CEKIII: InHOBAIiiHI TeXHOJIOTT HABYaHHS B 3aKJIaJax OCBITH

OTxe, pe3yabTaTH AOCIKEHHS MIATBEPKYIOTh JOLUIBHICTh BUKOPHUCTAHHSA
irpoBux npoekTiB y cepeaouili MIT App Inventor ana gpopmyBaHHS alropUTMI4HOTO
MUCJICHHS IIKOJIApIB. Takwil MiAXiJ BiANOBITAE CYyYaCHUM BHMOTAaM OCBITH, CIpHUSE
PO3BUTKY KJIIOYOBUX KOMIETECHTHOCTEH Ta 3a0e3leuye MiArOTOBKY YYHIB JO YCIHIIIHOI
TISTTBHOCTI B YMOBaX IU(PPOBOT0 CyCHIBCTBA.
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[Mudposizaliiss OCBITHROTO MPOLIECY BIIAKpWIA MEpe]l YUUTEIIMHU 1HPOPMATHKU
IIMPOKI MOKIIMBOCTI ISl BUKOPUCTAHHS ITPOBUX TEXHOJOTIN y HaBuyaHHI. [lmaTtdopmu
Kahoot!, Quizizz, Scratch, Code.org, Classcraft Ta 6araTo 1HIIMX CTadu JOCTYNHUMH U
OE3KOIITOBHUMH 1HCTPYMEHTaMH, WIO0 aKTUBHO TMPOCYBalOTbCA B MEAArorivyHii
CHUIBLHOTI. Pa3oM 13 TUM 3pOCTaHHS MOMYJSPHOCTI rekmidikaili MOpOIKYyE HOBY
MeJaroriyny npooseMy: BIICYTHICTh YITKOTO PO3YMIHHSI TOTO, B SIKHX J103aX, Ha SKUX
eTanax ypoky Ta 3 KO JUJAKTUYHOIO METOIO Il IHCTPYMEHTH € IHCHO e(PeKTUBHUMH,
a He MPOCTO «IPUBAOTUBUMMY.

Oco06smBO rocTpo gaHa mpobiieMa Mmocrae y 5—6 kjmacax. Y4HI 1IbOTO BIKOBOTO
nianazony (10—12 pokiB) nepeOyBaOTh Ha MEX1 MK TOYATKOBOIO 1 0230BOIO IIKOJIOKO: 3
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OJTHOTO0 OOKYy, BOHH IIe 30€piraloTh MPUPOJIHY ITPOBY MOTHBAIIIIO, J0Ope pearyroTh Ha
3MarajbHUM €JIEMEHT 1 MBUAKO «BKJIIOYAIOTHCS» B IFpOBUi ¢opmart. 3 1HIIOrO — came B
IIbOMY BiIll 3aKJIaJAIOThCS OCHOBH QJITOPUTMIYHOTO MHUCJIEHHS, JIOTiKH, POOOTH 3
JaHUMH, 110 BUMAarae CHCTEMHOI, 30CEpeKeHOi mpali, a He JHIIe eMOLIHHOro
30ymKkeHHs Bl rpu. bamanc Mik MOTHBAIIE€I0 Ta HABYAIBHUM PE3YyJbTATOM Y LOMY
KOHTEKCTI € KJIIFOYOBUM METOJIMYHUM 3aBJIaHHSIM.

VY HaykoBil miTepaTypi reiimigikaiiio B OCBITI BU3HAYAIOTh K BUKOPHCTAHHS
ITPOBUX €JIEMEHTIB 1 MeXaHIK — OaiiB, pIBHIB, HAropoj, 3MaraHb, HapaTUBIB — y
HEIrpOBOMY HaBYAJILHOMY CEPEIOBUILI 3 METOIO MiIBULIICHHS] MOTHBALIIT Ta 3aJIy4€HOCTI
ydacHUKIB [2, c. 9]. IIpuHIMIIOBO BaXIMBO PO3PIZHATH BJAacHE TeiMidikallio
(momaBaHHSI ITPOBUX €JIEMEHTIB IO HABUYaJbHOTO IMIPOILIECY) Ta HaBYAJbHI IrpU
(cemiasibHO CTBOPEHI I'POBI CepeAOBHINA 3 BOY/IOBAHUM HaBUaJbHUM 3MICTOM). B 060x
BUMA/IKaX KIIOYOBUM € MEJaroridyHUi 3ayM Y4HUTENs, a He caM (akT BUKOPHUCTAHHS
«IrpOBOT0Y» IHCTPYMEHTY.

JlocmixkeHHsT B rajy3l OCBITHBOI TICHMXOJOTIi MiATBEPIKYIOTh, IO IrPOBI
€JIEMEHTH TIBHUINYIOTh BHYTPIIIHIO MOTUBAIII0 YYHIB, 3HIKYIOTh TPUBOXKHICTH Tepe
MTOMUJIKOIO 1 CIIPUSIIOTH OLIBININ TOTOBHOCTI mpoOyBatu HoBe [3, c. 3027]. IlpoTe mawi
e(eKTH € KOPOTKOCTPOKOBUMH W HECTIMKHMH, SKIIO TeWMi(iKalilis 3aCTOCOBYETHCS
Oe3cucreMHO. binbmie TOro, HaaMipHE 3axOIUIEHHS IrpOBUM (OPMATOM MOXKeE
COPUYMHUTUA TaK 3BaHUM «e(EeKT BUTICHEHHs»: 30BHIIIHSA BUHAropojga (Micus B
PEUTHHTY) MOCTYIOBO 3aMIHIOE€ BHYTPIIIHIM Mi3HABAJILHUN 1HTEpEC, 1 YUHI MOYUHAIOTH
MpaloBaTH 3apaju 0aiiB, a He 3apajy 3HaHb [4, c. 26].

Jlis  yHUKHEHHS 1bOro e(eKTy TMPUHIMIIOBE 3HAYEHHS Ma€ JI030BaHICTh
reiimidikamii. Buxoasun 3 anamizy meAaaroridyHoil JiTepaTypu, MOXHa CHOPMYITIOBaTH
TPU KIIOYOBI MNPHUHUMNU i1 METOJUYHO BHUBAXKEHOTO 3aCTOCYBaHHS Ha YpoOKax
iHbopMaTuKu y 5—6 Kitacax.

[lepmmii TPUHIMN — MIANOPSAKOBAHICTh AUJAKTUYHIA METI mepeadadae, o
irpoBUil eleMeHT Mae OyTH HE HAaropoJOI0 IICJIs BUBUEHHS TEeMH, a Oe3MocepeaHiM
iHCTpyMeHTOM 11 onanyBanHs. Hanpukiian, piBHi-ronoBosniomku B Lightbot a6o 3aBnanHs
B Code.org € opraniyHuM crnoco0om chopmMyBaTH TOHITTS AITOPUTMY 1 IIUKITY: TPaBEllb
HE «Tpa€ MICHs YPOKY», BIH JyMa€ alrOpUTMIUHO B mpoiieci rpu. HaToMmicTh BiKTOpHHA
Kahoot! 3 nuranusimu Ha temy «lIpuctpoi BBeICHHS/BUBEICHHS» — 11€ BXKE IHCTPYMEHT
3aKpIMUICHHS W TepeBipKd, a He QopMmMyBaHHS HOBOro 3HaHHSA. CIUTyTyBaHHS ITUX
byHKII 3HIKYE ePEeKTUBHICTh 000X (popmaTiB.

Jlpyruii TpUHIUI, TOB’S3aHUN 13 YaCOBUMH OOMEKEHHSMHU Ta Tmependaydae
ONTUMAJIbHY YacTKy ITPOBHUX €JIEMEHTIB Yy CTPYKTypi ypoky Ha piBHl 20-40%
HaBUYaJbHOTO dYacy. HailedekTUBHIIMMH € TpU TOYKH iX «BOYJOBYBaHHS»: €Tall
MOTHBAIlli Ha MOYATKy YpOKy (KOpPOTKHM IrpOBHMN BHUKJIMK, IO aKTHUBI3Y€ IHTEpEC IO
TEMH), €Taml 3aKpIIJICHHS MICs TMOSCHEHHS HOBOTO Martepiany (BIKTOpHMHA, KOMaHJHE
3aBAaHHs) Ta eram peduekcii HampukiHil (TBopye 3aBmaHHsS y Scratch, ne ydeHb
«30upae» 3acBOEHE B MiHIMalIbHUI MpOoeKT). [losicHEHHS HOBOTO MaTepiany IOLIIbHO
3aIuIIaTH 1o3a IirpoBUM (opmMaToM: BOHO BHMAarae€ 30CEpPEKEHOI yBarw, SKid
3MaraibHe 30yJKeHHS 3aBaXKae.

Hactynuuit npunnun, nqudepeHiiiioBaHa 3MaraibHICTh, epedadyae BpaxyBaHHs
1HAMBIYaJIbHOTO PIBHS MIJATOTOBKU YYHIB, /K€ MyOJIUHI PEUTHUHIYM Ha KIITAIT «XTO
HaWKpanmi» MOXYTh CYTTEBO IEMOTHBYBATH THX, XTO Ma€ HIDKYl pe3yJbTaTH 1
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PEryJIIPHO ONUHSIETHCS HANPHUKIHII TaOIuUIIl J1iaepiB. JlOCHIIKEHHS MOKa3y0Th, IO JJIS
CTIMKOI MOTHBAILIli Ba)XXJIMBIIIE BIAYYTTS BIACHOTO MPOrpecy, HiXk MepeBaru HaJl IHIUMU
[1, c. 120]. Tomy MeTOAMYHO JOUUIBHIIIUMU €: TIOPIBHSIHHS PE3yJIbTATIB YUHS 3 HOTO
BJACHUMH TIOTIEpEIHIMU TMOKa3HuKamu;, KomaHaHi ¢dopmatu (Quizizz Team Mode,
rpymnoBi mpoekTu B Scratch), e koxeH poOUTh NOCUIILHUN BHECOK; BapiaTUBHI 3aBJIaHHS
PI3HOT CKJIATHOCTI 3 OJIHAKOBOIO MaKCUMAJIbHOIO OLIIHKOIO.

Bubip KOHKpETHHX IHCTPYMEHTIB 1 MIaTdopM Mae BiIMOBIAATH AWIAKTHUHIN
¢byHk1ii, 30kpema st GOpMyBaHHS aNTOPUTMIYHOTO MUCJICHHS HAHOUIbII METOIUYHO
BunipaBaanumu € Code.org, Blockly ta Lightbot — ixHiii irpoBuii mporiec moOyaoBaHUM
HaBKOJIO camoi CyTi mpeamety. J{is moBTOpeHHs il cucTeMaru3aiii moHATh e(eKTHBHI
Kahoot! 1 Quizizz, sxi A03BOJSIOTh IIBHAKO W EMOIIMHO «OCBIKHUTH» 3aCBOCHHU
Marepian. Jljis po3BUTKY TBOPUYMX, MPOEKTHUX 1 KOMYHIKATUBHHUX KOMIETEHTHOCTEU
HEe3aMIHHUM 3alluIIaeThesl Scratch — cepenoBuile, 1€ y4€Hb € aBTOPOM, a HE JIMIIE
rpaBiem. lloeqHaHHS 1UMX I1HCTPYMEHTIB y MeXaxX OJHOrO0 YpOKy O0e3 4YITKOro
METOJAMYHOTO 33yMy BeJle 0 MEePEeBAHTAXKEHHS 1 pO3IMOPOILICHHS YBarH.

[efimipikariss € e(deKTUBHUM TEAAroriYHUM IHCTPYMEHTOM Ha  YpOKax
iHbopMmaTuKu y 5—6 Kiacax 3a yMOBH il JI030BaHOTO, METOAMYHO OOTPYHTOBAHOTO
BUKOpHUCTaHHsA. BoHa HE 3aMiHIOE SIKICHOTO HABYAJIBLHOTO 3MICTY ¥ HE € CaMOIIULIIO,
OJTHAK 3[1aTHA CYTTEBO MiJBULIUTH 3ayYEHICTh YYHIB Y HaBYAJbHHUI Ipolec — SKIIO
3aCTOCOBYETHCS IIJIECOPSIMOBAHO, Y BHU3HAYEHUX YaCOBUX MeXaX 1 3 ypaxyBaHHSIM
IHAUBIAYyaJbHUX BIIMIHHOCTEH MDK y4HSIMHU. JlOTpUMaHHS TpbhOX BHU3HAYCHHX
TNPUHIUIIB — MiAMOPSAKOBAHOCTI JTUAAKTAYHIA METi, YacoBOTO OOMEXKEHHS Ta
IuQepeHiioBaHoi 3MaralbHOCTI — J03BOJISIE YHUKHYTH TIEPETBOPEHHS YpPOKY Ha
po3Bary 0e3 3MiCTy 1 3a0€3MeYNTH HaBYAJIbHUI pe3ybTaT. [lepcrneKTHBHUM HampsSIMKOM
MOJAbIINX JAOCTIKEHb € PO3POOJICHHS KOHKPETHUX METOAMYHUX PEKOMEHAAIliN 010
CTPYKTYpH YpOKiB 1HQOpPMATHKU 3 eleMeHTamMH TeiMidikamii ans pi3HUX TeM
HaBYaJIbHOI TIporpamMu 5—6 KJaciB, a TakKoX po3poOka KpUTEpiiB OI[IHIOBAHHS
e(EKTUBHOCTI 3aCTOCOBYBAHUX IrPOBUX TEXHOJOTIH.
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