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UHmMepakmusHoe onepedicaioujee usyuenue memvl “‘Hucnosvle nocredosamenvHocmu’ ¢ UCHONb30BAHUEM
MeccenOdcepos  Ost  KommyHuxkayuu. I[lpuseden npumep ucciedo8amenbcko2o 00yueHus HA 00oMy ¢
ucnonvzosanuem UKT no meme “Ilpeobpazosanue epaguros dhynkyuii”’. Paccmompern komnaeKkcHblil n00xo0 K
opeanuzayuu cCMewanno2o obyuenus 6 wikone. OceeujeHbl OCHOBHbIE YueOHble OIOKU NIam@opmbl, KOMopble
noOaiomest K Kaxicoomy Ypoky: Packpvimel 6ozmodcHocmu u  npeumywecmea CMEUlaHHo20 00yYeHus
mamemamuke 6 wikone. [lokazano, umo maxoe odyuenue coz0aem Yciosus 05k pA3HO0OPA3Us OPSAHUIAYUOHHBLX
dopm obyuenus u yuema uHOUBUOYaIbHBIX 0cobenHocmel yuaupuxca. C noMowpro CMEUWanHo20 00yueHus y
WKONILHUKO8 (DOPMUPVIOMCST YMEHUsL 8bICIPAUBAMb C80I0 COOCMBEHHYI0 00PA308AMENbHYI0 MPACKMOPUIO U
NAGHUPOBAMb CE0€ BPEMSL, HABLIKU CAMOKOHMPOIS U CAMOKOPPEKYUU, NOBBIUACCS MOMUBAYUSL 8 OOVUEHUI.

Knrouesvie cnosa:. opeanuzayus — obOyuenuss  mamemamuxe, UHOUBUOYAIbHOe, — Onepexcaiouee,
9NIEKMPOHHOE, KOMOUHUposanHoe (cmewantoe) obyyeHue, WK, YHeHUKY U3 noKoenus Z.

Vasilyeva D. Organization of teaching mathematics to students from generation Z.

The need to use a variety of organizational forms of teaching mathematics in school to meet the interests
and needs of the younger generation is revealed in the article. A brief description of e-learning and its individual
types is given. Different approaches to the interpretation of the combined (mixed) learning are analyzed.
Interactive advanced study of the topic “Numerical sequences™ using instant messengers for communication is
described. An example of home study research using ICT on the topic ““Transformation of Function Graphs™ is
given.An integrated approach to the organization of blended learning at school based on the global innovative
online platform GIOS considered. The main educational blocks of the platform: an ““interactive” video, a
reference scheme, examples of solving typical tasks, tasks in the test form of a matching task, tasks for finding
errors, exercises for establishing the order of actions, tasks for entering the correct answer, a block of applied
tasks are highlighted. Each of these blocks is important for the student’s awareness of the educational material
and the formation of relevant mathematical and key competences.

The possibilities and benefits of blended learning math in school are revealed. It is shown that such
training creates conditions for a variety of organizational forms of training and consideration of the individual
characteristics of students. Schoolchildren form the ability to build their own educational trajectory and plan
their time, skills of self-control and self-correction, increased motivation in learning through blended learning.

Keywords: organization of teaching mathematics, individual, advancededucation, electroniceducation,
combined (mixed) education, school, students from the generation Z.
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3ACTOCYBAHHS KOHIIENIIII “GAME BASED LEARNING”
B OCBITHBOMY ITPOLECI

Cmamms npucesuena NUMAHHIO BUKOPUCIAHHA HABYATLHUX KOMN TOMEPHUX i20p Y 3aK1adax oceimu
Yrpainu. Pozensnymo ocnosni nonosxcenns xonyenyii Game Based Learning (GBL) — nasuanns, 3acnosanoeo na
epi — ma nepesazu “‘cepiioznux’ xKomn romeprux icop. Ilpoananizosano 3akopoOOHHUL 00C8IO BNPOBAOICEHHS
xonyenyii GBL 6 nasuanvruii npoyec 3axnadie oceimu pizHux Kpaix.

Posenanymo moowcnusocmi 3acmocysannsi konyenyii GBL 6 Vipaini. Busnaueno npobremmui acnexmu
BUKOPUCIANHST KOMN TOMEPHUX 120p SIK THCMpPYMEHmy J00cbKoi distbHocmi U 3acoby Hasyanus. OKpecneno
ULISIXU NOOATIbULOT MEeOPemUYHOL ma NPAKMUYHOL PO3POOKU 00CTIOHNCEHHS BUKOPUCHAHHS KOMN TOMEPHUX 120D Y
npoyeci HA8UAHHSL YUHIE MAMEMATNUKU.

Kmiouoei cnosa: game based learning, meopis izposozo nasuanms, komn tomepni i2pu, sideoicpu, SErious
game.
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3a KopoTKHil yac B YkpaiHi BinOynucs rinuboki Tpanchopmariii B pisHUX cepax KHUTTS, [Ki
3MIHWJIM IHTEPECH MiIPOCTAI0YOro MOKOJIiHHA. HUHI B yChOMY CBITI CIIOCTEPIraeThCsl 3aXOIICHHS
IiTell pi3HOTO BiKY KOMIT IOTEPHUMH irpaMH, 10 IMOCTYIIOBO CTa€ HOPMOIO CY4acHOTO CYCHIbCTBA.
Tak, y 2016 poui yacTka 10X0/iB Ha CBITOBOMY PUHKY BiJl KOMIT IOTEpHHX Bifeoirop ckiana 43591
MJIH. AonapiB. 3a mporHozamu, y 2021 poui neit mokasnuk Oyzne Ha piBHI 60130 muH. monapis
CIIA, a KimbKiCTh JIIOJEH Y BCbOMY CBiTi, IO PEryJISIpHO BUKOPUCTOBYBATUMYTH KOMII IOTEpPHI
irpu, y 2021 poui nepeBumuth 1,5 wmimbspaiB [11]. Takuii craH peueil MOPOJDKYe HHU3KY
CYNEepeuIMBUX 3alHuTaHb, MOB’SA3aHUX 13 PO3BUTKOM, HAaBYaHHSAM Ta BHUXOBAHHIM JITEH, 1
00YMOBIIIOE aKTYaJIbHICTh aHANI3y MPOOJIeMU BUKOPUCTAHHS KOMIT IOTEPHUX irop SIK IHCTPYMEHTY
JIO/ICBKOT NISUTBHOCTI i 3ac00y HaBUAHHS.

3a OCTaHHE JECATHIITTS HAYKOBII IUIAHOMIPHO TMOIIMPIOIOTH 1€I0 HEoOXiTHOCTI
BUKOPHUCTaHHS KOMIT'IOTEPHUX Irop 3 METOI HAaBYaHHSA Ta BUKJIAJaHHA. 3aKOPJOHHI BYEHI
IPOBOJIATh TIPYHTOBHI JOCHIDKEHHS BIUIMBY KOMIIIOTEPHHMX IrOop Ha TMpOIlEC HAaBYaHHS Y4YHIB
PI3HUX BIKOBUX I'PYIl PI3HOMAHITHUM IIKUIBHAM TpeIMEeTaM, 30Kpema it MateMatuki [5, 6, 8, 9, 10,
14]. bpasunbcbki gocmigaukud  Jk. M. FOnmanki ta H. E. YapOenp BOauaroTh MOTEHIIIAT
KOMII'IOTEPHUX BIZICOITOP y 3aCBOEHHI yYaCHHKaMH T'pU KOHLENTYaJbHOTO, TOBEIIHKOBOTO M
orepariiHoro 3MicTy HaBuaHHs [16].

[TutanHs Teopii W NPAaKTUKKU BIPOBAPKEHHS KOMITIOTEPHHX irop B YKpaiHi 94acTKOBO
posrisimamu H. Bynrakosa, 1. Houk, B. Motopin, 1. Cemuyk (opranizamis irpoBoi IisuIbHOCTI 3
KOMIT'FOTEPHOIO TMIATPUMKOI y JOUIKUIBHUX HaBUaIbHUX 3akianax); M. bykaros, H. Bariua,
K. Jlyk’sHenko Ta iH. (B 3araigpHoOCBiTHIN 1mikodi); C. ber3, H. Kupunenko, O. CemeHixiHa Ta iH.
(y 3aK1aax BHUIIOT OCBITH).

Opmnak B VYkpaiHi KOMII'IOTEpPHI BIJI€OIrpM B NpOIlECi HaBYaHHS MaTEMAaTUKU Y4YHIB
3araJIHOOCBITHBOT HIKOJM TOKM [0 BUKOPUCTOBYIOTHCS €MI30AMYHO, 0O TNPaKTHYHO HEMAaE
OOTpYHTOBaHUX TEXHOJIOT1M Y1 METOAMK iX 3aCTOCYBAHHSI.

Mera crarTi — TnpoaHAN3YBaTH 3aKOPAOHHHUHA JOCBiA 3aCTOCYBAaHHS KOMIT IOTEPHHUX
BiZIeOirop K 3aco0y HaBYaHHS, 30KpeMa MaTeMaTHKH, Ta OXapaKTepU3YBaTH MOJKJIHMBI HUIIXH
peanizanii konnenuii GBL (3acTocyBanHs Bifeoirop B ocBiTi) B YKpaiHi.

VY 1978 poui B CIIIA Oynau mpoBeneHi Hepuli JOCHIKEHHS BiIEOIrop sk 3aco0y PO3BHTKY 1
HaBuaHHsl. [1le B TO¥ yac BOHM BUSBWJIM MOTHBAIlIHUI e(DeKT 1 KOTHITUBHUIT OTEHITIaN Bineoirop [2].

Ha cyuacHoMy etami pO3BHTKY KOMIT'IOTEPHHUX IrOp MeXi MDK pO3BaKaJIbHUMHU Ta
HaBYAJBHUMM IrpaMH CTalOTh YMOBHUMH. ITpoBi MporpamMu 4acTo OpIEHTOBAHI Ha IMpaKTUYHE
3aCTOCYBaHHS B HABYAIbHO-OCBITHIX 3aco0ax. Takwii mimxim JIir B OCHOBY PO3BUTKY KOHIIEMIIii
Game Based Learning (GBL) — 3actocyBanHs Bineoirop B ocBiri. HaBuanns Ha ocHoBi rpu GBL €
METO/IOJIOTIEI0, sIKa BUKOPUCTOBYE MEPEBAru OCBITHBOTO MOTEHIIATY, 0 HaJaeThes “videogames”
(BimeoirpaMu) B3arajii Ta Tak 3BaHUMH “SErioUS games” 3okpeMa. AHTIIHCHKUIT TepMiH “Serious
game” (cepito3na rpa) ado “applied game” (mpukianHa rpa) BAKOPUCTOBYETHCS 10 irop, SIKi, OKpiM
PO3BaXaIbHOI, MAIOTh KOHKPETHY HaBuanbHy MeTy [12]. Jlami mix Tepminom “komm’toTepHa rpa”
Oyzaemo po3ymitu “serious games”.

JIOCTTHUKY CTBEP/LKYIOTh, 110 BIpoBapkeHHs KoHuenii GBL € edexTuBHIM, T BUKOpUCTAHHS
JIa€ TIOILTOBX TPEHYBAJIBHKUM IIpOLIEcaM 1 MiZBHUILYE piBeHb MOTHBAIIT HaB4aHH: [8, 10].

[ aprymenTu Ha nintpuMky GBL noB’si3aHi 3 pe3ynpTaTaMu eKCIepUMEHTAIbHUX JOCTIIKEHD,
SKI 3aCBITUYIOTh, 1110 3aCBOEHMI YYHSIMH 3a JIOOMOTOIO BiIEOIrOp Marepiai Kparie 3amnam’ STOBYEThCH,
BiH OUTBII CTPYKTYPOBAHUH i € MITHUM MIAIPYHTSM 151 3000YTTsI HOBUX 3HaHb [13].

JUis mpukiagy, iCIaHCPKUMH BYEHMMH IPOBOJMIIOCS JOCHIKEHHS IO BIPOBAHKEHHIO
npoekry “Game to Learn” (rpa, mo0 HaBYaTUCS) IS YYHIB ITOYaTKOBOT IIIKOJIM, METOIO SIKOTO OYJ10
HE JIMIIC CIIPUSIHHS BUKOpHCTaHHIO “Videogames” ta “Serious games” B HaBYaJIbHOMY MPOIIEC, a i
aHaji3 pe3y/ibTaTiB HAaBYANBHOI MiSUIBHOCTI yuHIB. Buutensm Oyno 3ampornoHoBaHo 3 Habopy
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BiJICOIrop, po3MilIeHOTO Ha BeO-caiiTi MiHicTepcTBa OCBITH, KYIbTYpHU Ta cnopTy Icmanii, a Takox
Ha IHIIUX BeO-caliTax MesKNMX BHJIABHUYUX KOMIIaHId YW HA calTax HEYPSJAOBHUX OpraHizailiit
(enredate.org, mo namexarr KOHICE®; chiltopia.com; vedoque.com; supersaber.com; Tomro)
oOpartu Ti, 110 MOB’si3aHI 3 BUBUYCHHSIM MaTeMaTHKH, icmaHchkoi MoBH, Environment knowledge
(3HaHHS PO HABKOJMIIHE cepeAoBuie). [Ticas BIAMOBITHOTO aHATI3y HAYKOBIII JIHIIIK BUCHOBKY
PO TO3UTHBHUI BIUIMB KOMIT'IOTEPHHMX IrOp Ha pIBEHb 3aCBOEHHS 3HAHb YUYHIB y JIOTIKO-
MaTeMaTUYHUX, HATYPATICTHYHHX Ta JIHTBICTUYHUX Tamy3sx [8].

3a konnenuiero GBL xomm’oTepHi HaBUANbHI ITPU MAIOTh TaKi epeBaru:

— 3aI[iKaBJIEHHS HABYAIBHUM IIPOIIECOM,

— IIOCTaHOBKa IJIEH;

— iIrpoBE OCBOEHHS MaTepiaiy;

— BUOIp piBHSI CKJIATHOCTI;

— IHTEpaKTUBHICTH 1 CUMYISIIHHUN eeKT;

— PO3BUTOK JPiOHOT MOTOPHKH,

— TPEHYBaHHS KOMILJICKCY )KUTTEBO BaYKIMBUX HaBUUOK [1].

Bigomuii aMepruKaHChKUI TICUXOMIHTBICT Ta €KCIEPT Y ray3i OCBITH 3 IOIIOMOTOIO Bileoirop
JUx. I1. JIxi mpaitoe HaJ po3poOKOI0 TEOPETUUHOI 0a3u Uil aKTHBHOTO 3aCTOCYBAHHS BiJ€oirop y
HaBYaJIbHOMY mporeci. OCHOBHI CBOi ifei Ta apryMeHTH Ha KOPUCTb HaBYaHHS 3 JOINOMOTOIO
Bizieoirop aBTop BuKiIaB y poboti “What Video Games Have to Teach Us About Learning and
Literacy” (Yomy Bineoirpu 34aTHi HABUMTH HAC B CEHCI OCBITH 1 rpaMoTHOCTI). Bin copmysroBas
Teopito irpoBoro HauanHs Gee’s Video Game Learning Theory, ska wmictuth Taki 0a30Bi
NPUHLIUIKA CTBOPEHHS HABYAIBHUX IrOp: aKTUBHHM KOHTPOJIb, IPUHIMII TU3aiHY, CEMIOTHYHHIM
NPUHLUI, MHCICHHS HAa METa-piBHI, MPUHIMI TICUXOJIOTTYHOTO MOpATOpiio, ceMioThyHa cdepa,
OPUHLMI TEPEJaHoOr0 3HAHHS, MNPUHLUUI CaMOOYTHOCTI, NPAaKTUYHUNA NPUHIMI, T[PUHLIUI
30UIBIIICHHS BKJQAy, NPUHIUI CaMOII3HAHHS, TPHHLMI JOCSITHEHHS, NPUHIMII TPUBAJIOTO
HaBYaHHS, IPUHIUIT PEKUMY KOMIIETCHTHOCTI [4].

PosrnsHyTi mpuHIMIN po3poOKK IrpoBHX mporpam 3a teopiero Gee’s Video Game Learning
Theory 3 ypaxyBanusMm ckianoBux koniemniii Game Based Learning monomararoth po3poOHHKaM
YiTKO YCBIJIOMJIFOBAaTH BHMOTH JI0 HAaBYAJbHUX KOMII IOTEPHUX MpoOrpaM Ta obupatu 3acobu ix
peaizarii.

Hes3Baxaroun Ha Te, 110 B 0araTboX KpaiHax BIPOBAPKEHHS KOMIT IOTEPHUX irop y HaBUaHHS
B)KE HEC BBO)KAEThCS IHHOBAILIEIO, B JIeIKuX KpaiHax CximHoi €Bporu Ta A3sii (Xopsaris, CioBeHis,
VYkpaina, TypeuurHa Ta iH.) 1€l TpPOLEC 3HAXOAUTHCS Ha CTaJii MOYATKOBOTO BIIPOBA/DKCHHS. A
MeJarory Ta HayKOBIli BUCIIOBIIIOIOTH TOOOIOBAHHS, 1110 TIOCTIiHE BUKOPUCTAHHS KOMIT FOTEPHUX irop
y HABYaHHI Y4YHIB, OCOOJIMBO MOJIOJIIOTO BIKY, MOX€ MPHU3BECTH A0 3HIDKEHHS pPIBHS 3HAHb,
YHUKHEHHS )KUBOTO CIIUIKYBaHHS IKOJISPIB OJIMH 3 OJJHAM Ta IHIIIMX HETaTUBHUX HACTIAKIB [5, 7, 9].

3 TOYKM 30py KOTHITUBHOI Teopii MOokHa cTBepuKyBaTH, o GBL wacro BkItOWae ckiagHi
HABYAJIbHI CEpPeOBHINA, B SKHUX TpPaBIl, OCOOIMBO HOBAYKH, MOXYTh OYTH TNEpEBaHTAKCHI
HAJMIPHOIO KUIBKICTIO HOBOI iH(oOpmamii. A 1e, Ha JyMKYy JAESKHUX BUEHHUX, HE 3aBXAU CIpPUSIE
e(eKTUBHOCTI HaB4YaHHs [14].

binein panni nocmimkenas GBL He po3rnsgany muTaHHS POJi BYUTENS B I KOHIEMIII, a
30cepeKyBaiucs Ha nopiBHsAHHI GBL 3 Tpagumiinumu Metonamu HaBuaHHs [6, 14]. OcranHim
4acoM BCe€ yacTille 3 SBIAI0ThCS MyOImiKanii 3aKOpAOHHUX aBTOPIB, B SAKUX MOPYIIYIOTHCS MUTAHHS
micus 1 podi nenarora B cepemouni GBL [12, 13].

VY OaratboX pO3BHHEHHX KpaiHax cBiTy, 30kpema CILIA, Benukobpuranii, Kanani, ctBopeHHs
HaBYAJBHOTO IrPOBOTO CO(PTY MIATPUMYEThCS Ha JepkaBHoMy piBHI. Tak, y BenmkxoOpuranii
IIOPIYHO BiAOYBAIOTHCS CaMITH, TPHUCBSYEHI BHBYEHHIO OCBITHIX MOXIIHUBOCTEH Bineoirop.
[TuTaHHsAMHU BOpPOBA/KEHHS BiICOIrOp B OCBITHIM mpouec TyT 3aiiMaeTbess bputancbke AreHTCTBO
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Ocsitu 1 Texuomoriii Becta (British Educational Communications and Technology Agency).
[Ipobnemu 3acTocyBaHHA BiA€OIrop y HaBYaHHI TakoXX oOrooproBanucs Ha JlicaOOHCBKIM
MikHapoaHii koH(pepeniii Great Lisbon International Conferenceon Games & Tel [2].

Perynsippo 3 2005 poky mpoxomsth KoHpepeHIii B ramysi reiim-ocBiru GLS (Games,
Learning and Society) i B CIIIA (VuiBepcutet Bickoncin-Memicon) [17].

Y 2009 poui y Hero-Mopky Gyna Bimkpura mepma y cBiri mxoma Quest to Learn, B sxiii
HaBYaHHS MOOyZOBaHe Ha Bimeoirpax. IIporpama 3akmany BimmoBigae cranmapram ocBitu CIIIA,
ajie BOHa NOOyA0BaHa 3a MPUHIIMIIOM BiIEOTPH, IO JIETKO “3aTArye” AiTei B mpoliec HaBYaHHSA. 3a
JIOTIOMOTOI0 HAaBUYAJIIBHUX KBECTIB Y4YHI 37400YyBalOTh 3HAHHS 1 NMEPEXOJATh Ha HOBUN pIBEHb.
[TpupoaHo, BUHUKAIOTH MIEBHI CYMHIBU IIOJO YCHIXYy Takoi METOIWKH, ajie¢ BOHA IlikaBa 1 BapTa
yBaru [3].

3 2013 poky 3a miaTpuMkHu LleHTpy IrpoBOi Haykd 1 TE€XHOJIOTIH npu BammHrTOHCHKOMY
yuisepcureti (Washington University’s Center for Game Science and the Technology Alliance)
opivyHO TpoBoAsThes 3MmaranHs Washington State Algebra Challenge, B sxux rpaBiii oHiaiiH
JEMOHCTPYIOTh Ha MIBUKICTh CBOI 3HaHHS 3 ajareOpu 3a jomnomoror goaatka DragonBox Algebra
12+App. Cratucruka npoekry 3a 2013 pik mokasana, 110 TpaBlli, sIKi pO3B’A3yBaJId PIBHSIHHS B Ipi
IIOHalMeHIIe miBTopu roauau, Ha 92,9% mnokparnyBaiu cBOi JOCATHEHHS, a y THUX, XTO rpas 45
XBWJIHH, pIBeHb Tporpecy ctanoBus 73,4% [15].

3acTocyBaHHS KOMIT IOTEPHHUX BiZ€OIrOp B MpOIECI HABYaHHS MATEMaTHUKU CTa€ BUMOTOIO
yacy. [Ipore B YkpaiHi komm’ioTepHa rpa me # Joci cupuiiMaeTbcsi OaraThbma Megaroramu sk
3aHSITTA JUIS BUILHOTO Yacy 6e3 0co0IMBOT HABYATBHOT IIHHOCTI.

Huni B VYkpaiHi BOpOBa/pKEHHS KOMIT'IOTEPHUX IrOp B NpOLleC HaBYaHHS, 30KpeMa M
MaTeMaTUKH, BUKJIMKa€e 0arato CynepewMmBUX MUTaHb, OB SI3aHUX 3 PI3HUMU acleKTaMu:

- BU3HAYCHHSIM [UICH, MICISl 1 MEX 3aCTOCYBaHHS KOMITIOTEPHUX Irop B HaBYAIBHO-
BUXOBHOMY IpOILIECH;

- MaTepiaibHO-TEXHIYHUM 3a0€3MEeUCHHSAM IIKLI, HAsABHICTIO (BiACYTHICTIO) 0a3u, MPUAATHOT
U1l BAKOPUCTAHHS PI3HUX KOMIT FOTEPHUX IrOp B MPOLIECi HABYAHHS,

- TOTOBHICTIO YYMTENIB, 30KpeMa MaTeMaTHKH, O METOAMYHO BHBAKEHOTO 3aCTOCYBaHHS
KOMII'IOTEpPHHUX Irop y Mpolieci HaBYaHHs, A0 YCBIIOMJIEHOTO BiIOOPY MPOTPaMHUX MPOIYKTIB;

- BIICYTHICTIO  HaJ@XHOTO METOJMYHOIO CYNPOBOAY B MPOLECI CHUCTEMAaTHYHOTO
3aCTOCYBAaHHS KOMII IOTEPHUX Irop, TOIIO.

Ha namy nymky, Ha caiiti MOH Ykpainu BapTo 3amponoHyBaTH MEpeiK PeKOMEHI0BaHUX
BIZICOIrOp 1 TpeHakepiB, sKi [OMYCKaeTbCs BUKOPUCTOBYBATH B TNpOIECi HaBUaHHS PIZHUX
NpeMeTiB, 30KpeMa MaTeMaTUKH, aJpke HHMHI ICHYe BeJIMKa KUIBKICTh MPOTPAMHUX HPOAYKTIB,
9acoM HESKICHHX, 1 BUMTEISM BaXKKO oOpatu onTuManbHui. llel cmmcok BHUMarae mocTiiHOTO
OHOBJICHHS, aJ[Ke iIrpoBa IHIYCTPist CTPIMKO PO3BUBAETHCS.

Icuye ii HarampHa motpeba y po3poOIll YITKUX mHependauyBaHHUX pPE3y/bTaTiB HaBYAHHS 3
BUKOPUCTAHHSIM KOMIT FOTEpHUX irop, sSKi O BiANOBiNATH CTaHIapTaM HAI[IOHATILHUX HaBYAILHUX
porpam.

Hapas3i € HeoOXigHICTh pO3pOOKH KypCiB IJIsi BAMTEINIB, SIKi JOMOMaraiu 6 OmaHyBaTl OCHOBU
koHnenuii GBL, 3naifioMunu 3 pisHUMH irpoBUMH iHTepdelicamu, 3abe3neuyBanu iH(opMaliero
CTOCOBHO NPHUHIHIIB 1 POIECiB HABYAHHS HA OCHOBI B1ACOIrOP.

BucnoBkmu. IlizcymMoBylouM BuUIleCKa3aHe, 3a3HAYMMO, LI0 KOMIT'IOTEPHI BiIE€OIrpH MalOTh
3HaYHUW BIUIMB Ha cy4yacHe cycminbetBo. [lpm mpomy konmenuiss GBL cnpsmoBana Ha
BUKOPHUCTaHHS PO3BAKAIBHOIO KOMIIOHEHTa TpU Ul TpeHyBaHHS 1 HaBuaHHS. Komm ioTepHi
BiJICOIrpy MarOTh MOTEHIIAN MOJOJAHHS 0araThboX OOMEXKEHb TPAIUIIMHOTO HaBuYaHHSI. BoHuU
MICTATh OUIBII CKIAAHI Ta PI3HOMAHITHI MiAXOIMW [0 HABYAIBLHOTO IMPOIECY, J03BOJISIOTH
BUKOPHUCTOBYBATH IHTE€PAKTUBHICTb, CIPUAIOTH CHIBPOOITHULTBY, MIATPUMYIOTh aKTHBHE
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HaBYaHHS, MalOTh BIUTMB HA KOTHITUBHY 1 MOTHBaLiiHY cdepu. [IpoTte iX 3acTocyBaHHS BUUTEIEM B
Ipoleci HaBYaHHS Y4HIB Ma€ OyTH CBIIOMHM 1 METOAMYHO BUBAKECHUM.

Cepen BEKTOPIB MOJANIBIIOT TECOPETUYHOI PO3POOKH BOAYAEMO MOCIIHKEHHS BHKOPHCTAHHS

KOMII'IOTEpPHUX Irop y (OopMyBaHHI MaTeMaTHUYHOI KOMIIETEHTHOCTI YYHIB Pi3HMX BIKOBHX TPy,
PO3po0IIi BIIMOBIIHOTO METOAMYHOTO 3a0€3MEeUCHHS 13 3aJTy4€HHS 3aKOPJIOHHOTO JIOCBIY.
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Boesooa A.JI., Ilyoosa C.C., MuxaiinenxoJl. @. Ilpumenenue xonyenyuu ‘“Game Based
Learning”e oopasosamensnom npoyecce

Annomayusi. Cmambsi nOCesujeHa BONpocy UCHOTL308AHUSL YUEOHbIX KOMNbIOMEPHLIX USP 6 V4eOHbIX
3aeedenusx Yxpaunvl. Paccmompenvi ocnosnvle nonoogicenusi konyenyuu Game Based Learning (GBL) -
obyuenue, OCHOBAHHOe Ha uzpe, — U npeumywecmsa “‘cepvesuvix’” KomnviomepHvix uep. llpoananusuposan
sapybedicHwiti onvim eueoperus konyenyuu GBL 6 yuebnwitl npoyecc 06pazoeamenbHuIX yUpescOeHUsX pasHbLx
cmpan. Buloenenvl 6azosvle npunyunst meopuu ueposozo obyuenus Gee’s Video Game Learning Theory,
Komopas Ovlia paspabomana amepuxarHckum yuenvim Jcerimcom Ionom  [orcu. Ilpoananuzuposanvt
npeuMyuecmsa UCnOIb308aHUs KOMUBIOMEPHBIX NPOSPAMM Y4eOHO20 HAHAYEHUS.

Paccmocmpeno  sos3mooicnocmu npumenenus konyenyuu GBL 6 Vikpaumne. Onpedenenvt npoonemmvie
ACNeKmbl UCNONIb308AHUS KOMNbIOMEPHBIX USP KAK UHCMPYMEHMA 4el08eYecKoll 0esimeIbHOCmU U Cpeocmsa
o0yuenusi. Onpedenenvl nymu OanvbHeuuel meopemudeckol U npakmuyeckou paspabomxil Uccie0o8anus no
UCNOMb308AHUTIO KOMIBIOMEPHBIX U 8 Npoyecce 00YUeHUsl yHauuxcs Mamemamuxe.

Kiouessie cnosa: game-based learning, meopus ueposozo obyuenus, komnviomepHvie uepol, 8UOCOUSpbL,
““serious games” (cepwesmule uepo).

Voievoda A. L., Pudova S. S, Mykhailenko L. F. Use of the concept of Game Based Learning in the
educational process.

The article is devoted to the issue of the use of educational computer games in educational institutions of
Ukraine. The main provisions of the Game-Based Learning (GBL) concept and the benefits of serious computer
games are considered. The foreign experience of implementation of the concept of GBL in the educational
institutions of different countries has analyzed.

The possibilities of using the concept of GBL in Ukraine are considered. Problematic aspects of using
computer games as a tool of human activity and means of training are determined. The ways of further theoretical
and practical development of the study of the use of computer games in the process of teaching mathematics
students are outlined.

Keywords: game-based learning, game learning theory, computer games, video games, serious games.
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MOBYJIOBA MMPAMOJITHIMHO TA IIJIOCKO PO3SMIIIIEHUX MHOKHWH,
TP BUBYEHHI METPUYHUX ITPOCTOPIB

Y cmammi pozensoaromocs nowsmms IPAMOMHINIHO20 MA NAOCKO20 PO3MIUEHHST MOYOK MEMPUYHO20
npocmopy. Lli nowamms po3zensoaromsvcs HA OCHOBI NOHAMMSA KYMA MidC mMpboOMa MOYKAMU MEMPUUHO20
npocmopy. Ilpu eusyenni MempuuHux NpPOCMOpI8 20A08HULL HAZONOC POOUMBCS HA NUMAHHS Mempu3ayii ma
NOGHOMU YUX NPOCMOpi6. Y nepesadichiil Oinbuiocmi niOPyUHUKIE MA NOCIOHUKIE NPAKMUYHO GIOCYMHI 3a0ayi,
WO PO3KPUBAIOMb 2e0MEMPUYHT GIACMUBOCE O0BLILHO20 MeMPUUHO20 npocmopy. Y oawiti pobomi 3pobnena
cnpoba yeecmu maki 3a0ayi 0Nl NOHAMb NPAMONIHIUHO20 MA HIOCKO20 POSMIWEHHS. MOYOK O008LIbHOO
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