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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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CYYACHI HAITPAAMKHA FEFIMI(DIKAIII B OCBITI
Anrtonoga A.P. (allaantonova62@gmail.com)
O)lecmca HaHiOHaﬂbHa aKa}IeMiﬂ Xap40BHuXx TEeXHOJIOT i

Anomauia. Y cmammi po3enanymo OCHOBHI HANPAMKU PO3GUMKY OCBIMHIX MEXHON02iU 1
eeumigpikayii oceimu ma 3poOAEHO BUCHOBOK, WO BNPOGUONCEHHS I2POBUX elleMeHmi8 V npoyec
HABYAHHA CHPUAE NIOBUWEHHIO NI3HABANLHOI aAKMUBHOCHI 3000y8auie oceimu, @GopmyeanHIo
inmepecy 00 3HAHb, PO3GUMKY HABYANLHOI Momusayii ma iniyiamusu. Ilpoananizoeano
eeumichikayisi 6 oceimi, sIK npoyecy NOWUPeHHs 2pu Ha pi3Hi chepu ocsimu, KUl 00380.5€
posanadamu 2py i K Memoo HA8YAHHS | GLUXOBAHHS.

Beryn. B ocrtanHl pokm reiimidikamiss mTypmye cBIT OcBITH. [IIBHAKO pO3BHBArOTHCA
TEXHOJIOTIi, a TaKO)X MparHeHHs 10 HU(PPOBUX TEXHOJOTIM TaKOX 3irpaid 3HAYHY pOJib B iX
M1IIOMI.

VY kiacax, 3alOBHEHUX IJIAHIIETAMU, €ICKTPOHHUMH KHUATaMH 1 HU(POBUMH JOUIKAMH, BCE
cTa€ OUIBIII IHTEPAKTHUBHUM, IO Ile OUIbLIE YCKJIAIHIOE YTPUMAaHHS yBaru cTyAeHTiB. OjmHak
reiimidikaiiis B KJIaci T03BOISE BUKIAJa4aM 1 BUMTEISAM IIBUAIIE 3aJydaTd 3700yBadiB OCBITH 1
3axXOIUIFOBATH X HAaBYaHHSIM.

3BHyYaifHO, X0Ua B1JI€OIrPU MOKYTh OYTH KOPHCHI B KJIaci 4yac Bij yacy, BOHU HE IOBUHHI OyTH
BallnM 3acobomM reiivigikaris. Ha macts, reiiMidikaiiis B Kjaci JErko HaJalTyBaTH, 100 BOHA
BiJIMOB1/1aJ1a BAIIOMY CTHJIIO BUKJIaIaHHS.

I. Cnioco0u BBeieHHs reiimigikanii B cBiif Kypc.

1. Cucrema OaiB.

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

Sk 1 y Bigeoirpax, OTpUMaHHS OYOK MOTHBY€ IIOJIeH 1 JomoMarae iM BiguyBaTH ce0e
BUHATOPOJIOIO 33 CBOI 3yCHJUIS. 3aJIeKHO BiJ BaIlMX 3aHSATH B KJIACi € MOXKIIMBICTh 3alPOIIOHYBATH
3100yBauaM OCBITH HAapaxOBYBaTH Oaiu 3a y4yacTh, BAKOHAHHS 3aBJIaHb BYaCHO a0 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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Kpim moTuBarii 3100yBadiB OCBITH JI0 y4acTi, I1e JoIoMarae iM BiqdyBaTH ce6e BUHAropo 1010
3a cBOi 3ycmiuist. OTpuMaHHs OUTBII BUCOKHMX OIIIHOK 1HOZI MOKE pO34apoBYyBaTH. 3 iHIIOTO OOKY,
OoTpuMaHHs 0aliB 103BOJIAE€ YYHSAM BIAYYTH, III0O BOHHU CTAIOTh MailcTpaMu cBO€i HaBuaHHSA. BoHu
0ayaTh, SK NOJIMIIYIOTHCSA I1XHI HABUYKH, BiAYYBAalOTh MOTHBAIIO 1 OTPUMYIOTH Oinblie
3aJI0BOJICHHS BiJl 3aHSTh, HK Oy/Ib-KOJIM paHiIle.

2. Clo:keTHa JIiHis 3 aBaTapamMu.

Himo tak He mifgHIMae y CTYACHTIB TaKWi HACTpIH, SK IMiKaBa icTopis. Butparere yac Ha Te,
mo6 moaymaru abo MpUAYMaTd CIOKETHY JIHIIO Uil CBO€EI I'pH, II€ JOIMOMOXKE 3allIKaBUTH YYHIB.
Bu moxere BuOpatu OJHY 3 THIOBUX ICTOpiM mpo mipariB, NMpuOyibliB abo 30m0i, 100
niaroryBatu 0a3y. HesanexxHo Bin Toro, siky temy oOpaHO, HEOOXIJHO MepeKoHaiiTecs, L0 BU
JIOTpUMYe€TeCs 11 MPOTITOM BCI€T TPH.

[Ticns Toro, sk BU miArotyBanu 0a3y, AO3BOJBTE CBOIM YYHSIM po3BakuTucs. Hamanusa im
MO>KJIMBOCTI BHOpaTH CBOIO pOJIb B ICTOpii MPOOYIUTh B HUX TBOPYMU MOTEHIAN 1 3MYCUTh
BKJIaJIaTH OuIblle KOWITIB B Tpy. MoXHA JaTH iM Yac CTBOPUTH aBaTap, sikuii ix mpeacrtapise. |
MOJIOJI, 1 CTapl y4uH1 JIFOOJISATh BUTPAYaTH Yyac Ha CTBOPEHHS CBOTO MEPCOHAXKA B I'POBOMY CBITI.

Xoua aBarapu A00pe MiOXOIATh AN Bigeoirop abo 1upoBHX MOAATKIB, ICHYIOThH 1
HU3bKOTEXHOJIOTIYHI aJbTepHAaTUBU. Bia KOCTIOMIB 10 ITIOCTpalliil, SKII0 BU JO03BOJUTE CBOIM
YUYHSIM TIPOSIBUTH TBOPYMH MiJIX1J1, iX 3aXOIUICHHS OYZe 3pOCTaTH.

3. 3naukn

banu BiAMIHHO MIAXOMATH A7 BUHATOPOAU YYHS 3a Y9acTh B KYpCl, ajie 3HAUYKH JO3BOJISIOThH
BUHAroOpOJDKYBaTH 3a JIOCSITHEHHs. BKiIOUeHHS 000X IUX CHCTEM BHHATOPOAH JKUTTEBO BAYKIIMBO
JUTSL TATPUMKH MOPANbHOTO OyXy B Kiaci. HamanHs ctyaeHTaM OeWIKiB TaKOX JOMOMAarae CTaTu
BIXOIO JIJIsl BChOTO Kiacy. Hampukiasn, 3Ha4KH, 110 BKa3yIOTh HAa OBOJIOJIHHS MEBHOIO MPOTPAMOIO,
MOXKYTh CIIPUUMATHUCS YUHSIMU K 00psiT mocBsiueHHs. CTyIeHTH 3aX04yTh 310paTH BC1 CBOT 3HAUKHU
1 BIJ3HAUUTH CBO€ TMPOCYBAaHHSA IO Kypcy. MOXINMBO 3ampornoHyBath OOHycHI Oamu abo
TiIBUILICHHS PIBHS 3a JOIOMOTOI0 PI3HUX 3HAYKIB, 11100 J0/1aTH JOJIaTKOBHH PiBEHB a3apTy.

3HaYKM TAaKOK JOTOMAraloTh HArOPO/XKYBAaTH YUHIB YHIKaIbHUMU 3ai0HOCTIMH. Tomy BapTo
BUTPATUTH Yac Ha CTBOPEHHS 3HAUYKIB JJIA TUX oOJacTeH, siki HeoOximHo ocBoitu. Kpim Toro,
MO>KHA CTBOPUTH KiJIbKA PiJIKICHUX 3HAYKIB, K1 30€pekKYyTh €IEMEHT HECIIO1IBAaHKH.

4. 320X04eHHS KOMAH/IHOI po00TH

Ieiimi¢ikamisa Bamoro Kiacy He MOBHHHA BUKJIMKATH PO30iKHOCTI. DaKTUYHO, MOpATbHUI
JyX B KJIacli Moxe OyTu Kpaille, sIKIIO J03BOJIMTU CTYACHTaM TpaTH B KOMaHAax. 3aJlyueHHs YUHIB
JI0 CIIJIBHOI TPpU 1 CHUIBHOI y9acTi CTBOPIOE IPYKHIO arMocdepy 1 BUMTH CTYAEHTIB LIHHOCTI
CH1JIBLHOT pOOOTH.

B ix kxomaHmax MOKHa [O3BOJHMTH YYHSM JUIMTHCA OYKaMH, Haropojgamu abo HaBiTh
o6onycamu. CTyIeHTH 3aX049yTh CTApAHHO MPAIIOBATH, II00 JTOMOMOTTH CBOi KOMaH/1 1 3MYCUTH 1
numarucs. Lle 0co6nMBo BIpHO, SKIIO BOHU MOXYTh MOAUTUTHCSA O6araTcTBOM (4 okyisipamu). He
KOKy9d BXE MPO Te, IO Tpa cTaHe Habarato OUIbII €HEPTiHOi, 1 CTyIeHTH OyayTh TapsSuKOBO
BOOJTIBATH 32 CBOIX TOBAPHIIIB 110 KOMAaH]II.

I1. Tllpuxnanu e iKuX A0AATKIB reiimigikauii 1715 Baoro Kypey

1. GimKit - nmo3Boisie BUKIAZauaM CKJIAgaTH BIKTOPUHH, TPaBUIbHI BiAMOBIIL
320X04YyIOTHECS, HEBEpHHUE - KaparoThcs. Gimkit B KiHIIEBOMY MMiJICYMKY CTBOPIOE 3BIT 3 JOKJIAJHUM
OIIMCOM TOT'O, B UOMY BalllUM YYHSIM MOTpiOHA JOMOMOTa.

2.  BookWidgets noOpe mparmtoe s Bcix, xTo BukopuctoBye Google Classroom a6o
npocto 1udpoBy HomIKy abo Oyap-ske iHme mpuctpiil. Llg mporpama mpononye Bukmagadam 40
pi3HUX NIA0IOHIB JJIS1 CTBOPEHHS IHTEPAKTUBHHUX 3aHATH. 3AJICKHO BiJ MpeaMeTa ad0 METH 3aHSTTS
BUKJIaJ]a4i MOKYTh BUKOPUCTOBYBATH 1110 3aBrOJHO: BiJl BIKTOPHH A0 apu(METUKU 1 KapTOK OiHTO.
Pi3HOMaHITHICT, MAOJIOHIB  JO3BOJIIE  BUKJIQJadaM POOUTH  OyIab-sKi  3aHATTSA  OLIBII
iHTepakTUBHUMHU. Kpim TOTO, pi3HI MIA0JIOHW MOXKYTh JAOIOMOITH B TeiMidikallii Takux peuei, 5K
OTJISIIM, TECTH 1 OaraTo 1HIIIOTO.

3. Kahoot mo’ke BHKIMKATH y CTYACHTIB BeaHue3HUi eHTy3ia3m. [ToaiOHO irpoBoMy
moy, Kahoot BUkoprucToBye My3uKy, 300pakeHHs Ta OapBUCTHI iHTEepdeiic, 100 3alliKaBUTH YIHIB
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BUKOHAHHSM IIOCTABJICHOTO 3aBAAaHHA. YUHI OTPUMYIOTh OalM 3a KOKHY NMpaBWJIbHY BIJAIOBIJb, a
TaKO0X OTPUMYIOTh JOJATKOBI Oajy 3a BIAMOBI/I MIBHUIIIC 32 1HIINX.

BucHoBku

SAxi nepeBaru reiimipikamii?

1) I'eiimidikartis qomoMarae mpoOyIUTH IHTEPEC CTYISHTIB 1 YTPUMATH 1X 3aIy4eHICTh i
4ac ypOKiB.

Xo4a MPOTHUBHUKH TeiMi(ikallis KaxyTh, III0 BOHA YCYBa€ Te, MO0 POOUTH OCBITY OCBITHIM,
CTY/IGHTH BCE€ II€ BYaThCs, ajie MO-pisHOMY. TpaauuiiiHi MeTonM HaBUaHHS 1HOAI MOXYTh OYyTH
OOMEXYIOUHMMHU, HECTIMYJIpYIONIiMi 1 Haa3Bu4aitHO cepenHiMu. CydacHi METOIM B TIOEJHAHHI 3
reiiMi(ikaii€ero MPOMOHYIOTh A€TAIBHUH MIJX1], SKU MOTUBYE 37100yBadiB OCBITH.

2) 3a nonoMororo reimigikariii 3100yBadi OCBITH MOXKYTbh IPUKUHYTHUCS, 3ap00IsaTH Oaiu i
BiJJUyBaTH OUIBII INTIMOOKE MOYYTTSI BUKOHAHOTO O0OB'S3KY.

[Ipore, Bkpail BaXJIMBO 3asBUTH, IO MOBHA reiMidikaiis He Moxe OyTH TapHOIO 1IE€r0.
3MilaHi KJacH, B sSIKUX 3700yBaui OCBITH pa30M 3HAUOMIIATHCS 3 TPAAHIIMHUM i CYy4aCHUM CTHIIEM,
3a3Bu4ail Ok yemimHi. [IpoTe, BkitoueHHs refimigikaliii B Kypc JacTb 3400yBadam OCBITH JIEAKY
PI3HOMAaHITHICTb 1 JO3BOJIUTH BUKJIAJauaM Kpaille yTPUMYBaTH iX yBary.

Cnncoxk BUKOPHCTAHOI JiTepaTypu
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T'PA I [IPMAHSATTS PILNEHHS
Caymna H.B.
Onecbka HAIOHAJILHA aKaJleMisi Xap4y0BHUX TeXHOJIOTIH

Mamepianu me3 micmsame KOpOMKI I0OMOCMI NPO Meopiio icop.

[Ipunycrumo, 1110 TOTPiIOHO MpUIMATH PILIEHHS B YMOBH, KOJIM HALIUM LUISIM IPOTUCTOSATH
OpoTHASKHI 1Ml iHmoi croponu. IloaiOHI cuTyarii 3ycTpidaroThCs 4acTo, e - KOH(IIKTHI
cutyaiii. Bonu xapakTtepHi sl BIHCBKOBUX [Ii{, I'POBUX BHJIIB CIIOPTY, MPAKTUYHOI JiSIIBHOCTI.
Y Oyap-aKkoMy BUTIAAKY BiIOyBa€TbCs 3ITKHEHHS MPOTHICKHHX 1HTepeciB. | TMM He MeHIle,
JIOBOJIUTHCSI 00OM CTOpOHAM MPUHMATH LIJIKOM MEBHI PILLIEHHS.

HeoOxiaHicTh OOTpYHTYBaHHS ONTUMAIbHHUX PIllIEHb, 10 MPUIAMAIOTHCS B TUX UM 1HIIMX
KOH(JIIKTHUX CHUTYaIlisX, TPUBENA O BAHUKHEHHSI CIIELIaTbHOTO HAMpPsAMY B Cy4acHii MaTeMaTHII
- Teopii irop. Ilix TepMiHOM «Tpa» TYT pO3yMI€THCS CHPOLIEHA MaTeMaTUYHa MOJEb PO3IJISTHYTO]
KOH(ikTHOI cuTyauii. Ha BigMIHY BiJ peaJibHOTO KOH(JIIKTY Ipa BEIETbCS 3a NEBHUMHU
[IpaBUJIAMH, SIKI YITKO BH3HAYalOTh IpaBa 1 OOOB'A3KM YYaCHMKIB I'PH, a TaKOX pe3yJbTaT TpH
(BUrpaml 4YM Mporpam KOKHOTO YYAaCHMKA). 3a0Bro 0 TOSBH TeOpii irop MIMPOKO
BUKOPHUCTOBYBAIMCA MOJIOHI CHpOIIEHI MOJeNi KOH(IIKTIB - Tpu B OyKBaJbHOMY CEHCI CIIOBa:
IIaX¥, OIAIIKH, TOMIHO, iITpH B KapTH 1 T.4. 3BiJCH 1 BIIOyBa€ThCS SIK Ha3Ba caMoi Teopii, Tak i pi3Hi
TePMiHH, SKI BHUKOPHCTOBYIOThCS B HiW. Hampukian, KoH(IIIKTYOYi CTOPOHH HA3HBAIOTHCS
«TpaBIIMUY, OJHY pealli3allilo I'PH - «1apTieio», BUOIp rpaBieM Tiel ado 1HIIOT il - «X010M» 1 T.JI.

Po3pizustoTh aBa BUAM XOMIB - ocobmcTi 1 BumagkoBi. OcoOuctuil Xig mependadae
cBizjomuii BHOIp TpaBieM Tiel abo iHIIOT Aii, T03BOJICHOTO NpaBWIaMu I'pu. BunankoBuil Xing He
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