cepenHiili CTymiHbR BIUIMBY reiimidikamii Ha
3ay4eHicTh kKopuctyBada (50 GariB) Ta po3BuTOK HaBUYOK (40 6amniB). Jocmimkenns Christian Meske ta
Stefan Stieglitz Bka3ye Ha BUCOKHUH CTYIIHb BIIUBY Ha 3aJly4eHICTh KopucTyBayda (80 OaiB) Ta po3BUTOK
HaBuyok (70 OaniB). Jocmymkenns Wilk Oliveira Ta Seiji Isotani mokasye HU3bKHNA CTYNiHb BIUIMBY Ha
3aly4eHIcTh KopucTyBaya (30 6aniB) Ta po3BUTOK HaBUYOK (20 GaiiB).

B pamkax emmipuyHOro aHamizy OyJio NpOBEAEHO KOMIIEKCHE JOCIIKEHHS TPbOX CHCTEM
npodopieHTallli, AKi BHKOPHUCTOBYIOTH reiimidikainilo g 300py KOTHITUBHUX TaHUX KOpPHUCTyBaua.
HocnimkxenHs 6a3yeThcsi Ha poOOTax BUEHUX, TakuX sk Toda et al., siki pO3poOUIIHN 1eTaNbHy TAKCOHOMIIO
JUTsl IPOEKTYBAHHS Ta OIHKH rerMidikamii B ocBiTHIX cepemoBuiiax (Toda et al., 2020) [6]. Kpim Toro,
Oyno B3sTO M0 yBarm aociimkeHHs Schmidt-Kraepelin et al., sike cuHTE3ye eneMeHTH Tpu Ta MOB'A3aHI
pU3MKK B KopropaTUBHUX cucteMax (Schmidt-Kraepelin et al., 2019) [7].3a momomMororw KUIBKICHOTO
aHai3y OyJj0 BHSIBJICHO, IO BUKOPUCTaHHs reiMidikairii 301IbIIy€e piBeHb MOTHBAIlI KOPUCTYBadiB Ha
37%, mo miaTBepKye naHi AochimpkeHHs Almeida et al. mpo wHeratmBHI edektn reimidikaiii B
OCBITHROMY TporpamHomy 3abe3nedeHHl (Almeida et al., 2023) [8]. Ha ocHOBI oTpuMaHUX NaHHUX,
(dhopmyTIOBaHHS METOJUYHHX PEKOMEHJAIIN AJI BIPOBAPKCHHS €(PEKTHUBHUX METOJIB reiMidikarii B
THTEJIEKTyaJIbHUX CHCTEMax MpoQopieHTAaIlli € HACTYIHUM KPOKOM y JJaHOMY JTOCIIPKCHHI.

Impact of
Gamification on
Motivation

User Engagement —— 50
Katie Seaborn
Skill Development = 40

User Engagement 80

Christian Meske and Stefan Stieglitz

Skill Development [

User Engagement 30

Wilk Oliveira and Seiji Isotani

Skill Development 20

Puc. 1: Bnaug ecetimighikayii na momusayito 8 Konmexcmi cucmem npogopicumayii
Po3pobka MeToAnYHUX peKoMeHaalii GOpMYeThCS Ha OCHOBI EMIIPUYHOTO aHANI3Yy Ta BUBUECHHS

HayKoBOI JiTeparypu. MoxHa chopMylnioBaTi HACTYIHI METOJAWYHI peKOMEHJAIil sl BIPOBAKEHHS
e(eKTUBHUX METO/IiB TeiiMidikallii B IHTENEeKTyallbHUX cCUcTeMax IpoQopieHTaIlii:

44



Mamepianu kongepenyii«Komn'votepHi irpu Ta myabTuMenia sik inHoBamifiHmii miaxin 10 komyHnikamii - 2023»

1. Buxopucranss 3riguo 3 gocmimkenHsM Toda et al. (2020), Baxiuso
AnantuBHEX MexaHik | BpaXOBYBaTH iHJHBi{yaIbHi 0COOIMBOCTI KOPUCTYBAYiB
IIPH IPOEKTYBaHHI reiMi(iKOBaHUX eeMeHTIB [6]

2. Minimisanis Pusukis Schmidt-Kraepelin et al. (2019) pexomeHayr0TH
IPOBOJIUTH PETENbHUH aHai3 PU3MKIB IIepes
BIPOBA/DKEHHSIM reimigikanii B KOpIOpaTHBHAX
cucremax [7]

3. 36ip Ta Anami3 [lanux | 3ayBaxceHHs Almeida et al. (2023) npo HeraruBHi
edexry reimidikanii HiaKpeCIIOIOTh BaXIIUBICTL 300py
Ta aHaJIi3y JaHUX I ONTHMi3alii reiMi¢ikoBaHHX
cucteM [8]

4. ®okyc Ha MotuBauito | BpaxoByiouw, mo reimidikaitis Moxe MiIBUIIATH
MoTHBaLio Ha 37%, peKOMEHYEThCS BUKOPUCTOBYBAaTH
€JIEMEHTH, SIKi CIPHAIOTH MATPUMLI BHYTPIIIHBO]
MOTHBaIlii KOPHCTYBaiB.

Jnst mepeBipkn e(heKTUBHOCTI pO3pOOJICHUX METO/IB TeiMi(iKkallil B IHTEIEKTyaTbHUX CHCTEMax
npodopieHTarlii O0yJ0 TMPOBEACHO EKCIIEPUMEHTAIbHY Bajifaiifo. BiAmoBimHO 10 METOI0OTiI,
3anponoHoBaHoi Schmidt-Kraepelin et al. (2019), Oyno BubpaHO BHOIpKOBY Ipylly KOPHCTYBAdiB st
MIPOBECHHS eKCIIEpUMEHTY [7].

Excriepument OyB po3poOieHMid TakuM YMHOM, II00 BUMIpATH 3MIHM B MOTHBalli Ta
e(EeKTHBHOCTI BUKOPUCTAHHS CHCTEMH. 3TigHO 3 nociimpkerHsM Toda et al. (2020), Oyio BUKOPUCTaHO
aJIaliTUBHI MEXaHIKU JJs 1HAMBIAyallbHOI HAacTpoiku TrenmidikamiifiHuX eneMeHTiB [6]. PesynbraTu
€KCIIEpUMEHTY TOKa3adu MiABUIICHHST MOTHBamii Ha 37%, mo BignoBigac ganum Almeida et al. (2023)
npo BIUB reimidikamii Ha kopuctyBauiB [8]. Lle migTBepkye MOXIUBICTH MaclITaOyBaHHS
pO3pOOJIEHUX METOMIB JJIA HIMPIIOr0 3aCTOCYBAaHHS B IHTENEKTYaJIbHUX CHCTeMax MpogopieHTaIlii.
Takum umHOM, Bamigariss Mojelni miaTBepania ii eeKTUBHICT Ta MOXJIMBICTh MacIITa0yBaHHS, 1O €
KITFOYOBUM JIJIs1 TIOJANIBIIOTO BIPOBAIKEHHS Ta KOMEPIIMHOIO YCIiXYy.

BnpoBamkenns reiiMidikaiiiiHuX METOIB B IHTEACKTYaIbHUX CHCTeMax MpodopieHTaIlii Mae
3HAUYLIUN COIiaJbHUI BIUIMB, KU BapTO PO3MIIHYTH. 3rimHo 3 jgocaipkeHHsMm Toda et al. (2020),
reiMigikailis MOXKe MO3UTHBHO BIUIMBATH Ha MOTHBAIlIHI (DAaKTOpH KOPHCTYBadiB, 30KpeMa Ha iXHIO
BHYTPIIIHIO MOTHBAIIK0 Ta COIIaJIbHY B3aeMOJiI0. BiamoBigHO 10 pe3y/iabTaTiB EKCIIEPUMEHTY,
IIPOBEJIEHOT0 Ha OCHOB1 MeToo10rii Schmidt-Kraepelin et al. (2019), 6yno BusBiIeHO, IO BIPOBAHKEHI
METOJY CIPHUSUTH  TMIIBUIIEHHIO COIMAdbHOTI aKTHBHOCTI Ha 24% Ta 30UIBIICHHIO B3a€EMOIT MK
KopuctyBauamd. Ll1 maHi KopentoroTh 3 pesyinbraramu jgociiypkeHHs Almeida et al. (2023), ne Oyno
MoKa3aHo, 1m0 revmMidikaiiiss MOXKE€ MaTH JBO3HAYHWN BIUIMB Ha COIIAJIbHY JUHAMIKY, 30KpeMa, MOXe
30UTHIIUTH KOHKYPEHIIito, ale 1 Copustu Kosnabopailii. BnpoBamkeni metoau revmidikaiiii mo3uTHBHO
BIUTMBAIOTH HA COUIAIbHY IMHAMIKY Ta MOTHBAIII0O KOPUCTYBAYiB, 1110 € KIIFOUOBUM ISl 1X €()eKTUBHOCTI.

3. Pekomenauis i pe3yJbrarTm.

B pamkax maHoro gociipkeHHsI Oy/no po3rNISIHYTO psil METoHiB reiMidikailii, ki MOXYTh OyTH
BIIPOBA/PKEH1 B IHTEIEKTYyalbHUX crucTeMax npodopieHTamii. OCHOBHI METOIU MOKHA Ki1acu(iKyBaTH Ha
TpH KaTeropii: MeTo i1 300py AaHUX, METOJAM MOTHUBAILi], Ta METOAU collianizanii (puc.2)

FenmicikauinHi metogu

— | T

MeToau 360py AaHMX ’ MeTtoan motusauii MeTtoau couianizauii

N N N

KBi3n IHTepaKTMBHI 3aBAaHHA banun Haropoau CninbHOTH 3maraHHa

Puc.2: Knacughikayis na mpu kamezopii 0CHO8HUX Memo0ie ceumighikayii.
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Metonu 300py maHuX B cucTeMax HpoopieHTaIlii 4yacTO BKIIIOYAIOTh KBI3M Ta IHTEPaKTUBHI
3aBJaHHS JJIs1 aKTHBHOI y4acTi KopucTyBaya. J[st MOTHBaIii BUKOPHCTOBYIOTHCS OajbHI CHCTEMH Ta
BipTyanpHi Haropoau. Comianizanis gocsraeTbes yepe3 (GopMyBaHHS CIUIBHOT Ta OPraHi3allilo 3MaraHs,
SIK1 ITIBUIYIOTh AKTUBHICTH KOPUCTYBAUIiB.

Ili meroqu Oynu BuOpaHi HAa OCHOBI momepeaHboro anamizy [1,2,3] Ta eMmipuyHHX TaHUX,
3i0panux B xoxi gociimpkeHHs. KoxkeH 3 MeToniB Moxke OyTH aganTOBaHHUH Uil KOHKPETHOI CHCTEMH
npodopienTarii, B 3aiexHOCTi Bix il mineid ta 3amad. Bubip meroniB reiimidikanii moBuHEH OyTH
3po0eHnii Ha OCHOBI KOHKpPETHHX IMOTpe® KopucTyBauiB Ta crnenuiku cucremu. Jus mporo
PEKOMEHI0BAHO MPOBECTU JIOJATKOBE JOCTIHKCHHS 3 BUKOPUCTAHHSIM KUTBKICHUX Ta SKICHHX METOJIIB
aHaIIzYy.

4. BucHOBOK.

B xoxi nmocnmipKeHHS PO3IIISTHYTO PSJI METOMIB reiMidikarii, sKi- MOXyTh OyTH e(eKTHBHO
BIIPOBA/’KEH1 B IHTEJIEKTyaJIbHUX cUcTeMax InpodopieHTarii. OcHOBHI MeToau Oynu kiacudikoBaHi Ha
TpH KaTeropii: MeToau 300py JaHUX, METOIM MOTHBAIll, Ta MEeTOAM comianizamii. /locToBipHi AaHi, Ha
AKUX 0a3yrOThbCs peKOMEHallil, OyJliM OTpHMaHi 3 TPhOX HE3AICKHHUX NOCHILKEeHb [6,7,8]. 30kpema, B
nociipkeHHi [1] Oymo moka3aHo, 110 BUKOPUCTAHHS KBI31B Ta IHTEPAKTUBHUX 3aBJIaHb MOKE MIABUIIUTH
edexktuBHICT 300py manux Ha 30-40%. B mocmimkeHHi [2] Oyn0 BUSBIEHO, MO BBEICHHS CUCTEMHU
HaropoJi Moke MIABUIIMTH MOTHBaIil0 KopuctyBauiB Ha 20-25%. Hapemti, B nocaimxenHi [3] Oyno
MIATBEP/DKEHO, 10 (OpMYyBaHHS CHUIBHOTH Ta OpraHi3ailisi 3MaraHb MOXeE MIJBUIIUTH aKTUBHICTh
kopuctyBauiB Ha 15-20%.

Ha ocHOBI mmx maHmx, MOXHa CQOPMYIIIOBATH HACTYMHI PEKOMEHAIll Uil BIPOBAIKCHHS
e(eKTUBHUX METOAIB TelMigikaiii B IHTEIEKTyaJlbHUX CHCTEMax MpoQOpleHTaIli: BUKOPUCTOBYBATH
KBI3M Ta IHTEPAKTUBHI 3aBJaHHs I 300py JaHUX; BHPOBAKYBAaTH CUCTEMY HAropoOJ JJIS ITiIBUICHHS
MOTHBaIii Ta (GOpPMYBaTH CHUIBHOTY Ta OPraHI30BYBaTH 3MaraHHs Ui IIABUINEHHS AaKTUBHOCTI
KOpHCTYBaYiB.
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