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AHorania

B cTarTi po3riasAaThCs MUTAHHS 3aCTOCYBaHHS LU(MPOBUX JUAAKTUUHUX irop y HaBYaHHI MaTeMaTHKHU. MeTa CcTarTi
PO3IVISIHYTH TpuioMu (HOPMYBaHHSI B MAHOyTHIX YYHUTETIE MaTeMAaTHKH [OTOBHOCTI OO 3aCTOCYBaHHS LHU(POBUX
JUOAKTAYHUX irOp Ha ypoKax MaTeMaTHUKM B 3aKJIafax 3arajbHol cepefHbOI OCBITH. BUKOpHUCTaHO cUCTeMHHUU aHasi3
HAYKOBUX | HAYKOBO-METOLUYHMUX [IKEPEsI [JIsl BU3HAYEHHs LUIAXIB i MPUAOMIB GOpMyBaHHS B MalOyTHIX y4IHUTeIiB
MaTeMaTUKU TOTOBHOCTI 0 3aCTOCYBaHHA LUGPOBUX AUAAKTHUYHUX irop. [IpoBemeHo nediHiTUBHUIT aHAaNi3 3MiCTy
MIOHATbL «KOMITI0TepHa Tpa», «uHudpoBa rpa», «Bieorpa», «ejeKTPOHHA rpa», «OpaysepHa rpa», «MobiTbHA rpa».
BcraHOBIIEHO, 110 BOHU € CIIOPiIHEHHWMH, alle He TOTOKHHUMH. Y BJIaCHOMY HOCJiI’KeHHI BUKOPUCTOBYBaTUMeEMO TE€PMiH
«u$ppoBa AUAAKTUYHA Tpa» 1 TPAKTYEMO HOrO, SIK TPy, 1[0 BigOyBaeThcs 3a JOMOMOrOK MPOTPAMOBAHUX IUGPOBUX
[IPUCTPOIB, SIKI YTBOPIOIOTH IHTEPAKTUBHY CHCTeMY, 30epiraiThcsi Ha LUUMPOBUX HOCISX HAHWX 1 BIATBOPIIOTHCS HA
nu¢ppoBoMy obafHaHHI. BOHM BUKOPUCTOBYETBCS B KOMIUJIEKCI 3 IHIMMMM 3aco0aMM HaBYaHHS, He 3aMiHIOIOUYU

TPaJULIMHUX 33HATH, @ JOTIOBHIOIOTH 1X, BXOASYU B IXHIO CTPYKTYPY.

BeranoBiieHo, 1110 popMyBaHHS TOTOBHOCTI MAaUOY THIX YUUTEIB MaTEMAaTUKHU JI0 3aCTOCYBAHHS LIUPPOBUX TUAAKTUUHUX
irop B mpodecidiHill HisIBHOCTI MOYKe 3[AIMCHIOBATHCS pPi3HMMM LIJISIXaMM, 30KPeMa uepe3 MOAEIIOBAaHHS IXHBOI
npodeciiHoi caMOOCBITHBOI Mi/ILHOCTI. 3 1[i€l0 METOI0 B Mpolleci BUBUEHHS MUCHHUIUIIHU «TexHosorii HaBuaHHS
MaTeMaTHKU» MPOMOHYEMO CTYLEHTAaM BHUKOHYBATH HABYAJILHO-METOOMYHI 33Aadi, 3 JOTIOMOTOK SIKUX BOHHU MOXKYTb
BKJIIOUUTUCh B aKTUBHY METOJUYHY [IisJIbHICTE, IIOB'sI3aHy 3 MOLIYKOM iHdopMallil B pi3HUX pKepesiaX Ta CTBOPEHHSIM
BJIACHUX PO3PO0OOK 3 BMKOPHUCTAHHS HUMPPOBUX OUIAKTUYHUX irop B MpoIleci HaBYaHHS MaTeMaTUKH. B mpoueci
IOCHiIyKeHHsI BUSIBJIEHO, 110 B YKpaiHi nudpoBi irpy B npolieci HABYaHHS MaTeMaTHUKH YYHIB 3aralbHOOCBITHBOI IIIKOJIH
MOKKA [0 BUKOPUCTOBYIOTHCS €IMi30AUYHO, 00 TNPAKTHYHO HeMae OOIPYHTOBAHMX TEXHOJOTIH YU METOMUK IX
3aCcTOCYBaHHS. [lepCIeKTHBY MOANBLUINX [NOCHIIKeHb ybadaeMo B po3pobii MeTomuduHOi cucteMH (GOpMYBaHHSI

TOTOBHOCTI Maﬁ6yTHiX y‘{I/ITEJ'IiB MaTeMaTHUKU 0 3aCTOCYBaHHS LIH(prBI/IX AUTAKTUYIHUX iI‘Op Ha ypOKaxX MaTeMaTUKHU.

Kirouosi ciosa. Komr'totepHi irpu, uudposi irpy, M poBi AUAAKTUYHI irpH, TPOIEC HABYAaHHS MaTEMAaTHUKH,

MiATOTOBKA MalbyTHIX yUUTEIiB MaTeMAaTUKH!
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Abstract

The article deals with the use of digital didactic games in teaching mathematics. The purpose of the article is to consider
the methods of forming future mathematics teachers' readiness to use digital didactic games in mathematics lessons in
general secondary education institutions. A systematic analysis of scientific and methodological sources was used to
determine the ways and methods of forming future mathematics teachers' readiness to use digital didactic games. A

uon 1on

definitional analysis of the content of the concepts of "computer game", "digital game", "video game", "electronic game",
"browser game", "mobile game" is carried out. It is established that they are related, but not identical. In our own research,
we will use the term "digital didactic game" and interpret it as a game that takes place with the help of programmable
digital devices that form an interactive system, are stored on digital media and played on digital equipment. They are used
in conjunction with other teaching tools, not replacing traditional classes, but complementing them, being part of their

structure.

It has been established that the formation of future mathematics teachers' readiness to use digital didactic games in their
professional activities can be carried out in different ways, in particular through modeling their professional self-education
activities. To this end, in the process of studying the discipline "Technologies of Mathematics Teaching", we propose that
students perform educational and methodological tasks with the help of which they can engage in active methodological
activities related to the search for information in various sources and the creation of their own developments on the use
of digital didactic games in the process of teaching mathematics. The study found that in Ukraine, digital games in the
process of teaching mathematics to secondary school students are still used sporadically, as there are practically no
substantiated technologies or methods for their application. Prospects for further research are seen in the development of
a methodological system for forming the readiness of future mathematics teachers to use digital didactic games in

mathematics lessons.

Keywords: computer games, digital games, digital didactic games, process of teaching mathematics, training of future

mathematics teachers
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ITocranoBka mpobsiemu. CydyacHa MOJIOIb, Ha BiIMiHY Bif] IOMepeHiX MOKOJIiHb, Ma€ IUPOKUHI
moctyn o [HTepHeTy, 3ycTpidaeThcs 3 Oe3npeleqeHTHOK KiIbKICTIO0 iHdopMalii, sKa MOCTiHHO
HAOXOOWTh Yepe3 PI3HOMAHITHI [yKepesa, 30KpeMa, COLiajibHI Me[ia, iIHTepHeT-CTaTTi, Bifeo Ha
YouTube, Tiktok, nogkactu Ta iHmi kaHanu. lle npu3BoguTh 10 GOpMyBaHHS B JTIOOUHHU MOTPeOU
3AilCHIOBAaTU BUOIPKOBE CIIPUMHSATTS Ta LIBUAKY 00poOKy iHbopMallii, yCKIIaJHI0OE KOHI[EHTPALIit0
Ta yBary Ha TOJIOBHMX MOMEHTaX. SIK HaCJiOK, MUCJIeHHs 0araTboX MAiTed crTae KJnoBuM (Bim
aHTJIIACHKOrO ¢JI0BO «clip» - «BupisKa 3 rasetu abo ypUBOK 3 (PibMy>»), KOJIM BOHU CIIPUAMAIOTh
indopmarllito KOPOTKMMH, SICKPaBUMH YPUBKaMH, He HaMaralouuch BCTAHOBUTH JIOTiYHI 3B'S3KHU
MDK HUMH. Mosonp, 3aHypeHa B Oe3nepepBHMH NOTIK iHdopMmalii, MO)Ke BTPAaTHUTH 3HATHICTh
aHaJIi3yBaTH, KPUTUYHO MUC/IMTH Ta PO3B'sI3yBaTH CKJIQJIHI 3aBJIaHHS.

3BayKal4yu Ha KOTHITMBHI 0COGIMBOCTI cydacHOro 1udpOBOro MOKOIIHHS, MU BBaXKAEMO 33
IOLIbHEe 3BepHYTH yBary Ha METOMIM Ta 3acO0M HABUAHHS, SIKi JOTIOMOKYTh MalOyTHIM yUHUTEIAM
ypaxyBaTH 1ii 0COOJIMBOCTI Ta MMPeACTaBIATH HaBYaJIbHUN MaTepian y 3py4dHil BizyanbHi# dpopmi.
OpuuM 3 Takux 3aco6iB HaBYaHHS MOXYTh OyTu LupoBi (KoMI'toTepHi) AUmakTUYHI irpu, sAKi
BJIaJI0 MOEAHYIOTH Bi3yasibHi edeKTH, aHiMaIlilo 3 IrpOBUM JU3aHHOM.

Amnainiz ocHOBHEX mociimKeHb i myGuikauiit. [Jocimimkenns suenux M. Iau (Dye, 2009), A.
Eiixen6ayma (Eichenbaum at al., 2014), [1. Banep (Bavelier, 2009), I11. I'pin (Green, 2009), IT. I'pes
(Gray, 2015) Ta iH. mOBeJiM HOBrOTPUBAJIMM MMO3UTUBHUU BIIOMB KOMITIOTEPHUX irop Ha 6a3oBi
MICUXIYHI IPOLIECH, TaKI SK: CIIPUHHSATTS, YBara, ysiBa, IaM STh, @ TAKOXX Ha IPUUHSTTS PillleHb.

BrniyivB KOMITIOTEPHUX irop Ha MOTHBALIi0 HABYAHHS Ta COL[iaJIbHY B3a€EMOIiI0 JIIOAEH BUBYAIU
pizHi gocnmiguuku: [IxeitH Mak ['oniras, aBTopka kHuru «Reality is Broken: Why Games Make Us
Better and How They Can Change the World» (McGonigal, 2011), B sikiit 06roBoptoe Mo3suTUBHUM
BILJIUB KOMII' FOTEPHMX irop Ha pO3BUTOK 0COOMCTOCTI Ta cycmisibeTBa, Mapk [Tpencki (Prensky, 2001)
Ta iH. JlocaimKeHHAM MicLis i posli KOMIT'IOTepHUX irop Y HaBYaHHI Ta PO3BUTKY IPUCBSYeHi poboTH
BiJOMOTO aMepMKaHCHKOTO IICUXOJIIHTBICTa, €KCIepPT y Tajiy3i OCBITH 3 HOMOMOTOK Bifeoirop
Ixeiimca ITona IIxi (Gee, 2003), sKkuii paliioBaB Hajl PO3POOKOI TEOPETUUHOI 6a3u [1Jis aKTUBHOTO
3aCTOCYBaHHS Bieoirop y HaB4aJlbHOMY ITpolLieci.

[TutanHs Teopii ¥ NPAKTUKU BIIPOBAIKEHHsS KOMITIOTEDHUX Irop B TMPOLEC HaBUYAHHS
MaTeMaTUKU B YKpaini yactkoBo posrispanu C.Bess (Bess Ta im, 2014), K.JIyk'siHeHKO
(JTyx’stuenko, 2014), H. Kupunenko (Kupunenko, 2010), I. Houk (Hosuk 2010), I. Cemuyk (CeMuyk,
2013) Ta in. OnHak B YKpaini uudposi (koM ioTepHi) irpu B mpolieci HaBYaHHS MaTeMaTUKHU yUHIB
3arajIbHOOCBITHBOI IIKOJM IIOKH II[0 BHKOPHUCTOBYIOTBECSI €Mi30JW4YHO, 00 MPaKTHYHO HEMae
OOI'PYHTOBaHUX TEXHOJIOTIH Y1 METOMIMK IX 3aCTOCYBaHHSI.

Mera crarti. Posrnsnytu mpuiiomu ¢opMyBaHHS B MaHOyTHIX Y4YHTEJB TOTOBHOCTI [0
3aCTOCYBaHHS LMGPPOBUX OUOAKTUYHUX Irop Ha ypOKaxX MaTEeMaTHUKH B 3aK/Iaflax 3arajbHol

cepemHbOI OCBITH.
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Mertonu mociimKeHHsl. BUKOPHCTAaHO CUCTEMHUM aHalli3 HAayKOBUX I HayKOBO-METOAWYHUX
IDKepes I BU3HAYeHHs UUIAXIB i mpuiioMiB popMyBaHHS B MAaHOYTHIX yYUTeNiB MaTeMaTHKU
TOTOBHOCTI [I0 32CTOCYyBaHHS [UGPOBUX AUAAKTUYHUX irop Ha yPOKaxX MaTeMaTHUKU.

Buknan ocHoBHoro marepiamy. Orisg HAyKOBOI Ta METOOUYHOI JITepaTypd 3 TeMH
IOCHiMKeHHs I03BOJIMB HaM CTBEPIYKYBAaTH, 110 HUHI BXXHUBAKOTBHCA Pi3HI TEepPMiHH, 30KpeMma,
«KOMIT I0TepHa Irpa», «I[udpoBa rpa», «eJIleKTPOHHA I'Pa», «Bifeorpa», «oH-JIalH rpa», «bpay3epHa
rpa», «Mo0OinpHa rpa», sIKi € CIIOpifHeHUMH, ajie He ToTo)XKHUMU. Ha mouaTtky XXI cT. iHTeHCHBHe
MOLIMpPEeHHS U(GPOBOI eJIeKTPOHIKK 3yMOBUJIO MOSIBY i MOIIMPEHHS KaTeropii «uudposi irpu», 1o
B)XHBAETHCS SIK CUHOHIM JI0 TIOHSITh «KOMIT IOTEPHI irpu», «Bigeoirpu» 3a yMOBH, IO LI TePMiHU
BUKOPHCTOBYIOTBHCSI AJIs1 OMHUCY irop, sIKi BinOyBaroThCs HAa MOHITOpax KOMITIOTepiB. IHIII Bugu
1M pPOBUX irop MOeAHYIOTH KOHCOJIbHI, apKa/iHi, IOPTAaTUBHI €JIeKTPOHHI irpu Ta aymio irpu.

YTouyHMMO 3HAUYEHHS LIUX TEPMIHIB:

— KOMIT'I0TepHa rpa- B3aeMOist JIIOAUHMU (TPYIIH JIrofeit) 3 KOMITTepoM abo AeKIIbKOX JIF0Iei
MIDXK c0000 332 JOITOMOT0X0 KOMIT IoTepa AJIsi pO3Bar, HaBYaHHs UM TPEeHyBaHHS, TOOTO Lie Ipa, B Ky
rparTh Ha KOMITIOTEpi 3a JOMOMOro crewiagbHux nporpam ([Tunumnuyk, 2014);

— Opaysepna rpa (aHri. browser game) - 1 pi3HOBHJ KOMITIOTEPHUX Iirop, OCHOBHOIO
XapaKTepUCTHUKOI SKOr0 € BUKOPUCTAaHHsS iHTepdercy 6pay3epa. Taki irpu mnpepacraBieHi
pPi3HOMaHITHUMU >KaHpPaMH i, K MPaBUJIO, HE BUMaralTh BCTAHOBJIEHHS iHIIOTO IIPOrPaMHOTO
3abe3mnedeHHs, oKpiM camoro 6paysepa (Browser-based game, 2023)

— Bigeo rpa (aurui. video game) - 1je €JIeKTPOHHA I'Pa, B sIKil irpoBa [is 3[iUCHIOIOTHCS Yepe3
KepyBaHHs BisyasbHUMU 06pa3aMu Ha TejleeKpaHi abo Ha MoHiTOpi KoM 'totepa (Oxford dictionary,
2016);

— KOHCOJIbHA rpa (aurJ1. console game) - Bigeorpa, nmpu3HaueHa [jisi poboTH Ha TpasibHiN KOHCOJT
(Dictionary.cambridge, 2021);

— apkapHa rpa (aurJi. arcade) - Bifeo rpa, 1[0 XapaKTepU3yEThCsl CIIPOLIEHUM ITPOBUM MIPOLIECOM
Ta peaisyeThbcs 3a JOMoMOorow irposux asromaris (Tristan, 2010).;

— onJsladiH-rpa (auri. online game) - pisHOBUA Bimeo irop, siki 4acTKOBO ab0 B OCHOBHOMY
peanisyrwoTbcs uepe3 IHTepHeT abo Oyap sKy IHIIy KOMITIOTEpDHY Mepexy 1 IIIHMPOKO
BUKOPHUCTOBYIOTHCS Ha CYYaCHHUX IrpoBUX IUIaTGOpMax, BKIIFOUAIOUM IePCOHAJIbHI KOMIT I0TEpH,
KOHCOJIi Ta MOGibHI pucTpol (Jlemenko, 2017);

— MobGinbHa rpa (aHri. mobile game) - we Bimeo rpa, 1O peanisyeTbcsi HAa CTIIBHUKOBOMY
tenedoHi, cMapTdoHi, NIAHLIETi, CMapT-TOOUHHUKY, MOPTAaTUBHOMY MYJIbTHMeNIHHOMY
nporpaBauy abo rpadiuHOMY KaJbKyJISITOPI.

[Ticns Buxomy y 2001 poui kuuru «I{udpose irpouentpoBane HaBuaHHsi» (Prensky, 2001)
BUHUKJIA ¥ HabyJ1a MOMIKUPEeHHs Y MDKHapOAHOMY OCBITHBOMY IpocTopi KoHIemnmis «digital game-

based learning», abpesiarypa: «DGBL» (BoeBopa Ta in., 2018).
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[ns onmucy ocobGIMBOCTEN HABUaHHS YYHIB, $IKi Bii HapOMKEHHS JXUBYThH y LUpOBOMY
cepepmoBuilli, M. [IpeHCKi B)KUBa€e MOHATTS «IUPPOBi abOpUreHN», aKLIEHTYIOUH yBary Ha TOMY, II[0
cydacHi yd4HiI [OyMamTh i 00Opo6ssiioTh iHGOpPMaLil NPUHIMIIOBO IHIIMM CIIOCOO0M, YUM
BifIpi3HSIOTbCS Bif IXHIX MOMepeHUKIB, a MeJaroriB Ha3uBae «HUMPOBUMHU IMMIrpaHTaMH», SIKi
MaroTh aJaNTyBaTUCs 10 HUHIIIHBOTO OCBITHBOTO mporiecy. M. [IpeHcKi pekoMeH/ye, 11106 yuuTeti
I 33JJ0BOJIEHHS IT1i3HaBaJIbHUX IMOTpeb Y4YHIB yNpOBaJpKyBaJii KOMITIOTepHi LHUdpoBi irpu B
AKOCT] HaBYaJIbHUX IHCTpyMeHTIB y kiaci (Prensky, 2001).

Y ponosini «[lo3a migpyyHuKamMu Ta JeKLUisMu: [UpOBe irpolleHTpPOBaHe HABYaHHS IpU
BUBYEHHI NPUPOIO3HABYMX, TEXHOJIOTIUHUX, IH)KEHEPHUX, MaTeMaTUUYHUX AuCHUILTIH (STEM)»,
nigrorosienoi mis Lentpy dockonanocti B Ocsirti (Center for Excellence in Education), iudposa
rpa BH3HAYAEThCA $IK «Oy[b-sIKa Tpa HAa KOHCOJI, MOPTAaTUBHOMY IIPUCTPOi, cMapTdOHI UH
KOMIT'I0Tepi, BKJII0Yaryu 6paysepHi irpu» (Rapini, 2012).

Y BIIacCHOMY JIOCJTI[IPKeHH] Hajiani My OyZieMo BUKOPUCTOBYBATH TePMiH «LIMpPOBa JUIAKTUYHA
rpa» i TpaKTyemMo HOTroO, SIK TPy, L0 BiOyBaeThCsi 3a JOMOMOTOI0 MPOrPaMOBAaHUX LMGPOBUX
IIPUCTPOIB, SIKi YTBOPIOIOTh IHTEPAKTUBHY CHUCTeMY, 30epiraloTbCsi Ha IUPPOBUX HOCIAX JAaHUX 1
BifTBOpIOIOTHCS Ha IUdpoBoMy obsagHaHHI. BOHM BUKOPUCTOBYETHCSI B KOMILJIEKC] 3 IHIIMMU
3acobaMu HaBYaHHS, He 3aMiHIOIOYM TPAQULIIMHUX 3aHSTh, a JOMOBHIOIOTH 1X, BXOASIYU B IXHIO
CTPYKTYpy, 30arauyrounm ocBiTHi# mporec. o mmdpoBoro obnagHaHHS BigHeceMo, B [IaHOMY
KOHTEKCTi, KOMIT I0TepH, IJIaHIIeTH, MOOiIbHI TesredoHHU Ta iHIII MporpaMoBaHi MPUCTPOI.

Ha cy4yacHOMy pWMHKY IpOrpaMHHX MPOAYKTIB, SIKi MOXXYTh 3aCTOCOBYBaTHCh B OpraHi3aril
HaBYaJIBHOI IrpoBOI AiSFIBHOCTI y4YHIB i3 MaTeMaTHKH, IPOIOHYEThCs 0araTo pi3HOMaHITHHUX
JIOTIYHUX, CIOKETHUX irop, TPeHaXKePiB, MejarorivHruX MporpamMHUX 3aco0iB y BUTJISII HAaBYAJIbHO-
MEeTOOUYHUX KOMIUIEKCiB Ta IHImUMX 3acobiB, sKi Oe3mocepenHb0 abo OmOCEpEeIKOBAHO
(bparmeHTapHO) MOKYTh 6y TH BUKOPUCTAHI BUUTEJIEM, 3aJI€IKHO Bij] TUAAKTUUHOI METH.

[Tpu BubOpi 1IMbpoBUX QUAAKTUYHUX irop, siKi MOYKHAa BUKOPUCTOBYBATH B IIPOIleCi HABYaHHS
MaTeMaTHKH, Ilepel] Y4YHUTeJleM II0CTae HH3Ka NpobseM, IIOB'SI3aHUX 3 HEBIJIOBIIHICTIO
MIPOrPaMHOr0 MPOAYKTY BiKOBUM OCOOJIMBOCTSIM Y4YHiB, HABYAJIbHUM IJIaHAM 1 IIpOrpamMam TOLIO.
[Ipu 1upomy cnim po3yMiTH, W0 BiANOBi#aNbHICTH 3a HACTIAKMA 3aCTOCYBaHHS IUMPOBUX
OUIaKTUYHUX Irop JIEKUTH Ha BUMTENEeB], SKUH 1X BUKOPHUCTOBYE, aJpKe BiH I10CTae, HacamIiepes, siK
oprasizaTtop i KepiBHUK Mi3HABaJIbHOI JiSIIBHOCTI y4YHIB Ta CTBOPIOE YMOBH, 32 SIKUX LIKOJSPI
MOXXYTb HaHWOUIbII paliOHAJBHO | MPOAYKTHUBHO PpO3BMBAaTH MHCJEHHS. 3a TaKUX YMOB,

HaUCYTTEBIMIMMH JJIs BUMTEJIIB MaTeMaTHUKH € HAaCTYITHI MTUTaHHS:
® BU3HAYeHHs Micls [UPPOBUX AUAAKTUYHUX irOp Ta irpOBUX CUTYyALil Yy CUCTeMI IHIIINX
BU/IiB [iSIIBHOCTI Ha ypOIIj;
® [OI[JTbPHEe BUKOPUCTAHHS 1X Ha PI3HUX eTarax BUBYEHHS Pi3HOTO

3a XapaKTepoM MaTeMaTUYHOr'0 MaTepiaiy;
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e pO3poOKa METOOVKY 3aCTOCYBaHHS IIU(PPOBUX AUAAKTUYHUX irop 3 ypaxyBaHHSIM
OUIaKTUYHOI MeTH YPOKY Ta PiBHS MiJrOTOBJIEHOCTI yYHIB, Ta IX BIKOBUX 0COOJINBOCTEH.

Tomy opmHuM i3 3aBAaHb MIATOTOBKM MaWOYTHIX Y4YHTeNiB MaTeMaTUKU B IMeAaroriyHux
3aK/Iafiax BUIOI OCBiTHM € QopMyBaHHS B HUX iHQOpPMAaLiiHOI KOMIIETEHTHOCTi, sIKa IacCTh
MOJXXJIMBICTh 3HaXOOUTH, CTBOPIOBAaTH M BHBAaYKEHO 3aCTOCOBYBATHU AWMAAKTHYHI LMGpPOBI irpu B
HaBYaJIbHOMY IIporieci. [0TOBHICTE 1o BinOopy ¥ METOLMYHO IPAMOTHOI'0 3aCTOCYBaHHS U(PPOBUX
OUOAKTUYHUX Irop MaHOYyTHIMH YUYMTeNsIMHM MaTeMaTHUKH MOJKe 3OIHCHIOBATUCS LIJISTXOM
MOMEJIIOBaHHs I1XHBOI mMpodeciiHol camMooCBiTH, sKa 0e3mocepeqHbO TIOB'si3aHa 3 piBHEM
cbOpMOBaHOCTi HACTYITHUX YMiHb:

e 3HAXOOWTH Ta aHAJI3yBaTH iHPOpPMAILilo 3 PI3HUX IIKEpeT;

e BHOKPEMJIIOBATH 31 3HakeHol iHdopMaliil Ta mepeoBOro MeJarorivHoro JOCBiy OCHOBHI
aKTyaJIbHi IM0JI0’KeHH s, GaKTH, SIBHUILA, SIKi MAHIMAIOTh TEOPETUUHUN T2 METOOUUHUN
piBeHb Maii0yTHBOTO BUNUTEJIS;

e BinOMpPATH 3 OIIPAI[LOBAHOI0 MaTepiasy MeTOAMYHI 3HAXIAKY [J1s anpobartii B MalOy THIHN
renaroriyHif misiJIbHOCTI.

®opMyBaHHIO B CTYHEHTIB LUX YMiHb MOXXHa IMpUAIIATH yBary B IIpolieci BHUBYEHHS
oUCHUIIIiHU «TexHosorii HaBYaHHA MaTeMaTWKW» (HaBYaJbHUU IUIaH MiATOTOBKM GaKajaBpiB
crieianibrocTi 014 Cepenns ocsita (Matemartuka)) . I[Tig yac BuBYeHHs pospiny «CydacHi ocBiTHI
TEXHOJIOTil Ta MeTOOU IXHBOTO 3aCTOCYBAaHHS B IIpOlLleci HaBYaHHS MAaTEeMaTUKH» 3 METOI0
dbopMyBaHHS HaBUYOK 3aCTOCYBaHHS LHUQPPOBUX MAUAAKTUYHUX Yy HABYaHHI MaTeMaTHUKHU
IIPOIIOHYEMO CTyeHTaM BUKOHATH HaBYaJIbHO-MeTOAWYHI 33/1a4i, 3 JIOITOMOT 00 IKUX BOHU MOXKYTh
BKJIIOYUTHUCh B aKTHUBHY METONUYHY [isUIbHICTB, IOB’S3aHy 3 IOLIyKOM iHdopmarllil B pi3HUX
IPKepeJiax Ta CTBOPEHHSIM BIACHUX PO3pPOOOK.

Hapepemo fiis npukiiafy KijlbKa TaKuX 3a7ad.

1. ITigroTyiTe CHIMCOK cTaTed 3 pI3HOMAHITHUX [Kepesl 3 Mepexki «IHTepHeT», y SIKHUX
PO3IISIAAIOTECST NPOOJIEeMH 3aCTOCYBaHHS LMQPOBI AMOAKTUYHI irpH, 30KpeMa U Ha YpOKax
MaTeMaTHKH. SIKi 0cobnuBOCTI opraHizaiiii po6otu i3 HupoOBUMU AUAAKTUYHUMHU iIrpaMU MOYKHA
BHOKPEMUTH Ha OCHOBI OIPallbOBAaHOTO MaTepiaiy?

2. Posrnsabre irposi mnatdopmu https://www.matific.com/ua/uk/home/,

https://bristarstudio.com/uk/, https://learning.ua/matematyka/,

https://www.mathplayground.com/. 3po6iTh MOpiBHSJIbHY XapaKTEPUCTUKY BKa3aHUX MIaTHOPM
3a pi3HMMH 1apaMeTpaMu e(PeKTUBHOCTI IX 3aCTOCYBaHHS B IIPOIleCi HABYaHHS MaTeMaTHKH YUHIB
OCHOBHOI IIIKOJIU:

1) BignosigHicTh HaBYaNBHIM Mporpami;

2) HasBuicTb yKpaiHCbKOTO iHTEpdEICY;

3) BapricTs;

4) Pe>XuM JOMAIlHbOTO 3aBaHHS;
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al

Mo>KUBIiCTh BUKOHAHHSI KOHTPOJIBHUX TECTIB;

©)

[HaMBinyanbpHa TPAEKTOPis HABYAHHS JIJIS1 YUHIB;

o

) PisHomaHiTHiCTB irpoBMX emi3ofis;
) MoxknuBicTb BefieHHs 00Ky BUKOHAHHS 3aBJIaHb;

O

HasiBHicTh peKOMeHaIil qJ1s1 BUUTEIS.

3. Icnye psim MOGINBHUX cepBiciB, OHJIAMH KOHCTPYKTOPIB TeCTiB, SIKi MO’KHA BUKOPUCTOBYBaTH
OIS CTBOPEHHsSI IUMPOBUX AUAAKTUYHUX irop y dopmi BikTopuH: Socrative, Quizizz, Triventy,
Plickers, Kahoot, Quizalize Ta in. Po3rnsHbTe 11i cepBicH Ta CTBOPITH BIKTOPUHY B OHOMY 3 HUX
(ksmac i Tema BiKTOpUHM Ha Ball BUOIp.

4. §Iki ocobmuBOCTI po6OTH 3 HUPPOBUMHU AUAAKTUYHUMH irpaMy Ha YPOKax MaTe€MaTHUKHU 3
MO>XHa BUOKPEMUTH?

OckinbKy 3HAaYHA YacTHHA MaTepiajly BUHOCUTBHCS Ha CaMOCTiMHe OIpalfoBaHHS, TO MOXKHA
IIPOIIOHYBAaTH BUPIllIeHHsI HaBYaJIbHO-MEeTOAUYHUX 33J1au Yy BUIJISAMI iHAUBIIyaJIbHOTO HayKOBOTO
nociimkeHHs. Ha eTamni 3aXuCTy TaKuX 3aBaHb Ba)KJIMBUM € JeTajibHe 0OrOBOpeHHs OTPUMAaHUX
pe3yJsbTaTiB 13 3ajydyeHHAM IHIIUX CTyHAeHTIB. lle 1o3Bossie mpoBecTH IPYHTOBHMUM aHai3
BUKOHAHOI poOOTH, OXapaKTepU3yBaTH HOLIJIBHICTh 3aCTOCYBaHHS THX UM IHIINX MeTOAUYHHUX
IIPUHOMIB, OITAaHYBaTH IHCTPYMEHTH 1151 epeKTUBHOTO 3aCTOCYBaHH I HUGPOBUX AUAAKTUYHUX irop
y HaBYaHHI MaTeMaTHKH.

BucHoBku. [ludpoBizaliis cycrninpcTBa BIIJIMBaE Ha Cy4acHY MOJIOb, IKa B yMOBaX HaIMiPHOTO
NOTOKY iHdopMallii 3 HeMOBIPHOIO IIiKaBicTIO cripuiiMae irpoBi dopmu HaBuaHHs. Lle 06ymoBIIOE
HeoOXiJHICTb BHMKOPUCTAaHHS LUQPPOBUX AUAAKTUYHUX irop B IpoIleci HaBUYaHHS MAaTEMaTHUKH.
dopmyBaHHS TOTOBHOCTI MaMOyTHIX Y4YWTeNiB MaTeMaTHKH MO0 3aCTOCYBaHHS IUPPOBUX
IUIAKTUYHUX irop MOJKe 3[[IMCHIOBAaTUCS PI3HMMHU LIIJITXaMHU, 30KpeMa depe3 MOJeJII0BaHHS IXHBOI
npodecifiHoi caMOOCBITHBOI HisbHOCTI. [lepCcreKTUBU MOMANBIINX AOCTIMKEeHb ybadyaemMo B
po3pobui MeToguuHOI cvcTeMu GOPMYBaHHSI FOTOBHOCTI MaHOYTHIX yUMTesiB MaTeMaTUKU [0

3aCTOCYBaHHA HI/I(l)pOBI/IX OIUIAKTHYHUX il"Op Ha ypOKax MaTeMaTHUKHU.
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