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PO3POBKA HABYAJIBHUX BITEOIT'OP, 3ACHOBAHUX
HA AKTUBI3AIIIl HESIBHUX 3HAHb

Anomauisn. Pegontoyisi ¢ meopii ni3HaHHA 8 YMOBAX THHOPMAYINHO20 CYCRITbCMEA BUMAAE NEPEOYIHKU
3MiCmy 0Cimu ma aKmueizye NOULYKU HAUepeKmugHimux mMemoodié nooayi HABYAIbHO20 Mamepiany.
Poszenanymo ecevimigixayito npoyecy 3ac60€HHs OCHO8 eKOHOMIYHOI MamemMamuky OimbvMu OOWKITbHO2O
6IKY HA OCHOBI aKmueizayii IXHIX HesIGHUX 3HaAHb (IHmMYiyil, ocsasHHsA, 3002a00k). Pospobneno UML-
Oiaepamu epu «Illokoradna mamemamuxa» 3 ypaxyeauuam ckomobinosanux modenei MDA (Mechanics,
Dynamics and Aesthetics) i DPE (Design, Play and Experience) 3 memoio cmeopenns gioeocpu O0jis
Android-npucmpois. 3’sacosano, wo 3anyueHHsi HeAGHUX 3HAHD
IHCMpYMEHmoM Yy Npoyeci RpOcPAMYBAHHs 120D, SKI O0ONOMA2AIOMb PO3GUHYMU KOMNEmeHyil, wo
00NOMOICYMb JIOOUHT a0anmy8amucsi 00 WEUOKUX 3MIH Cb0200eHHs. 3anponoHosana Mooeib 2epu
NPUCKOpUmMbd npoyec adanmayii 3a paxyHoK nioeuujeHHs inmepaxmuernocmi yepes uxopucmanusa Android-
cmapmeonis.

€ epexmusHuM OONOMINCHUM

Kniouosi cnosa: GamePlay; nasuanvmi eideoizpu; menedryncmenm 3HAHL; HEABHI 3HAHHA; MOOEb
2eiimoeselonmMenmy; 2eumiikanis Haguanns

Beryn

B ymoBax crpimkoi po30ynoBu iHpoOpMariiHOTO
CYCIIJILCTBA, TIEPEOIIHKA CYTHOCTI 3HaHb, BiIOYBAETHCS
mI00abHE TIEPEOCMUCIICHHST 3MICTYy HaBYaHHA Ta
MIPU3HAYCHHS OCBITH sIK Takoi. BoHa TpanchopMyeThest
BINMOBIAHO a0 BUMOT iHpopmMaru3amii (TI00aIbHOT
KOMIT IOTepH3aIllii, MeaiaTu3aiii Ta iHTeleKTyalizamii),
3pocTar4oi JUHAMIKH COLIIOKYJIBTYPHUX Ta
€KOHOMIYHHX 3MiH, HOBOTO PHHKY Ipalli Ta BAHUKHCHHS
HOBHX 3aTpeOyBaHUX KOMITETEHITi i MaOyTHIX (haxiBIliB,
iHHOBallifHMX  IardpopM  peami3amil  JFOJACHKUX
LIHHOCTEH B pealbHOMY Ta BIPTYaJbHOMY >KHTTI,

HOBITHIX  TIapagurM  yhpaBIiHHA Ta  1€0JIOTiH
MEHEDKMEHTY. B 1MX yMoBax 3HaHHS SK 00 €KT
HABYAHHS  CIPUIMAETBCS, K  «IIBUIKOICYBHUI
NPOAYKT», & OCBiTa — SIK «IUTAMIYBaHHS JIIOJCH,

MPUIATHUAX /IS BWO)KMBAaHHS y CHCTEMI, SIKa ITOMpE
panime, HiXX BOHH cami» [1]. Bce me npusBoauTh 10

HEOOXiHOCTI ~ IIOIIYKy HOBUX SKOpIB Yy  Mopi
HECTAOIBHOTO 3HAHHS, IO IIBHIKO 3MIHIOETHCS,
OHOBIIIOETBCSI, NEPEOCMHCIIOETECS,  PO3LIUPIOETHCS,

nepesepraerecst  (Flipped Learning), uacto namae
KJIACUYHY JIOTIiKY Ta M030yBa€ThCS BUMOT 00’ €EKTUBHOCTI
[2].

Sk BiAmOBigb, HOY-Xxay MeHekMeHTy (Knowledge
Management) TNpONIOHYETHCS AKTHBHE BUKOPHCTAHHS

HESBHUX 3HAaHb JJI1 BUPINIECHHS 3aBIaHb Oi3HECY.
I. Honaka Ta I'. Takeydi B cBoiii kum3i «KommaHis —
CTBOpIOBAY 3HaHHs» nuinyTh: «CtBopeHHs HoBoro
3HaHHA HE OOMEXY€EThCS MEXaHIYHOI TepepoOKOI0
o0'ektuBHOI iHpopMartii. [IIBuaIIE BOHO 3aJICKUTH Bil
MPUXOBAaHUX MOTJISAIB, BIAYYTTIB I HESCHHUX 370TaJ0K
KO’KHOTO CHiBpOoOiTHUKA» [3].

Tak camMm0 Ha BHMOTY IIJITOTOBKA MaHOyTHIX
¢daxiBuiB s OizHecy Oyja HammcaHa ClIaBHO3BiCHA
KHUra OJHOIO i3 3aCHOBHHKIB KoMmmaHii Sony Macapy
I6yka «Ilicms TppoX yXe Mi3HO», B SKIH OCHOBHHI
aKIeHT pOoOWThCS Ha irpoBHX (hopmax HaJIaHHS JAUTHHI
HOBOrO J0cBixy oTpuMaHHs iHdopmauii [4]. Tox Ha
NepIInii UIaH Y CMHUCIOBOMY HOJI «3HAHHS» BUXOISThH
«TOCBiI» Ta «KpeaTHUB», IO € NEHTPATHLHUMH B 17€0JI0Ti1
reiimicpikanii [S]. Bigomuit TeopeTwk redmidikarii
napuanus J[xxerimc IToxa I'i nume: «Bce, 110 My BBaXkaau
BOKJIMBUM i1 (QYHKIIH MO3Ky, Tepm 3a Bce,
JTOTPUMAHHS TPABUJI JIOTIKH, OOYUCIICHHS — HE € Terep
Ba)XJIMBUM. BinOymnacst peBoiowis B Teopii Mi3HaHHS i
HOBA TEOPis MPHUITYCKAE, IO JIFOIN BUATHCS Yepe3 JOCBII.
Ham Mo30k Mosxe 30epirate mam'siTb Mpo Bce, IO MU
MIEPEKMITH, 1 caMe e y’KE CHIILHO BIUIMBAE HA MPOIEC
HaBYaHHS. SIKIIO CigyBaTW Wil JIOTIM, Ka)Xe BiH, TO
HaWKpaImii crocid HaBYaHHS — 1€ CTBOPUTH YMOBH IS
OTpPHMaHHS XOPOILOTo J0CBiay» [6].
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V crarri [7] 3anponoHoBaHO MiAXix 10 BUZHAYCHHS
3MICTY MaTeMaTHYHOI OCBITH 1 MaTeMaTUYHOTO
PO3BUTKY, B OCHOBY SKOrO IOKJQJICHA JIOTiKa
CTaHOBJICHHS MAaTEMaTHYHOrO 3HAaHHSI B (iJoreHesi i
BIIMTOBIHWI PO3BHUTOK IMi3HABAIHPHUX MEXaHi3MiB HOTO

OCBOEHHSA.  3MICTOM  MaTeMaTHYHOTO  PO3BHUTKY
JOWIKUIBHUKIB ~ aBTOPH  HA3WBAKOTh  Pi3HI  BHIU
MaTEMaTHIHOTO MHCJIEHHS, SKi  3a0e3MedyroTh

OTIaHYBaHHS PI3HOMaHITHUX MaTeMaTHYHUX BiTHOCHH, i
MpoIeC IXHBOTO SKICHOTO MEPEXOy 3 OJHOTO THITY Ha
IHIIWHA. ABTOpH TakoX XapaKTepU3YIOTh Ii3HABaJIbHI
piBHI, Ha SIKUX Ma€ 3IIMCHIOBATHCS] MAaTeMAaTHIHA OCBiTa
MOWIKUTBHAT. Bce 1le  3yMOBJIIOE  aKTYyalbHICTh
JIOCHIJDKEHHST irop, 3acHOBaHMX Ha (opmanizauii Ta
aKTHBi3allii HEsABHMX abo0 He(opMalli3oBaHUX 3HaHb
(Hampukiaa, OCSASHHA, 1HTYIIsA, JOCBiM Ha piBHI
MiZICBIIOMOCTI, BiT4yTTs, OKOMip, MOJEI CIPHUAHATTS
nmiicHOocTi 1 iHTepmpeTamii  (akTiB, TOBEIIHKOBI
napajurMu, BUpOOHWY1 HABUYKH, YMiHHS CITIIKYBaTHCS,
CEKPETH MaCTEPHOCTI, BPAXKCHHS, acOIliallii, HABUYKH 1
HaBITh JKHUTTEBA MYJIPICTh), a TaKOXK JOIUIBHICTB
PO3POOKH ANTOPUTMY TeHMIEBEIIOTIMEHTA TAKHUX irop SIK
MPOTPaMHY OCHOBY CTBOPCHHS BiJCO-TOJATKIB IS
aHApoig-npuctpoiB. OCHOBOIWO [UIT PO3pPOOKU  OyIo
o0paHo HaykoBul 10poOok M. Apecra [7] Ta #ioro inero
rpu «Illokonagna MaTemaThka» [8].

Merta cratTi

Meta poboTu — reimidikaris mporecy akTHUBI3aril
HCSIBHAX MaTCMaTHYHHUX 3HAHb HA MPUKIAJl HACTIITHHOT
rpu M. Apecra «IllokosagHa MaTeMaTHKa».

BuxkJiag ocHOBHOro Mmartepiany
IIpoexTyBaHHS HABYAJIbHOI I'PH

MeTo10JI0TiYHOI0 OCHOBOIO pO3pOOKHU
reMJICBEJIONMEHTa HABYAIBHUX IrOp 3 HESIBHUMH
sHaHHsAMH € Moueinb MDA (Mechanics, Dynamics and
Aesthetics) [9] mokazana Ha puc. 1.

MoaensreiimaeBenonmMenta MDA

game development — pospobixa ma posfumox zpu

] MEXAHIKA| |AHHAMIKA| | ECTETHKA ]
o
'II nmpaBW/ia| (cHCTeMa| |posBara 'I'
Iu3aitnep) [paBeln
> Mexanika > JluHaMiKa- > Ecrernka -

-HpaBHJA  Opomecrpui  Oaxami
imomarTa, irpoma EMOMIHE]
KOPOTKHH  «cecis» - pearmil,

. BHKJIHKAaHI1
aAropuT™ noBeiHKa irpoRoto
irpororo TPH AK IHHAMIKOIO0
mpomecy. CHCTeMH. (fun).

Pucynok 1 — Mooens cetimoegenonmenma MDA
3a R. Hunicke, M. LeBlanc, R. Zubec

YV KOHTEKCTI HABYaHHS BOKJIMBOIO TAKOX € MOJICIb
DPE (Design, Play and Experience) [10]. s monens

MOKa3ye HE JIMIIEC alTOPUTM CTBOPEHHS Bimeorpw, a i
MOBEAIHKY CHCTEMH TPH SK TBHIOTOpa, ii HaBYAIBHUN
BILIMB HA Y4HA-TpaBLs (puc. 2).

MOJEJIb DPE (DESIGN/PLAY / EXPERIENCE)

‘ JM3AIH|- TPA |- TOCBI] '
AH3AHHEP
TPABEIb
PO3MOBIIE | - Ictopin TcTopis / Tctopia
“"| nm3aiimepa po3moBiTL rpasus
TEAMILTEH |
| MEXAHIKA | JHHAMIKA BILINB
JOBLI . | Koprerypamexwii | IaTepaxTaenicts | Biaemogia
KOpHCTYVEa4a v . e
inTep deiic
TEXHOJOI'TA

Pucyrnok 2 — MooenwsDPE by Brian Winn, inspired by
Robin Hunicke & Mark LeBlanc’s MDA Feamework

I'pa «Iloxomagna MaTematuka» M. Apecta
MpU3HAYeHA JJI JIiTeH JOMIKIIBHOTO Ta MOJIOJIIOTO
IIKITPHOTO BiKy; MeTa TpH — HaBYaHHS TaOJUIli
MHOXEHHA 3 |1 mo 9. B OCHOBY TIpu HOKIaJACHO
E€KOHOMIYHY MaTeMaTHKY — OI[IHKa Ta OKYIIKa YaCTOYOK
mokonany. JJuTrHHa 03HAHOMITIOETHCS 3 YMOBHOIO MipOIO
— OJIHIEIO YACTKOIO IIOKOJAY, IO KOIITYE OJHY MOHETY.
Jani qutvHA Mae Ha IHTYITHBHOMY PiBHI 370TajgaTwucs,
CKUTbKH 9aCTOYOK MIOKOJIAAY MiCTUTELCS Y TIPOMTOHOBaHI I
OUTiH T - mokosiaxy. TakuMm YHHOM, JWTHHA
PO3BHBA€E OKOMIp, 3aCBOIOE MIPUHIIHIT JiICHHS (YaCTHHH-
11iJIe), OMTAHOBYE PO3PSIAHICTD YKCEN (OJUHHII, TECATKH).
I'pa Mae HaBYATLHUH Ta KOHTPOTIOIOUYHIA PEXXUMH, PiBHI
CKJIaJTHOCTI 3JIC)KHO BiJl 3aCBOEHHS TAOJIUIIl MHOXKCHHS.

Oco0bauBicTiI0O npouecy reiMigikauii HaBYaIbHOT
TPU €, Ha Haml TOTJIA, IMOTpeba y TPUCKITUIUBIN
po3pob1i eTanHoCTi («KPOK 32 KPOKOM») OAa4i HOBOTO
HABYAJIBHOTO MaTepiady Ta #oro OalaHCyBaHHS 3
E€MOIIIMHUM CHPHUUAHATTSAM Ta iHTYiITHBHHM 3aCBOEHHSIM
YYHAMHU-TpaBIsAMHU. Tak, Ha MEpPIIOMY eTali JOCTaTHbO
MOKa3aTH HAMWMPOCTIIII YAaCTKU MIOKOJAAy Ta iXHIO
rpomuoBy BapTictb. OHAK y Mipy YCKIIaIHCHHS 3aBJIaHb
MHOXXEHHS  JIOUIJIBHO  MiAKIIOYAaTH  HApaTOJIOTiuHi
CJIEMEHTH, SKi O HIBEIIOBAIM BIAYYTTS CKJIATHOCTI
3aBJlaHHS Ta OJHOTHITHOCTI BUKOHAHUX Jid. 30araucHHs
Ta YCKJIQAHEHHS irpOBOTO CBITY 3a0€31euye 3aHyPEeHHS y
TPy, MOTHBAIIIIO TpaBIs 10 ii MPOBOPKEHHS, CTBOPIOE
HeoOXimHMHW Ui Tpu HacTpii (dan). VY pasi
«IIlokomamHoi MaTeMaTuk» M. ApecTa BapTo JOJaTH B
ITPOBUI CBIT MOTHMBH TIOJOPOXKi (SIK MPOTpec TPaBIlsl Y
rpi), 3MaraHHs, sfory-JoKauid (HaNpHKIa] «PUHKH
cBiTy»: Aropa [laBuboi I'peuii, I'pann bazap y CramOyni,
Kamnen y Jlounoni, Xan-enb-Xamim y Kaipi, bokepis y
Bapcenoni Tomo; abo icTOpis CTBOPEHHS BJacHeE
mokonany). Omxke, rTpa 30aradyerbcs HE JIHIIC
Bi3yaJlbHUMH €JICMEHTaMHM, a ¥ pO3IIUPIOE MpeIMETHE
rmoJie JUIsl HaBYaHHS (Pi3HI HAIIOHAJBHI MIpH Baru Ta
I'POLIOBI OJJMHMUIII, iICTOPIs Ta 3BMYai pi3HUX KpaiH TOILO).
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Iloegnannst Moxenei

MDA

ta DPE nae
MOXKJTUBICTh KOMILUIEKCHO MPOAHAaTi3yBaTH TeHMIN3aiiH
rpu «lllokonamHa MmaremMaTuka», KOJIHM Ha KOXXHOMY
nepeTuHi rpadiB Ta PSIKIB BUABISIOTHCS HOBI acleKTH
reMIICBETIONIMEHTY Y B3a€MO3B’S3KaX MEXaHIKH Ta

edexr.

icTopii gu3aiiHepa, TMHAMIKH Ta CHCTEMHU T'PH, ECTCTHKH

Tox reiiMaeBenOMIEHT 1€l
MIPECTaBICHAN Y TaOIHII.

IPH MOXKE

Tabnuys — I'eitmoesenonmenm zpu «Illloxkonaona mamemamuxa»

BU3HAYAIOTh OCHOBHI Ail, sKi
rpaBelb MOXE 3aCTOCYBAaTH B
rpi [11]:

IIOKOJIAAY Ta CIiBBIHECTH 3
KiJIbKICTIO TPOLICH.
Mera — CKJIACTH Wiy IUIUTKY

DPE-moaenn
MDA-Mmonens Po3smosigs HesBHai 3HaHHa / 1OCBIX
KOpHCTyBa4a
MEXAHIKA ICTOPIA HH3AﬁHEPA —  BIAYYTTS KUTBKOCTI;
Kommonentn Game-mipaBuir — IMomaerncs JaCTHHKA —  OKoOMIp;
MpaBWja, MO BH3HAYAIOTH LIOKOJIAAY SIK MipHa OJIUHHUIIS. — IHTYITHBHE OLIIHIOBaHHS;
Mmerty rpu [11]: ITomaeTrscs IUTATKA — MHUTTEBE CIIPUMAHSTTS
«[ToromxyBaTH- IIOKOJIAAY, IO JAOPIBHIOE | KiJIBKiICHO-BapTiCHUX
criBBigHOCHTH» (Match). mwiomuHow 1x1 no nx1, XapaKTEPUCTHK;
Komnonentu Play-npaBun — [MToTpiGHO BrajaTH CKiIBKH B — oOpieHTamis Ta  OIIHKA
MpaBWwiia  MaHIMyJAil, Mo Hil MipHUX YACTHUHOK | TUIOIIVH

MaHIITyJIFOBaHHS;
— Bukiuk (Challenge)

po3MoIiTy [IOKOJIaIHUX
IUIUTOK, Tpa y Mara3uH abo
«UIOKOJIATHY (habpuky».

BwminHs poOUTH TIOKYTIKH

«O6patu» (Select), IIOKOJIAY, 3aCTOCOBYIOUHU
«Kepysaru» (Manage) ONTUMAJbHI TPOLIOB] OAUHHUII
JUHAMIKA CUCTEMA I'PU —  BIAUYTTS Pi3HUX BiJpI3KiB
— 4Yac — irpoBa cecid Jep’sitb  piBHIB — Tabmumi | 4acy (BHMXOBaHHSA Taim
oOMeXeHa yacoM — 7 XB.; MHOXeHHS Big 1 10 9. MEHEDKMEHTY);
— KUIBKICTH XOJIB Ta 4ac 1 piBeHb: — BMIHHA IHTYITHBHO
00OMeKEHUIT; »<t | I'opuzonrambhi IUINTKH, | oOparn HaHONTUMAJIbHIIINI
— IHTEpaKTUBHICTb Ta LIT;"] wromuHow Big 1x1 go 9x1. LUISAX BUPIMICHHS 3aBIaHHS
B3a€EMOIIS: TTOMHMJIKA E Bigmosigae TPOIIOBHM
MOBEpPTa€ JI0 HABYAIHHOTO ’E oauHUIAM Bif 1 10 9.
PpiBHS; ~ | 2 piBeHs:
— cratAacThka Oams: 1 IUTMTKY, TUIOIMWHOK Big 1X2;
MpaBWJIbHA BiqnoBiab — 1 6am; 2x2, 3x2... mo 9x2.
KOMITIEKC MPAaBUIBHUX Binmnosizae rpomoBuM cymam
BINOBIZeH, IO 3a0IAIKyE Bix 4 o 18 — BHBYEHHA
yac — 2 6amn po3psaiB OIMHUIIH Ta
JIECATKIB.
3 piBeHB:
BeprukanbHi IUTUTKH,
IJIOMIUHOO Bix 1x3 mo 9x3
ECTETHUKA ICTOPIA I'PABIIA — Hacomona
— BimuytTs (Sensation) — VomroOieHi IUTsYi CONONONIi | PO3rajKu/BrayBaHHS.
IIOKOJIAJ Ta TPOIIi K 00’ €KTH (1roxosaj), MOBCAKAEHHI il — Pagicts MPEAMETHOTO

MaHimymoBaHHs (Tpa SIK Taka,
«nepeOupaHHs Oicepom»).
— Torpeba uinicHocri (K y

Terpici abo kara 3aKiHUEHHS
MenofifHoi ppasmn).
— Kara IepemMory,

MIPURHATTS BUKIHKY

Ta icTopii rpaBus. Koxkna 3 HuX popmye y KopucTyBada
(Y4HS-TpaBIs) CBOEPIAHMNA TOCBI, IO Ma€ HaBYAILHUH

Oyrn
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IIpoekTyBaHHSI IPOrPaMHOT0 3a0e3Ne4YeHHs] TPH

3rigHO 3 eTamaMu  PO3pOOKH  MPOTPAMHOTO
3a0e3neucHHs NPEACTABICHUN MPOEKT TPU HEOOXIITHO
neperBoputu y crenudikanii onucy Ha ocHoBi UML-
nmiarpam  [12]. OcoGmusictio UML € wiHiMi3amis
rpadigHUX HOTAIiH, SKi MalOTh 3a0€3MEYNTH B3aEMO/III0
MiX 3aMOBHHKOM-KOPHCTYBa4eM Ta PO3POOHUKOM OY/Tb-
sikoi cuctemu. st cnenmdikariii KOMIT IOTEPHOI TpH

HacamIepen BUKOPUCTOBYETHCS UML-niarpama
MPELEACHTIB SIK MOXJIMBOCTEH MOJEIHOBAHOI CHCTEMH
(wacTmHa 10 (QYHKIIOHANBHOCTI), 3aBISKU  SKid

KOPHCTYBa4 MOXE OTPHMAaTH KOHKPETHHH, BUMIpHUI
oMy pe3ynbTar.

Ha puc. 3 mpencraBieHO ONMUC MPOCKTY TPU Ha
ocHOBi  UML-niarpamu  mpeneneHTiB.  Jliarpama
BUKOPUCTOBYe TpadiuHi HOTamii axropa (TpaBels,
CHCTEMA) Y BULIISAJ CTHIII30BAHOT JIFOJJUHH, TIPCIICICHTIB
Y BUIIIII OBajiB Ta 3B’S3KiB MK HAMH, SIK MOXKIJIMBHX
BapiaHTIB BUKOPUCTAaHHS TMPEIEACHTIB aKTOpaMu 3
ypaxyBaHHSIM TIpaBWI TpU. Y aKTOpa-CUCTEMH BCi Iii
MOBHHHI 3a0e3MeYyBaTH MPOIEC TPHU: 3aIPOIOHYBATH
IUTUTKY IIOKOJATy, 3MIHUTH PEKUM T'PH Ta IiIBUIIUTH
piBeHb Tpu. Y TOH 4Yac, SIK y axkTopa-rpaBus BCi il
3a0e3MeUyr0Th JOCSATHEHHS HOr0 METH — YCIHIIIHO
OTPUMATH IUTUTKY [IOKOJIQAy: TWPaBWIBHO BHOpaTH
KYIKY MOHET, KyIUTH IUTUTKY [IOKOJIAAy 32 MOHETH.

3anpornoHyBaTH

IUINTKY IOKOJIaay

Bubpatu kynky
MOHET

Kynutu mintky
LIOKOJIATY

I'paenn Cucrema

3MIiHUTH PEKHUM TPH

[liaBuIUTH piBEHb

rpu

Pucynok 3 — Onuc npoexmy epu
na ocrnogi UML-0iazpamu npeyedenmie

Ha puc. 4 npencraBieHO OIMC NPOEKTY T'pH Ha
ocHoBi UML-niarpamMu KOHLENTyanbHUX Kiacis. L{s rpa
MOJEINIOE CTaTHKY CHCTeMH 3 ypaxyBaHHSAM JeTayei
CTPYKTYp KJIaciB i B3a€MHH MDX KilacaMH. Taka MoBa
MOJICTIFOBaHHS HaWOIIbII NpWAaTHA Ui CTBOPEHHS
irpoBoro  cBiry:  lepapxii cmi1  Ta  TepoiB,
B3a€EMOBITHOCHHH MK eJIeMEeHTaMHU rpu
(TpaH3UTHBHICTH Ta HETPAH3UTHUBHICTH I'PH), CTBOPECHHS
irpoBUX KiaHiB (POJXMH, I'PyI, irpOBUX pOJICH) TOIIO.

Taki miarpamMu NalOTh MOXIJIMBICTH CKOPOTHTH 4Yac Ha
MIOITYK MOAIOHMX Ta CIOPiAHEHNX 00’ €KTiB a00 00’ €KTiB
3a ICBHUMU O3HaKaMU (aTpuOyTamu).

I'pasenb
BHOpaTH KYTIHTH
Kynka moHer IlnuTka
Pexxum rpu
3o0paxeHHs TTaBTanciniy 3o0paskeHHst
KOHTpONbLHWIA
| 1
1..10 [T 1..81
Mouera P YacruHka
1.9 —
3o6pazkeHHA 3obpanenHs

Pucynok 4 — Onuc npoexmy epu
na ocnogi UML-0iazpamu konyenmyansHux Kiacie

Tox miarpama pgae  BiIMoBiAb
CaMOBHM3HAYEHHS IrPOBUX NIEPCOHAXKIB, CAMHX I'PABLIB Ta
OKpEMO KOXKHOT'O irpoBOro o0’€KTa B irpoBOMY CBITi, B
Tolt vac sk UML-nmiarpaMa TIpEIeieHTiB  MOJIEIIOE
IUHAMIKY CHCTEMH Ha TJI00aTbHOMY piBHI 11 B3a€MUH 3
KOpHUCTyBa4yeM-TI'paBlIEM.

Ha TINTaHHA

IIpencraBneni Jiarpamu OTIHCYIOTh Ha
KOHIIETITyaJbHOMY piBHI (PYHKI[IOHANBHI BHMOTH [0
KOMIT  FOTepHOT MIporpamH. Baxnusoro HE
(YHKIIOHATPHOID BHMOIOK € Omuc  iHTepdeiicy

B3a€MOJIii KOPHCTyBada 3 MPOTPaMoI0. 3 ypaxyBaHHIM
MoxBocTel  Android-mpucTpoiB  Oysn0  CTBOpPEHO
NPOTOTHUI eKpaHHOI popmu rpu (puc. 5).

PiBeHb - nepiuni [Pemmm - HaBYanbHUK
3anponoHoBaHa nnuTKa wokonagy | banu

Pucynox 5 —. Onuc expannoi popmu npomomuny
Komn 1omepHoi epu
IIpu npoekryBanHi rpadiuHoi Gopmu iHTepdhehcy
KOPHCTYBa4a BHUKOHYETHCS MEPEHECEHHS y BIIMOBiIHI
Micusl eKpaHy Ha3B NpEIEJCHTIB Ta Ha3Ba KJaciB 3
ypaxyBaHHSM MPaBHJ €ProHOMIKH JIFOJMHO-MAIIMHHOL
B3a€EMOII.
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KoHcTpyloBaHHA KOMII’I0TePHOI rpH

Posrnsmaroun 3aco0M TNpEACTaBICHHS HESBHUX
3HaTh, HEOOXIAHO 3raJaTd CIOCi0  Bi3yaJbHOTrO
NpOorpaMyBaHHs, OPIEHTOBaHWI Ha OJOKH, KOJM JUIs
CTBOPEHHS IpOrpaM KOPHCTYyBad IIOBHHCH JIMILE
nepeminiati rpadiyni 010k 6e3 HabOpy TEKCTIB, 3a
BUHITKOM CTBOPEHHsI 3MIHHMX Ta BBEJCHHS 3HAYCHb
koHcTaHT [13]. bBrnokoBe Bi3yanpHE IpoOTrpamMyBaHHSI
3BUTBHSE KOPHUCTYBa4a BiJ] KOHTPOIIO 32 MPaBIIIBHICTIO
CHUHTAaKCHCY TIPOTpaMu, II0 € BEJIMKOIO ITIJMOTOI0 Ha
cranii HaBYaHHA nporpamyBaHHIO. HaiiBinomimmmu
MIPUKIIAIaMU CePEeIOBHII TIpOorpaMyBaHHs € Scratch [14]
ta Blockly [15]. Jnst po3pobku Android-3acTocyBaHb
ctBopero MIT App Inventor 13 3amo3uMYCHHIM
BisyaneHOTO penakropa Blockly [16]. Bci mporpamu €
MOIITHO-OPIEHTOBAaHUMH, O3BOJISIFOUN pPEaji30ByBaTH
0araToroTOKOBI ATOPUTMH KEpyBaHHS NEPCOHAXKAMH.

VY mnponeci koHctpytoBaHHs Tpu  «lllokomaxna
MaTeMaTHKa» BUKOpucToByBaBcs MIT App Inventor i3
3aJy4eHHSIM IIKOJSIPIB, SKi IPOXOJMIM HaBYaHHS Ha

initialize global |

OE3KOIITOBHMX TPEHIHraXx B IHCTUTYTI KOMIT IOTEPHUX
cucreM QOmechbKOro HaMIOHAIBHOIO IMOJITEXHIYHOTO
yHiBepcutety [17]. Ha puc. 6 npencrasneHo ¢gpparMeHT
OmokiB mporpamu. Sk BUAHO 3 puC. 6, BCi OJIOKH
pO30HMBalOThCS HA JBI TpyHmU: CTeKH (HKOBTI OJIOKH
KOHTpOJIIO 3 IUKJIaMH, ymMoBamH Ta (iojeToBi OJIOKH
MmpoIenyp), a TaKoX TOCHIAHHS ((ioNeTOBI OIIOKH
BUKJIMKY TpPOIEAYp, MOMapaH4yeBi OJOKH 3MiHHHX,
OJIaKUTHI MaTeMaTU4Hi OJIOKH, TEKCTOBI YepBOHI OJIOKH
Ta CayaToBi JIOT1UHI OJIOKH).

3 ypaxyBaHHSM BHILEBKa3aHOTO, MOYKHa 3pOOHTH
BHCHOBOK, 10 miporpama MIT App Inventor € sSiCKpaBUM
NPUKIAOM  peamizalii NPUHOUIY  3aCTOCYBaHHS
HESIBHUX 3HaHb INIPH CTBOPEHHI (HOPMaTi30BaHOTO
mpoaykTy — Android-3actocyBanb. AmKe OCHOBHUM
METOJIOM MIpOTpaMyBaHHS € BUKOPHUCTAHHSA
nporpamictoM (GOpMHU Ta KOJIEOPY KOMaHIHHX OJIOKIB,
10 YOCOOJIIOIOTH B3a€MOBITHOCHHHM MIX €JIEMEHTAMHU
mporpamu, Tomy mporec mporpamMyBaHHS dYacTo
MIEPETBOPIOETHCS HA IHTYiTUBHY KOMITUISTHBHY TPY.

message
title
buttonText

Ll /0bal col - REBBREINEET o fobal col - JIM 1)

|-

else | set [T to

random integer from to

LINEE giobal row - MERIEET global col - |
N1 global row -

:uslr
74 global col -

[x] join

Pucynok 6 — @paemenm 6nokie npoepamu ¢ MIT App Inventor
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irop. Y momaisIIoMy IUIaHY€ETHCS MIPOBECTH ampodaio
TpU y IIKOJNAxX cepej MEpIIOKIACHHUKIB i3 3aIydeHHIM
CxmagmicTio irop, 3aCHOBaHMX Ha TaUUTHUX  LIKOJIIPIB-PO3POOHUKIB IPH.

3HaHHSX, € T€, 10 TaKe 3HAHHS BaXXKO (hopMali3yeThcs,

€ CIIOHTaHHMM Ta Cy0 €KTHMBHUM, MOXXE 1CHYBAaTH JIHIIE Ioasiku

pas3oM 3 iforo BosioJjapeM — JIFOIMHOI0 200 TPYIOoI0 OcCio.
Irpu, o axTUBI3yIOTH Take 3HAHHS, € HE JTUIIE 0a3HCOM
JIOoUM(POBOro  3aCBOEHHS OCHOB MareMaTHKH Ta
MAaTeMAaTUYHOI EKOHOMIKHM, BOHHM JAalOTh  3MOTY
PO3BHHYTH KOMIETEHIIl, SKi JONOMOXYTh JIOAWHI
ajlanTyBaTUCs [0 IIBUJAKAX 3MiH ChOTOJCHHS, a
3alpONOHOBAHA MOJICIb OJTHIET 3 TAKHUX ITOP MPUCKOPUTH
mpolec  ajanTamii  3a  paxyHOK  IiJBUINCHHS
IHTEpaKTHBHOCTI ~ 4Yepe3  BHUKOpPUCTaHHA  Android-
cmaptdoniB.  HesBHI  3HaHHS €  edeKTHBHUM
JTOTIOMI>KHUM THCTPYMEHTOM y TPOIIECi MPOrpaMyBaHHs

BucHoBku

s pobGora Oyma wyacTkoBO mpodiHaHCOBaHA
€BponeiicbkuM  Cor030M B KOHTEKCTI  MPOEKTY
“GameHub - University-Enterprises Cooperation in
Game Industry in Ukraine” (Project Number: 561728-
EPP-1-2015-1-ES-EPPKA2-CBHE-JP) 3a nporpamoro
ERASMUS+. TIlintpumka €Bpomeiicbkoro Komiciero
CTBOPEHHS LIbOT'O BUJIAHHS HE € CXBaJEHHSM 3MICTY, a
BimoOpakae JuIIIe TOTJISIIA aBTOPiB, 1 Komicis He Moxke
HECTH BiANOBIANbHICT 3a OyAb-fKE€ BHKOPHCTAHHSI
iH(opMallii, 0 MiCTUTBCS B HiM.
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PA3PABOTKA OBYYAIOIIAX BUJAEOUT P, OCHOBAHBIX HA AKTUBHU3ALIMY HESABHBIX 3HAHUI

Annomauusn. Pesonioyus 6 meopuu nO3HaAHUA 8 YCIL08UAX UHPOPMAYUOHHO20 0OWecmea mpedyem nepeoyeHK COOepIHCAHUL
00pazoeanus u aKmusUUpyem NOUCKU dPHeKmusHbIX Menmooo8 nooayu yuedHo2o mamepuaia. B pabome paccmampusaemcs
eelmMupurayus npoyecca YceéoeHus OCHO8 IKOHOMUUECKOU MAamemMamuku OemvMu OOWKOIbHOZ0 603PACMA HA OCHOBE
AKMusU3ayUU UxX HesIGHLIX 3HAHUN (UHmyuyuu, osapeHus, 002a0ok). Paspabomanvr UML-ouazpammer ucpwr «Illlokonaonas
MAmemMamuxra» ¢ y4emom ckomounupogannwvix mooeneti MDA (Mechanics, Dynamics and Aesthetics) u DPE (Design, Play and
Experience) ¢ yenvio cozoanus sudeoucpwl ons Android-ycmpoiicme. Onpedenerno, umo npugneueHue Hes8HbIX SHAHULL AGNAeMCs
apghexmusHbIM 6CHOMOAMENLHBIM UHCIPYMEHMOM 8 NPOYecce NPOSPaAMMUPOBAHUS U2P, NOMOLAIOWUM PA3GUNL KOMNEMeHYUU,
Komopule, 8 c6010 0yepedb, NOMO2YM YeN0GeKy A0anmuposamsvcs K OblcmpbiM uUMeHenusam cospemennocmu. Ilpeonosicennas
MOOenb uepbl YCKOpUmM npoyecc aoanmayuu 3a ciem nogululeHus UHMepakmusHoCmuy yepe3 ucnonvzosanue Android-npoepamm.
Ilpoepamma cxoncmpyuposana 6 610K0801U COOLIMUIHO-OPUEHMUPOBAHHOU cpede npozpammuposanuss MIT App Inventor.
Koncmpyuposanue svinoaneno 2pynnoii wikonbHuKo8 60 epems b6ecniamnozo mpeHuHed 8 ynusepcumenie, 8 npoyecce Komopozo
eviosuryma ecunomesa o npumenenuu 6 MIT App Inventor npunyuna nesgHbIX 3HAHUL 3a CYEM UCNONb30BAHUS HAYUHAIOUUMU
npozpammucmamu hopmel u yeema KOMaHOHvIX 610KO8.

Knwouegvie cnosa: GamePlay; obyuaroujue 6udeouzpvl; MeHeOMCMeHm 3HAHUI; HeAGHbIE 3HAHUA; MOOenb
2eiimoegenionmenma; 2eimupuKkayus ooyuenus
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DEVELOPMENT OF EDUCATIONAL VIDEO GAMES BASED ON ACTIVATION OF INDIRECT KNOWLEDGE

Abstract. The revolution in the theory of knowledge in the conditions of the information society requires a reassessment of
the content of education and activates the search for the most effective methods of teaching the material. The gamification of the
process of assimilating the foundations of economic mathematics to preschool children is considered on the basis of activating
their implicit knowledge (intuition, insight, guesswork). Chocolate Maths UML Chart is developed, taking into account the
combined MDA (Mechanics, Dynamics and Aesthetics) and DPE (Design, Play and Experience) models to create video games for
Android devices. It has been discovered that attracting implicit ones is an effective helping tool in the programming of games that
help develop competencies that will help a person adapt to the rapid changes of the present. The proposed game model will
accelerate the adaptation process by increasing interactivity through the use of Android-program. The program is designed in the
block event-oriented programming environment of MIT App Inventor. The construction was carried out by a group of students
during a free training at the university.

Keywords: Gameplay; video game tutorials, knowledge management; implicit knowledge; game simulations model;
gameimification of learning
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