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IT'POBI IVIAT®OPMHU Y HABYAHHI IPOI'PAMYBAHHS HIIKOJISIPIB B YMOBAX
JUCTAHUIMHOI OCBITHU

YV cmammi posensoaiomecs numanns guKopucmanis iZposux nioxooie ma 2eumihiko8aHux HAGYAILHUX NAAMPOpM Yy
npoyeci HABYAHHA NPOSPAMYBAHHS WIKOIAPIE 8 YMOBAX OUCMAHYINHOI Ma 3MIUAHOT Oceimu, wo 0COONUBO AKMYATbHO O
CYHACHOT YKPAIHCLKOI OCGIMHbOI cucmemu 6 ymMoeax 60€HHO20 cmawy. llpoananizoéano Modiciueocmi maxux HAGYANbHUX
cepedosuwy, six Scratch, Blockly, Tynker, sii, xou i He € Komn’lomepHumu igpamu y nNpamoOMy PO3YMIHHI, MalOmy ieposi
eneMenmu ma inmepgetic, Wo CHpUsIoms Kpawjomy 3AC60EHHIO NPOSPAMHUX NOHAMb. OKpemo O00CTiONHCeHO HABYANbHI
naamegopmu 3 2mubororo eimighikayicro, 3oxkpema CodeCombat, Roblox Studio, Minecraft: Education Edition, siki 0o3601s10mb
WKOAPAM NPOXOOUMU HABYAHHS Y QOPMI IHMEPAKMUBHUX CYEHADIT8, PO38UBANIU OOYUCTIOBATTbHE MUCTEHHS, KDEAMUSHICMb |
HABUYKU KOMaHOHOI pobomu. Busnaueno xmouwoei xpumepii eubopy niamgopm: O0OCmMynHicmb, GiONOGIOHICMb GIKOGUM
0CoBIUBOCMAM | A0ANMUBHICMb 00 MEXHIYHUX 0OMedIceHb. 3anpONOHOBAHO KIACUDIKAYIIO 0c8imHix pecypcie ONsi HAGYAHHs
npospamyeants 3a pieHeM CKIAOHOCHI maA Yinbo8UM NpusHayeHHAM. J{ocniodceno 6nug eetimigixosanux nioxodie Ha
MOMUBAYIIO WIKONAPIB: THMEPAKMUBHICIb, BI3Yani3ayis pe3yibmamie ma 3mMa2aibHi eneMeHmu niOBUWYIOMb 3ayiKaeneHicnb,
BMEHWYIONb MPUBOIICHICMYb | hopmytomb énegnenicmv v eracrhux cunax. Ha ocnoei ananizy nimepamyphux ooicepen ma
HAABHO20 Ne0az02iuH020 00C8I0Y 3DPODIEHO BUCHOBOK, WO 12poBi NIOXOOU MOJICYmMb OYMU epeKmugHuM HCmMpYMeHmom
adanmayii 0ceimHb020 npoyecy 00 YM08 OUCAHYILIHOZO HABYAHHS, A MAKOHC CHPUAMU POPMYBAHHIO AKMYATbHUX YUDPOBUX
KoMnemeHmHocmeil y WKOIAPIg.

Ocobnugy ysazy npudineno niocomosyi neoazozié 00 GUKOPUCMAHHS 2eUMIQIKOSaHux iHCmpymMenmis, wo 3abesnevye
cmanicms ocgimuix pesynomamis. Haeonoweno na neobxionocmi inmeapayii izpogux niamegopm y HayioHANbHI HAGUATbHI
npoepamu 3 ingpopmamury. Ompumani meopemuyi pe3yrbmamu MONCyms OYMU OCHOBOW O NOOANBUUX eMIIPUYHUX
00Cni0dCEHb MA B00CKOHANEHHS MENMOOUK SUKTIAOAHHS 8 YMOBAX YUPPo8oi mparchopmayii oceimu.

Knrouogi cnosa: yugposi mexnonocii; ¢izuune suxosanhs; MooinbHi 000amxu, OUCmanyitine HAGYaHHsA; imuec-000amKu.

Taon. 2. JTim. 30.

Pavlo Kvak, Postgraduate Student,
Zaporizhzhia National University
ORCID: https://orcid.org/0009-0003-1911-3435

GAMIFIED PLATFORMS FOR PROGRAMMING EDUCATION OF SCHOOLCHILDREN
UNDER DISTANCE LEARNING CONDITIONS

The article examines the use of game-based approaches and gamified educational platforms in the process of teaching
programming to school students in the context of distance and blended learning, which is particularly relevant for the modern
Ukrainian educational system under martial law. The study analyzes the capabilities of educational environments such as
Scratch, Blockly, and Tynker, which, although not computer games in the strict sense, contain game-like elements and interfaces
that facilitate better comprehension of programming concepts. The article also explores deeply gamified learning platforms
such as CodeCombat, Roblox Studio, and Minecraft: Education Edition, which allow students to engage in learning through
interactive scenarios and foster the development of computational thinking, creativity, and teamwork skills. Key criteria for
selecting platforms have been identified: accessibility, alignment with age-specific characteristics, and adaptability to technical
constraints. A classification of educational resources for teaching programming is proposed, based on levels of complexity and
educational objectives.

The impact of gamified approaches on student motivation is also discussed: interactivity, visual feedback, and competitive
elements enhance engagement, reduce anxiety, and build learners’ self-confidence. Based on an analysis of existing literature
and pedagogical experience, it is concluded that game-based methods can be an effective tool for adapting the educational
process to distance learning conditions and for fostering essential digital competencies among students. Special attention is
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given to the training of teachers in the use of gamified tools, which ensures the sustainability of educational outcomes. The
article emphasizes the need to integrate game-based platforms into national informatics curricula. The theoretical findings may
serve as a_foundation for future empirical research and the improvement of instructional methodologies within the framework of

the digital transformation of education.

Keywords: digital technologies; physical education; mobile applications; remote learning; fitness apps.

OCTaHOBKA NPOOJIEMH JOCTIKEHHsI Ta

il akTyaapHicTh. YkpaiHa nepeOyBac B

YMOBAaxX BOEHHOTO CTaHy, IO CTBOPIOE
3HAYHlI BHUKJIMKM JUIT OCBITHROI cucTemMu. Diznuna
HEJIOCTYIHICTh HABYAIBHHX 3aKJIAJIB Y 30HaX OOMOBUX
Ji{, BUMyLIEHE NEPEeMIllleHHs y4HIB 1 BUMTENIB, pyid-
HyBaHHS 1HQPACTPYKTYpH Ta HECTAOUIbHICTD 3B’SI3KY —
yce ILie BUMarae HOBHX IiJXOMIB /IO OpraHizailii Has-
YaHHS. Y TaKuX YMOBAaX HABYaHHS MPOIPAMyBaHHS Ha-
OyBae mie OUTBIIOTO 3HAYEHHSI, OCKIJIBKH 3a0e3redye
YUHIB HEOOXiTHUMHU TEXHIYHUMH HAaBUYKAMH, ITiATpH-
Mye TXHIO MOTHBAIIiIO Ta iHTETPYy€e B CydacHUM mupo-
BUH CBIT.

BuxopuctanHst irpoBUX METOAWK Y HABYAHHI TPOT-
paMyBaHHS € OJHMM i3 HaWOIIBII €(EeKTHBHUX CIO-
co0iB ajanTauii 1o BUKIMKIB ChOTO/ieHHs. Irpu cTBO-
PIOIOTH  IHTEPAaKTUBHE CEPENOBUIIE, 10 J03BOJIIE
YYHSIM HaBYaTHUCS y 3pyYHOMY TeMI HaBiTh 3a oOMe-
JKEHHMX pecypciB. [Ipore yHIKajgbHI YMOBH BOEHHOT'O
CTaHy BHMMArarTh PETEJBHOTO aHali3y 1 pO3poOKU
METOJIMK, SIKi BPaXOBYBaTHMYTh IMCHXOJIOTIYHHIA CTaH
nmiTel, OOMEXEHHSI TEXHIYHUX MOKIMBOCTEH Ta HEOO-
XIOHICTG IIBHUIOKOI azanTamii [0 AUCTAaHIIHHOro abo
3MIIIAHOTO HABYAHHSL.

Oco01BO BaXITHBOIO € Kiacu(ikarliss KOMIT 10Tep-
HUX irop 3a piBHEM CKJIQIHOCTi Ta OCBITHBOIO METOIO,
sKa J03BOJUTH €(EKTHBHIIIC BHUKOPHCTOBYBAaTH 1ii
METOJM JUISl PI3HUX BIKOBHMX rpyn. BomHouac HeoO-
XiTHO PO3POOHMTH pPEeKOMEHIANIl MO0 BUOOPY ILIAT-
(hopM 17151 HaBYaHHS MPOrPaMyBaHHS, IO BPaxOBYBa-
THUMYTb HeCTaOUILHUH JocTyl a0 [HTepHeTy, oOmexe-
Hy MarepiaJIbHO-TeXHIuHy 0a3y Ta MoTpeOH y4HiB, SIKi
3a3HAJIM CTPECY Yepe3 BilHy.

JocnipkeHHsT TaKoX Ma€ 30CePEAUTUCS HA BHB-
YeHHI BIUIMBY irpoOBOTO TMiAXOAy Ha MOTHBAIIO Ta
HaBYATbHI JOCSATHEHHS Y4YHIB. Y CKJIQJHUX YMOBaX,
KOJIM TPAIUIiiHI METOAM HAaBYaHHS CTAlOTh MEHIII
e(EeKTUBHUMH, iIrPOBi TEXHOJIOTIT MOXKYTh 3a0€3MEUNTH
HIATPUMKY 3alliKaBJICHOCTI IIPOrpaMyBaHHsM, CIIPUSITH
PO3BUTKY KPUTHYHOTO MHUCJICHHS, TBOPYOCTI Ta BMIHHS
MPAIFOBATH B KOMAH]II.

Takum 9MHOM, aanTallis irpOBUX METOJIUK JI0 pea-
T BOEHHOTO CTaHy YKpaiHU € HE JIMIIE aKTyaIbHOR,
a 11 HeoOXiIHOIO U1 3a0€e3MeUYeHH s IKICHOIO HaBYaHHs
MpOrpaMyBaHHsl, 10 CHPUSITUME 30EPEKESHHIO Ta PO3-
BUTKY OCBITHBOTO TIOTEHIliaJly KpaiHW B YMOBaxX KpH-
30BOT'O 4acy.

AHaJti3 HAyKOBHX J0CJiI:KeHb. B yMOBax BO€H-
HOTO CTaHy, SIKHi CYTTEBO BIUIMHYB Ha OCBITHIO CHC-
TeMy YKpaiHM, NUTaHHS KOMII'toTepu3auii Ta iHgop-
MaTu3alii HaBYAJIGHOTO MPOLECY CTAIOTH II¢ OLTBII
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aKTyaJIbHUMH. YKpaiHChKiI HAyKOBII, cepe sikux B. bu-
koB [4; 5] O. Bypos [6], 1O. T'opommko [7], A. I'ypkiii [8],
M. Kamnak [9], T. Kosas [11], A. Konomiers [13], B. Kpe-
MeHb [14], FO. Mamo6uns [3], B. Omniiinux [19], . [Tix-
nacwii [16], C. Pakog [20], O. CniBakorchkwuii [10], H. Ta-
ym3ina [17], A. SAuwpmms [23] Ta iHmm, 3po0wimm 3HaY-
HUI BHECOK Y PO3POOKY METOJUK BUKOPUCTAHHS IU(-
POBUX TEXHOJIOTIH y BUKJIAJIAHHI, 1110 € BaXKJIMBUM ITiJI-
IPYHTSIM JUIS BIPOBA/DKCHHS Cy4YacHUX MiIXOIiB Yy
HABYAHHA. IXHi poGOTH CIHpSMOBAHI Ha iHTETparliio
KOMIT FOTEPHUX 3ac00iB Yy HaBYAJIBHUU MPOIIEC, CTBO-
PEHHST METOUWK, SIKi ITiABHIIYIOTh €(EKTUBHICTh BUK-
JIaJJaHHS B YMOBAX JHMCTAHIIIMHOTO Ta 3MIlIAHOTO HaB-
YaHHS.

OxpeMy yBary B YKpaiHi NPHIUISIOTh MATAHHIM
HAaBYAaHHS MPOrPAMYBAHHS SIK KIFOUOBIM CKJIAIOBIl
mudpoBoi ocpiti. Taki mocmignukm, sk Y. Koryr ta
T. Brosuuus [12], H. Mopze [18], C. Cemepikos [21],
O. Cripis [30] Ta }O. Tpuyc [22], nociimKytoTh iHHO-
BalliliHi MCTOJIMKWA HABYaHHS OCHOB AJITOPHUTMi3allii 1
IPOTPaMyBaHHs. IXHi Tpali aKLUEHTYIOTh yBary Ha
ajanTaiii HaB4aJbHUX TUIATGOPM JI0 BIKOBHX Ta IICH-
XOJIOTO-TIEIATOTTIHUX  OCOOJIMBOCTEH IIKOJISIPIB, 11O
0CcOOJIMBO aKTyaJbHO B YMOBax AWCTAHINIMHOTO HaB-
YaHHS, BUKIINKAHOTO BOEHHIMH PEaTisIMH.

Boanouac aHamiz iHO3eMHHX JDKEpEN TiIKPECIIOE
ro0abHy 3aliKaBlICHICTh BHUKOPHUCTaHHSM IMPOBHX
iarhopM Juis HaB4aHHs nporpamyBanHs. C. AoGaci
(S. Abbasi) Ta cmiBaBT. [24] 3a3Ha4aIOTh BUCOKHH TI0-
TEHIiaJl CEpHO3HMX Irop y BMBYEHHI 00’€KTHO-Opi€H-
TOBAHOTO MPOIPaMYBaHHS, MO MiATBEPPKYE IO
HicTh TXHBOTO BrpoBamkeHHs. I @peiizep (G. Fraser)
Ta iH. [27] BHUCBITIIOIOTH IMO3UTHBHUN BIUIMB irPOBHUX
CEepENOBHII Ha HABYAILHI PE3YJILTATH CTYACHTIB, 0CO0-
JIMBO Y cepi TECTyBaHHS MPOTPaMHOTO 3a0e3NeUeHHSI.
A. ®ynxke (A. Funke) ta in. [28] akeHTYIOTh yBary Ha
Scratch sk eeKTHBHOMY I1HCTPYMEHTI ITOYaTKOBOTO
HaBYaHHA MPOTPaMyBaHHS, IO ITiAXOIUTH IJISI MOJIO-
IIUX HIKOJISAPIB.

I1. Yen (P. Chen) Ta iH. [25] mHOCHIIKYIOTH BHKO-
PHCTaHHs IrpOBHX IIATQOPM ULl PO3BUTKY OOUHCIIIO-
BAJILHOTO MUCJICHHS Yepe3 CTpaTeriyne (opMyIroBaH-
HS TIMTaHb YYHSMH, 10 € BaXIIMBUM aCICKTOM y KOH-
TeKcTi ykpaiHcekoi oceitu. Jx. lennep (J. Denner) Ta
iH. [26] MOBOIATH, IO CTBOPEHHS YYHSIMH BIIACHUX
irop CIpHSE KpaIIoMy PO3YMIiHHIO 0a30BHX KOMIT fO-
TEpHUX KOHIICTIIIH, a TaKOX PO3BUTKY iXHBOI Kpea-
tuBHOCTI. A. ['po3a (A. Groza) Ta iH. [29] nponoHyIOTH
rpy MineFOL, sika HaBYae JIOTIKH MEPIIOTrO TOPSAKY,
UTIOCTPYIOUM TIOTEHIiaN irop s (opMyBaHHsS 0a3o0-
BUX HABHYOK.

210



ITPOBI INIAT®OPMHA Y HABYAHHI TIPOTPAMYBAHHSI IIKOJISIPIB B YMOBAX JIMCTAHIIAHOI
OCBITH

TakuMm 4YMHOM, HAYKOBHI aHAII3 MiATBEPIDKYE He-
00XiHICTh ajanTanii iIrpOBUX METOAUK IO YMOB JIHC-
TAHIIMHOTO HABYAHHS], 30KpeMa B YKpaiHi, ne e
MAXiJ cTa€ BKIMBUM 1HCTPYMEHTOM YIS THATPUMKH
MOTHBAIl TIKOJSIPIB 1 3a0e3medeHHs SKICHOTO 3a-
CBOEHHS Marepially HaBiTh y CKJIQJHHUX COIIaJIbHO-
€KOHOMIYHHX YMOBaX.

MeTo10 CTATTI € JOCITIHKEHHS Ta PO3poOKa peKo-
MEHJIAIIN 100 aJanTallii iIrpOBUX METOIUK I HaB-
YaHHS MPOrPaMyBaHHS IIKOJISIPIB Y KOHTEKCTI TUCTAH-
LIHHOTO Ta 3MIIIAHOTO HABYaHHS, CTBOPEHHS KJIacH(i-
Kalil KOMIT'IOTEpHHUX irop 3a piBHEM CKJIaJHOCTI Ta
OCBITHBOIO METOO, a TAKOX aHaNi3 BIUIMBY irpOBOTO
MiIX0ly Ha MOTHBAIIiO 1 HABYAIBHI TOCSITHECHHS YIHIB
B YMOBAaX Cy4acHOi YKpaiHu.

TMoxaHHst ocHOBHOTO MaTepiajy. /. Pospobka pe-
KomeHoayill wooo adanmayii ieposux Memooux Ois
HABYAHHS NPOSPAMYBAHHI UKOADIE 8 YMOBAX OUCTHAH-
YiliHO20 MA 3MIUAH020 HABYAHHS 8 YKpaiHi.

Anarrarist irpoBUX METOAWK U HABYAHHS IPOT-
paMyBaHHS IIKOJFIPIB € BAKIMBIM 3aBIAHHSM, IO A€
MOXKJIMBOCTI 1HTETPYBaTU Cy4acHi IMiIXOH JO OCBIT-
HBOTO TIPOIIECY B YMOBAaX BHKJIHKIB, SIKi [IOCTAJH TIEPE]T
YKpaiHCBHKOIO OCBITOIO. B ymMOBax BiliHM Ta 0OMeXeHO-
TO JIOCTYILy JIO SIKICHOI 1H(QPacCTPyKTypH irpoBi MeTO-
JWIKA CTAalOTh C(PCKTUBHUM IHCTPYMEHTOM JJIi MOTU-
BaIlii y4HiB 1 PO3BUTKY iXHIX HaBUYOK IMpPOTpaMyBaH-
Hs [2]. BoHM He nuIIe CrpusSioTh KpamoMy 3aCBOEHHIO
Marepiany, a ¥ JO3BOJSIOTH JONYYUTH IIKOJIIPIB IO
THTEPAKTUBHOTO Ta I[IKABOTO TPOIIECY HABYAHHSI.

JIist epeKTUBHOT aanTaliii irpoBUX METOIUK HEO0-
XiTHO BUKOPUCTOBYBATH TUIAT(HOPMH Ta CEPEIOBHINA,
1110 3a0€31e4yI0Th IHTEPaKTUBHICTb, JOCTYIHICTD 1 BiJi-
MOBIJTHICTh BIKOBUM Ta KOTHITHBHHM OCOOJIHBOCTSIM
yuHiB. Scratch i Blockly 3anumarorscst ogHuUMY 3 Hai-
eeKTUBHIMMX MIaThOpM VIS TIOYATKOBOTO HAaBUAHHS
nporpaMmyBaHHs. BOHHM JalOTh 3MOTYy JICTKO 3aCBOFO-
BaTH 0a30Bl AITOPUTMIYHI KOHLEMMLII Yepe3 Bi3yallbHe
6mokoBe mporpamysanHs [ 15]. Bomrowac Unity i Roblox
Studio MPOMOHYIOTH HIMPIII MOMKIHUBOCTI JJISI PO3pPO0-

KU IHTEPaKTHBHHUX TPUBHUMIPHHX irop, IO J0MOMarae
CTapIIOKJIACHUKAM 3aCBOIOBATH CKJIAJIHIIII TEMH, TaKi
SK 00’€KTHO-OPIEHTOBAaHE IPOrpaMyBaHHsI, CTBOPEHHS
ITOPUTMIB Ta ONITUMI3AIlist KOJTY.

3HavHy yBary Ba)KIMBO MPHUIUISATH 3a0€3MIEUSHHIO
BIAMOBIMHOCTI TUIATGOPM O YMOB JHMCTAHIIIHHOTO
HaBuanHs [1]. Hampuknan, cepemoBuina, 1o MiATpH-
MYIOTh poOOTY B BeOOpay3epi, Taki sk Scratch, 3a6e3-
MeYyIOTh JIETKUA JOCTYIT JJisi y9IHIB HaBiTh 3 OOMe-
JKEHUM TEXHIYHUM 00JaJHaHHAM. BukopyucTaHHs 11aT-
(opM, 10 IHTErpyIOTHCS 3 BiJICO3B’SI3KOM, TaKHX SIK
CodeCombat a6o Tynker, yMOXIHBIIIOE OpraHi3yBaTH
CHHXPOHHE HAaBYAHHS 3 MO>KJIMBICTIO OTPHUMaHHS 3BO-
POTHOTO 3B’S13Ky B peaJlbHOMY 4aci. [HTepakTHBHICTb 1
MHTTEBA OIHKAa pE3yJIbTaTiB MOTHBYIOTH Y4YHIB 1
CIIPUSIIOTh TXHBOMY 3aJy4EHHIO JI0 MPOIECy Mporpa-
MYBaHHSI.

Kimro4oBrM acIieKToM € MaroToBKa IEAaroriB 10
BIPOBA/KEHHSI IFPOBUX METOAMK y HABYAIBHUH MPO-
tiec. J{ist boro HeoOXiqHO MPOBOIUTH TPEHIHTH, CEMi-
Hapy Ta PO3POOJIATH METOJMYHI TIOCIOHWKH 3 BHKO-
pUCTaHHAM I1aT(GOPM s HABYAHHS MPOrpaMyBaHHS.
BaxmBUM € Tako)X CTBOPEHHsI HABYAJILHUX Martepia-
JIB YKPATHCHKOIO MOBOIO, SIKi BIIIOBIAOTH OCBITHIM
craHpapTam Ykpainu. Hampuxnazn, po3poOneHHs1 HaB-
YaJIbHUX 3aB/laHb y CepeloBHILI Scratch BiIoBiIHO 10
TEM YKPaiHCHKOTO HaBYAJILHOTO IUIAaHY 3 1H()OPMATUKH
MOYKE 3HAYHO MiABUIINTH €()EKTUBHICTh BHKOPHCTAH-
HS I[bOTO iHCTPYMEHTY B HAIliOHAJLHOMY OCBITHBOMY
KOHTEKCTI.

Oco0OnBy yBary BaX{TMBO HajaBaTH aaamTariii
irpoBux TwiatrGopM MO0 3MIMIAHOTO HABYAHHS, KOJH
Y4HI YaCTHHY 4acy INpaLiol0Th AUCTAHMLIIHO, a YacTH-
Hy — y Kiaci. Buxopucranns mnarpopmu CodeCombat
JIO3BOJISIE  OpPraHi3yBaTH HABYaHHS IPOTPaMyBaHHS
yepe3 irpoBi CueHapii, sIKi JIETKO IHTErPYIOTHCS B YPOKH
y Kiaci. JIjist cTapIoKiacHUKIB JIOUUIBHO BUKOPHCTOB-
yBatu Unity ast poOOTH Haj CHUIBHUMH HPOEKTAMH,
110 JIOTIOMArae pO3BUBATH HE JIUIIE BMIHHS IIPOrpamy-
BaTH, & i BMIHHS CITIBIIPAIIOBAaTH B KoMaHIi (Tad.1.).

Taonuya 1
IlopiBHAIbHA XaPAKTePUCTHKA OCBITHIX MJIAT(OPM Y KOHTEKCTi HABYAHHS MPOrpaMyBaHHsI IKOJIAPIB
. ®opma .
Bix PM2 Moga IlinTpumka -
Hassa Tun cepenosu- nogaui AV OcBaiTHi
KOPHCTYyBa- NporpamMyBaH- || AMCTAHUiHOY .
miardopmMu ma . HABYAJIbLHO- MOKJIMBOCTI
4iB . HA poGotu
ro Marepiaiy
Bisyanbue [HTepakTuBHI ||f. Po3zBuTok
. Bizyanbna Tax (Gpay3epHa .
Scratch 610K0BE 6-12 pokiB  |[3aBHaHHS, (610K) nepcis) ATOPUTMIYHOTO
CcepeioBuILe [POEKTH P MUCJICHHS], TBOPYOCTI
. 3aBnaHHA HA . BuBuenns ymoB
Bizyanbue . A Bizyanbha . YMOB,
Blockly 8-13 pokiB  ||nmoriky Ta Tak LIUKJTB,
CepeioBHIIe (boxm) . .
AIrOPUTMU TOCJTZIOBHOCTEH
ot ITepexin Bin
Kom6iHoBaHe . [TpoexTy . BI3yaJIbHOTO 110
Tynker 7-14 pokiB POCKTH, JavaScript, Tak Y A
(6oxu + ko.1) MiHi-irpu Python TEKCTOBOTO
v [POrpaMyBaHHs
211 Momons 1 puaOK Ne 5—6 (237-238), 2025
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. ®opma .
Bix opMa Moga Hinrpumka -
Hasga Tun cepenoBu- noxayi VR OcBiTHi
KOPHCTYyBa- NMporpamMyBaH- || AMCTAHLiiHOY .
naatgopmu ma . HaBYaJIbLHO- MOKJIHBOCTI
4iB . HA poGotu
ro MaTepiary
IrpoBi micii. Ocsoenin
Code IrpoBe TekcToBe . P .7 |(Python, CHHTAKCHUCY MOB,
12—-16 pokiB  ||cro’KeTHI . Tak
Combat cepeloBUILIe JavaScript YMOBHE
3aB/IaHHs
MPOrpamMyBaHHs
Komanpna pobora,
HacTkoBO )
Roblox . . ||Po3pobka 00'€KTHO-
. Po3pobka irop 13-17 pokis . Lua (motpebye .
Studio MPOEKTIB OpiEHTOBaHE
BCTaHOBJICHH1)
MPOrpamMyBaHHs
YacTkoBo CTBOpEHHS CKJIaJHNX
. . . CTBOpEHHSA
Unity Game Engine 15+ pokiB 3D-1pocKTiB C# (motpebye Mporpam, KOMaHHE
P BCTAHOBJICHHSI) ||[IPOEKTYBaHHS

[poananizoBaHo pi3Hi MOXKIMBOCTI IIaTHOPM, SIKi
BUKOPHCTOBYIOTECSI JUISI HAaBYAHHS IPOTpaMyBaHHS
MIKOJISIPIB Ta HABENEHO Pe3yJIbTaTH y Tadmwmi 1, mo
MOXKe OyTH ajanToBaHa JJIsl Pi3HUX OCBITHIX ITiIeH
3aJIeKHO BiJl PiBHS MIATOTOBKH YYHIB Ta HABYAILHOTO
KOHTEKCTY.

OTmxe, aganTaiisi irpOBUX METOAWK JUIS HABYAHHSI
MpOrpaMyBaHHS IIKOJLIPIB B YMOBaX TUCTAHIIIHHOTO Ta
3MIIIAHOTO HABYAHHS € BAXJIMBAM KPOKOM 10 MO-
JiepHizalii ocBiTH B YKpaini. Bukopucranns cydacHux
wIaTopM, IHTErpais 3 TPAIULIHHAMI METOJJAMH BUK-
JAJaHHS Ta MIiIrOTOBKA BYMTENIB 10 POOOTH 3 iHHO-
BAallifHUMK 1HCTPYMCHTaMHU CHPHSIOTH ITiBUIICHHIO
SIKOCTI HaBYaHHS MTPOTPaMyBaHHS Ta MOTHBAIIIl YUHIB.
Taxuii miaXia gormoMarae A0JaTH BUKIUKH Cy9acHOCTI
Ta 3a0e3rmedyBaTd JOCTYN 1O SKICHOI OCBITH st
MIKOJIPIiB HAaBITh Y CKITAJIHAX YMOBaX .

2. Knacugixayis ocgimuix niamgopm i3 eeiimii-
KOBAHUMIU efleMeHmamu 01 HA8YAHHS NPOSPAMYBAHHS
WIKOTIADIG.

Y Mexax 1bOro OCIIHKEHHS Kiacu]ikallito mooy-
JIOBAHO HE Ha OCHOBI KOMIT FOTEPHHUX IrOp, a Ha Xapak-
TEPUCTHKAX OCBITHIX IUIAT(OPM, sIKi BUKOPHUCTOBYIOTh
irpoBi exemeHTH abo reiMidikaliio Iss pPO3BUTKY
HABMYOK HABYAHHS IPOrPAMYBaHHS IIKOJAPiB. Takuii
X1 TO3BOJISIE CUCTEMATU3yBaTH HasIBHI 1HCTpyMEH-
TH BIATIOBIZTHO IO PiBHS CKJIATHOCTI, OCBITHIX IIEH 1
BIKOBHX 0COOJIMBOCTEH 3100yBaviB OCBITH.

Ha movaTkoBOMy piBHI BHKOPHCTOBYIOTHCS ITUIAT-
(opmH Bi3yanbHOTO OJIOKOBOTO TPOTPaMyBaHHS, SKi

yMmoBamH 1 nukiiaMu. TIprKiagaMu TAKUX CEPEIOBHIILL €
Scratch, Blockly, Tynker, Lightbot, CodeMonkey. Boan
CTBOpEHI 3 YpaxyBaHHIM MOTPEO MOJIOIINX IIKOJISIPiB
1 JI03BOJISIFOTh HABUATHCS 4Yepe3 Bi3yasbHI 0o0Opasu Ta
MIPOCTi 3aBJAHHSI.

ITnatdopmu cepeaHnoro piBHS ckiaaHOCTI — Roblox
Studio, CodeCombat, Stencyl, GameMaker Studio —
OpIEHTOBaHI Ha Y4YHIB CepeiHbOi MKoaM. BoHu
nepea0davyaroTh Mepexi Bifi OJOKOBOIO 10 TEKCTOBOTO
MPOrpaMyBaHHS 3 MOCTYIIOBUM YCKJIaJIHCHHSIM JIOTIKH,
CTPYKTYp IIAHUX 1 CHHTAKCHCY MOB IPOrpaMyBaHHS
(Python, JavaScript, Lua Tomo). Kpim Toro, cepemo-
BUII[A [[LOTO THITYy CTHMYJIIOIOTh PO3BHTOK CaMOCTili-
HOTO MHUCJICHHSI, 3/ATHOCTI TIPALFOBATH HAJ| IPOEKTAMH
Ta aHAJIi3yBaTH Pe3y/bTaT.

Ha BucoxoMy piBHI CKIamHOCTI PO3TILIIAIOTHCS
miargopmu npodeciiiHoro crpsimyBanas — Unity, Unreal
Engine, Godot, Construct 3, siKi 3a3BU4aii BHKOPHCTO-
BYIOTHCS Y CTapIIii MIKOJi a00 B paMKax npodibHOTO
HaBuaHHs. Ll cepenoBuina nependayaroTh CTBOPEHHS
MOBHOL[IHHUX IPOEKTIB, BUKOPUCTAHHS CKJIAHOT JIOTi-
KH, 00’€KTHO-OPIEHTOBAHOTO IiJIXO.LY, PO3pOOKY iHTEp-
(beiiciB 1 peanizaliro KOpUCTyBalbKoi B3aemoii. Boxnu
TaKOX CIPUSIOTH (OPMYBAHHIO HABHYOK KOMAHIIHOI
PO3pOOKH, IO € OCOONHMBO IIHHUM Y KOHTEKCTI Miji-
TOTOBKH JI0 MaHOYTHBOI TIPO(ECiifHOT MiSUTHHOCTI.

B oxpemy rpymy IOLITEHO BUIUIMTH IHTEPAKTUBHI
OCBITHI IIaTPOPMHU 3 €IEeMEeHTaMH Tenmidikarlii, mo
HEe TiependavdaroTh Oe3mocepeHbOro KOMyBaHHS, aje
CIPUSIIOTH (POPMYBAHHIO JIOTTTHOTO MUCJICHHS, TIOBTO-

HAIAIOTh MOXKJIMBICTh MITSAM 3acBOIOBaTH 0a3oBi Mmo- peHHIO 1 3akpimieHHio 3HaHb (Kahoot, Quizizz,
HSTTSI, TIOB’5I3aHi 3 aJTOPUTMaMHU, MOCTIZIOBHICTIO Aili, LearningApps, Minecraft: Education Edition).
Tabnuuya 2
Ipukiiagn HABYAJIBHHUX IVIAT(OPM 3 iIrPOBHMH eJieMeHTaMu 111 IPOrpaMyBaHHS IIKOJISIPiB
PiBenn . . Moga
. Hasga miiargopmu || OCHOBHI MOKJIMBOCTI Meta BUKOPHCTAHHS
CKJIAJIHOCTI NPOrpaMyBaHHs
. BizyanbHe 610K0Be TIporpamy-||Po3Butok anroput™MiuHOro||BisyasbHe
[NouarkoBuit Scratch Y 1porpamy rop Y
BaHHs1, CTBOPEHHS aHIMalllh MUCJICHHA, 6330B1 KOHIICTIIII1 6J'IOKOBe
IIpoctuii iHTepdeiic, crBOpeH- . . ||Bisyansne
Blockly P . P P 'YMOBH, IIUKJIH, TTOCTTi JIOBHOCTI 4
HS[ AJITOPUTMIB 6110KOBE
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PiBenn . . Moga
. Hassa niiardopmu || OcHOBHI MOKIMBOCTI MeTa BUKOPHCTAHHSA
CKJIATHOCTI NPOrpamMyBaHHsI
Tynker Animariii, 610KoBe ba3oBi moHATTS Bizyanbae
yn [POrpaMyBaHHs [pOrpaMyBaHHs 6I10KOBE
. . . . . Bisyanbae
Lightbot BisyaibHi roJ10BOJIOMK Posymi KIIB 1 yMO
g yaJIbHi TOJIOBOJIOMKH YMIHHS LMKJTiB 1 YMOB GIOKOBC
CodeMonkey BHpaB.I/I 3 iIrpOBUMH AJNTOpPUTMH, BBEJICHHS B Python
MeXaHIKaMu Python
. TexcToBe IporpaMyBaHHs B .
Cepenmiii CodeCombat . . Asroput™H, CTpyKTYpH danux (|Python, JavaScript
P irpoBoMy (hopmari P P A yth P
Roblox Studio CrBopenns 3D-irop, Lua- OO’ €KTHO-OPIEHTOBAHE Lua
HPOrpaMyBaHHs HpOrpaMyBaHHs
. . Po3BuTOK 0a30BHX HABUYOK, Bisyanbhe
Stencyl 2D-irpu, n0rika
CTPYKTYpH 6J10KOBE
||GameMaker Studio ||HnaT(I>opMepn, penaKTop cueH ||)10ri1<a, JIM3aiH irop ||GML
Adventure Game . OCBOEHHS CUHTAKCHUCY, C-nonioumit
. Pozpobka kBecTiB
Studio CTPYKTYpa CIOXKETY CKpHITT
OO’ eKTHO-Opi€HTOBaHE
Bucokuii Unity 3D-rpacixa, CKIIaaHi IPOEKTH  |[IpOrpaMyBaHHs, KOMaH/HA C#
poboTa
Unreal Engine Peanicmil.Ha rpadika, I'pacika, dizuka, rmmdoke C++, Blueprints
CUMYJLSLT HpOrpaMyBaHHs
. M AHHS .
Godot Po3podka 2D 13D OZYJIBHE HIPOTpamys ? GDScript, C#
JIoriKa
. B i i . Lo
CryEngine VICOKOpCATICTIHHI ®izuka, rpadiuni anropurmu  ||CH++
cepefoBuIIa
Construct 3 Be3 notpedu nucatu xox Ocsoer sorikn JavaScript
[pOrpaMyBaHHs
I i . M i i
(ITCPAKTHBHL Kahoot Bikropunu, 3Maranss OTHBAIIA, SAKPILICHHA —
IHCTpyMEHTH MaTtepiairy
||Quizizz ||CTBOpeHH5[ TECTiB ||CaM0r1epeBip1<a, HOBTOPEHHSI ||—
Mlpfzcraﬁ: Education OcBITHI CBiTH KOMaHﬂH? podora, Python, JavaScript
Edition KPEaTUBHICTh
LearningApps InTepakTUBHI BripaBu AJrOpHTMH, JIOTitHE —
MUCJICHHS
Bitsbox CTBOngHﬂ MOOUTBHUX bazose TPOrpaMyBaHHS y JavaScript
TIOJIaTKIB peabHOMY KOHTEKCTI

SIk 3MorM TmepeKOHATHCS, HaBeAeHa Kiacudikaris
JIO3BOJISIE BUUTEISIM OOWpaTH BiAMOBiAHI TutaTopMu
BI/ITIOBITHO IO HABYAJBHOTO PiBHS Y4YHIB, METH yPOKY
Ta Qopmary (IMCTAHLIMHOIO YW 3MIIIAHOTO) HPOBE-
JIeHHS1 3aHATh. KOpEeKTHE BHKOPUCTAaHHSI TEPMIHIB 1
YiTKE pO3MEXyBaHHS MDK irpaMH sIK MPOJIYKTaMHU Ta
wiatopMaMul SIK IHCTPYMEHTaMH Mi/IBUIILYE HAYKOBY
TOYHICTb JIOCITIJDKCHHSL.

BucHoBku. [IpoBeneHe nociipKeHHS 3acBiTUMIO
aKTyaJbHICTh afanTallii irpoBMX METOOWK OO0 YMOB
JIUCTAHIIITHOTO Ta 3MIIIAHOTO HAaBYaHHS B YKpaiHi. B
YMOBaX BOEHHOTO CTaHy IHTErparlis revmidikoBaHHX
OCBITHIX i{HCTPYMEHTIB y HAaBUAJBHUH ITIPOLIEC CIIPHUSIE
ITiIBUIIICHHIO 3aIliKaBJICHOCTI IIKOJISPIB, PO3BUTKY KpPH-
THYHOTO MHCJICHHS, KPEATHBHOCTI Ta MOCHUIICHHIO
TXHBOI 3aJIy4CHOCTI IO OCBITHHOTO MpOIECy. AHami3
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BITYM3HSHOTO Ta 3apyODKHOTO JOCBIAY YMOJITUBHB
CHCTEMAaTH3yBaTH OCBITHI IUIaTPOPMH 3 ITPOBUMH
eJIleMEHTaMH{ BiAINOBITHO 10 DIBHS CKJIAOHOCTI, THITY
NpOrpaMyBaHHs, BIKOBHX OCOOJIHMBOCTEH 37100yBadiB
OCBITH Ta IEJaroriyHol JOUUIFHOCTI X 3aCTOCYBaHHSL.
Kiacudikarist ocBiTHIX ruiatdopM 3a piBHEM CKJIa/i-
HOCTI Ta XapaKTepOM 3aCTOCYBAaHHS MpPOrpaMyBaHHS
JIONIOMArae IenaroraMm Ta po3pOOHMKaM METOJUYHHX
MarepialliB 00MpaTH IHCTPYMEHTH, 10 HaMKpalle Bil-
MOBIZIAIOTh TOTpeOaM KOHKPETHOI BIKOBOI KaTeropii
yuHiB. Ha mogatkoBoMy piBHI IOIIJIBHUM € BHKOPHC-
TaHHA cepenoBu Ha Kmrait Scratch abo Blockly, mo
nepen0avyaroTh Bi3yallbHE OJIOKOBE MPOTrpaMyBaHHS.
Jns yaHIB cepeTHbOi JTaHKH PEKOMEHIJOBAHO 3aITyJIaTH
wathopMy, SKi HOEOHYIOTh Bi3yaslbHI Ta TEKCTOBI
eneMeHTn TnporpamyBaHHs, Hanpukiag CodeCombat
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abo Roblox Studio. ¥ crapmiii mkosi JOUIBHO 3acTO-
coByBaTu NpoQeCiliHO OPIEHTOBAHI CEPEOBHINA, TaKi
sk Unity un Unreal Engine, mo crpusitoTs po3BUTKY
MPOEKTHOTO MUCJICHHS Ta KOJIAOOPATUBHO1 MISUTHHOCTI.

OCBITHIM yCTaHOBaM PEKOMEH/IOBAHO 3a0€3IEUUTH
TIeIaroriB  BiJTIOBIMHOIO TJIOTOBKOIO J0 POOOTH 3
TU(GPOBUMH ITpOBUMH TIATHOPMAMH, a TAKOXK aiar-
TyBaTH HaBYaJIbHI 3aBJAHHS 3 YPaxXyBaHHSAM KOTHITHB-
HUX 1 BIKOBUX OCOOJIMBOCTEH YUHIB.

VY mepcrekTHBi MOAANBII JOCHI/DKEHHS MOXYTh
OyTH 30Ccepe/pKeHi Ha po3poO0Ili KOMOIHOBaHHX OCBIT-
HIX Tporpam, 10 iHTEerpyloTh irpoBi MiIXOAN 3 KilacH-
YHUMH METOJaMH HaB4aHHS. JIOLUIBHO Takox 3aikic-
HIOBaTH EMIIIPUYHY IepeBIPKY €PEeKTUBHOCTI reimidi-
KOBaHUX MIJIXOMIB y pealbHUX yMOBAaxX OCBITHBOTO
MPOIIECy, 30KpeMa IIiJ Jac KPWU30BHUX CHUTYAIlid Ta y
nepion BigHOBNEeHHSA. OKpeMHii HampsiM CTaHOBHUTH
BHBYCHHS JIOBIOTPUBAJIOTO BIUIMBY TeiiMi(hikOBaHOTO
HaBYaHHS Ha (QOpMYyBaHHS TEXHIYHMX 1 KOTHITHBHHX
HABMYOK IITKOJISIPIB, a TAaKOXK Ha €PEKTUBHICTH IiTO-
TOBKHM MaWOYTHIX T€IaroriB J0 3aCTOCYBaHHS irpOBHUX
TEXHOJIOTIH y npogeciiiHii MisuIbHOCTI.
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