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3ACTOCYBAHHSA HN®POBUX INJAKTUYHUX IT'OP 3 METOIO KOHTPOJIIO
3HAHDb YYHIB HA YPOKAX MATEMATUKHA

AHoTanisi. Y CTarTi po3MISAalOThCS MOMKIMBOCTI BUKOPHCTaHHS HU(PPOBUX MUIAKTUYHHUX Irop SIK
iHHOBaIiHOTO 3aco0y KOHTPOJIO 3HAaHb Y4YHIB Ha YpOKax MaTeMaTHKH. AHali3ylOThCs TepeBard
IHTEPaKTUBHUX ITPOBHUX TEXHOJOTIH y (opMyBaHHI MOTHBAIii O HaBYaHHS, PO3BUTKY JIOTIYHOTO
MUCJICHHS Ta MiIBUIIEHH] e(DeKTHBHOCTI KOHTPOJIIO 3HaHb YUHIB 3 MATEMaTHKH SIK KIIFOUYOBOTO €JIEMEHTY,
kUil 3a0e3nieyye 00’€KTUBHE OLIIHIOBAHHS PE3yJIbTaTiB HaBUaHHS, BU3HAYCHHS PIBHS COPMOBAHOCTI
MaTeMaTHYHOI KOMIETEHTHOCTI Ta CBOEYACHE BUSIBIICHHS TPYIHOIIIB Y 3aCBOEHHI MaTepiaiy.

Busnaueno kpurepii BHOOpY 1u(pOBUX irop st KOHTPOJIO 3HAaHb, a TAKOXK OKPECIECHO METOIUYHI
pexoMeHianii oo iX iHTerpaii B OCBITHIN Ipolec.

Meroro crarTi - pO3MISAHYTH MOXKJIMBOCTI 3aCTOCYBaHHS IM(POBUX MUIAKTHYHUX IrOp 3 METOI0
KOHTPOJIIO 3HaHb yYHIB HA YPOKaxX MaTeMaTHKH, a TaKOX OOTPYHTYBAaTH iX €(EeKTHBHICTh Y KOHTEKCTI
CY4acHOTO OCBITHBOTO CEpEJIOBHIIA.

VY cTaTTi po3rIsIAIoTECS MOKIMBOCTI BUKOPHCTAHHS IU(POBHUX JAUAAKTHUHMX irop SIK 3ac00y KOHTPOIIIO
3HaHb Y4YHIB Ha YypOKax MaTeMaTWKW B 3aKiajax 3aralbHoi cepeaHpoi ocBiTH. OOrpyHTOBaHO
aKTYyaJIbHICTh BIPOB3DKCHHS IrPOBUX TEXHOJOTiIH B OCBITHIH mporec. [IpencraBieHo MopiBHUIBHY
XapaKTEepUCTUKY AWAAKTUYHUX MHU(POBHUX irop, Mo HaWKpalle MiIXoIiTh Ul BUBYCHHS MaTeMaTUKU B
6az0Biii mKodi. OKpecleHO NEepCIeKTHBH MNOAAIBIIMX JIOCHIPKEHb, MOB’S3aHUX 13 PO3pOOKOI0
METOJJMYHUX MOJIeNIeH iHTerpamnii mudppoBUX irop y HapdalbHUH npouec. Bedpecypcu Matific, Wordwall,
That Quiz, Math Playground Ta iHIIi JeMOHCTPYIOTh BHCOKHU IMOTCHITIAN JJIS pealtizamii CydacHUX
OCBITHIX CTpareriu.

3po0IieHO BUCHOBOK, 1110 HUHI B YKpaiHi BIPOBaKEHHsI IUPPOBUX irop Y MPOIeC HaBYAHHS MaTEMaTUKU
BUKJIMKA€E 0araTo CynepewIMBUX MHUTaHb, IMOB'I3aHUX 3 PI3HUMM acleKTaMH, 30KpeMa: BH3HAYEHHS
IiJIel, Micls Ta MeX BHUKOPHCTaHHs LU(PPOBUX JIUIAKTUYHUX irOp B OCBITHBOMY IPOILIECi; TOTOBHICTh
BUMTEJIB MaTeMaTHKH JI0 METOJJMYHO BUBAKEHOTO BUKOPUCTAHHS U(PPOBHUX irop B OCBITHHOMY HPOILIECH;
JI0 CBIJOMOTO BUOOPY NPOTPaMHUX HPOIYKTIB.

Karouosi cioBa: mmdpoBi qUIaKTHUHI ITPH, KOHTPOJIb 3HAHb, YPOKH MAaTEMAaTHKH, OCBITHI TEXHOJOTI],
iTpOBi METOTH, IHHOBAIIIWHI ITi TXO/IH.

1. BCTYII

IocTanoBka mpodjemMu. B cydacHOMy OCBITHBOMY CEPEIOBHIII, IO CTPIMKO U PPOBI3YETHCH,
BHHHKAE MOTpeda y BIPOBA/KEHHI IHHOBAI[IHHUX METO/IB HABYAHHSI, 3JIaTHUX MiJBUIIUTH MOTHBAIIIIO
yU4HIB Ta €(eKTUBHICTh 3aCBOEHHS 3HaHb. OCOONMBO 11€ CTOCYEThCS MAaTeMaTUKU — IMpeaMera, SKUn
TPaJULIIHO COPUNMAETHCS K CKJIaJHUM 1 MOTpeOye BUCOKOIO PIBHSI PO3BUTKY JOTTYHOTO MUCIICHHS.
VY koHTEeKCTI peOopMyBaHHS OCBITH Ta BIPOBAPKEHHS NpUHIMIIB HOBOi yKpaiHCHKOI ILIKOJIM, 3pOCTa€E
norpebda y BUKOPUCTaHHI IHHOBAI[IWHUX METO/IIB OLIIHIOBAHHS, SIKI BIATOBIIAI0Th CYYaCHUM BHKJIMKAM.
BaxxnmuBo mig uyac HaBYaHHI YYHIB CTBOPHUTH aTtMocdepy MapTHEpCTBA, KOJIM KOHTPOJb HE
CIPUNMAETHCS MIKOJISAPaMH SIK TOKAapaHHS, a CTA€ PECYPCOM IIJIsl PO3BUTKY Ta CaMOBIOCKOHAJICHHS.
Came mu¢poBi AUAAKTHYHI iTpH BUCTYIAIOTh MOTY)KHHM IHCTPYMEHTOM TelMidikalii OCBiTHHOTO
npolecy, SKUH 03BOJISIE MOEAHATH KOHTPOJIb 3HAHb i3 €JIEMEHTaMHU T'PH, IO CHpPHUSE 3HIKCHHIO
TPUBOKHOCTI, aKTUBI13allli Mi3HaBaJIbHOI AISJIBHOCTI Ta (JOPMYBAHHIO MO3UTHBHOIO CTaBJICHHS YYHIB
JI0 HABYAHHS 3arajioM.

AKTyaJbHICTh TEMH 3yMOBJIEHA TaKOX MOTPEOOI0 Y po3poO0Ili METOMNYHUX PEKOMEH AL 111010
e(pEKTUBHOT0 BUKOPUCTaHHS NU(PPOBUX Irop y MIKITBHIN MPAKTUIl 3 METOI0 KOHTPOIIO 3HAHb YYHIB.

© M. [. lpurymnsk, 2025
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AHaJi3 ocTaHHiX AociairkeHb. BapTo migkpeciauTd, 1Mo MUTAaHHS 3aCTOCYBAHHSA HH(PPOBUX
Irop y OCBITHBOMY TIPOIIECI BJKE MTOHAJ COPOK POKIB mepeOyBae y Mo 30py HayKOBIIIB PI3HUX KpaiH
cBity, 30kpema CIIIA, Kananu, ABcrpanii, Beankoi bpuranii Ta iHmmx. ¥ mncuxojaoro-negarorivynii
Haylll HAKOIUYEHO JIOCTaTHIN JOCB1J iX 3aCTOCYBaHHS JJIsl PO3BUTKY IaM’ST1, yBaru Ta KOTHITUBHUX
HAaBUYOK.

Tepmin «cepitosni irpuy» (Serious games) ymepiie 3anpornonysas Kimapk A6t y 1970 pori y Ha3Bi
CBO€ET OTHOMMEHHOI Tpalli. ¥ Cy4acCHOMY PO3YMiHHI «CEepHO3HI KOMIT FOTEPHI irpru» pO3TISAAIOTECS HE
AK 3aci0 pos3Baru, a SK ePEeKTUBHHI IHCTPYMEHT HaBUaHHSA, OJAHMM 13 MpPIOPUTETHUX HAIMPSIMIB
3acTocyBaHHs sikoro € ocBiTa [1]. Ha wiit izei rpyHTyeThes kouneniis Game-Based Learning (GBL) —
HaBYaHHs, MOOY/JOBAHOI'0 HA BUKOPHCTaHHI IrpOBUX TEXHOJIOTIi [2].

AMepHKaHChKi JOCTITHUKY 3aM0YaTKyBaJIl HAMPsM MU(POBOi TYMaHICTHYHOI IEIaroriku, Mo
OXOILTIO€ BUBYCHHS YMOB BHKOPHCTAHHS irOp y HaBYaHHI.

BrumiB nudpoBux irop Ha MOTHBAIlil0O HABUYAHHS Ta COIIAIbHY B3a€EMOJIIIO JIFO/ICH BUBYAMU Pi3HI
nociinuuku: Jxeiin Mak ["oniran, aBropka kuuru «Reality is Broken: Why Games Make Us Better
and How They Can Change the World» [3], B sikiif aBTOp onucye mo3uTHBHHI BIUIMB HU(POBUX irop
Ha PO3BUTOK OCOOMCTOCTI Ta cycninbeTBa, Mapk [pencki [4] Ta iH.

Awmepukancbkuii nicuxomiHrict k. I1. ki po3poOWB TeopeTWyHi 3acaad BUKOPHCTAHHS
BiJieoirop y HaBuanHi [5].

Hu3zka BueHHX NpOBOJSATE IPYHTOBHI AOCIII)KEHHS BIIMBY LIM(POBUX IrOp Ha HABYAHHS y4YHIB
pPI3HUX BIKOBUX TIpYyN PI3HOMAaHITHUM IIKUIBHUM IpeAMeTaM, 30KpemMa I MarteMmaTuku. Tak
Opasunbceki HaykoBUl JIkx. FOmanki ta H. YapOenp migkpecioroTh, 10 HUGOPBI IrPpH CHPUSIOTH
3aCBOEHHIO YYaCHHUKAMH I'PU KOHIICNITYaJIbHUX, TTOBEAIHKOBHX Ta OINEpalliiHUX acleKTiB HaB4YaHH [ 6].
AMepukaHchbkuil gociigHuk JI. AOpaMc TakoX HAroJiomye Ha IO3UTHBHOMY BIUIMBI OCBITHIX
KOMIT FOTEPHUX IrOp Ha HaBYaJIbHI Pe3yJIbTaTH YYHIB 3 MaTeMaTukH [ 7].

Huzka nocnikenb, NpUCBIYEHUX 3aCTOCYBaHHIO U(POBUX Irop y HaBYaHHI, Oyia cripsMoBaHa
Ha MOPIBHSHHS IrPOBUX METO/IB i3 TPAULIHHIMY i IX0JaMU 10 HaBYaHHs [8].

Jlo mpukiaay iCmaHchbKi TOCHITHUKY peanizyBaiu npoekT «GametoLearn» s y4HiB TOYaTKOBOI
IIKOJIM, CIIPSMOBAHMI HE JIUIIE HA 3a0XO0UYCHHS BUKOPUCTAHHS MHU(PPOBUX IrOp Y OCBITHHOMY MPOILEC,
a il Ha aHaJi3 pe3yJbTaTiB HABYAIIBHOI MisUTbHOCTI mKOJsIpiB [9].

ABCTpIHIChKI HAYKOBI[I TIPOBEJIM JTOCHTIKEHHS, MPUCBSUCHE OIIHIOBAHHIO DPIBHS 3aCBOECHHS
MaTeMaTHKH YIHSIMH [TOYATKOBOI IIKOJIK 3a JIOIIOMOIOK0 irpoBoi mporpamu SonicDivider. Pesynsratn
MOKa3ajiM, 110 piBeHb 3HaHb Y4HIB moMiTHO 3pic [10]. AHanoriuni pe3ynbTaTd OTpPUMAHO W Yy
JOCTIDKEHHSX, TpoBeaeHux B [3paimi [11].

[TutanHs Teopii i MPaKTUKKA BIPOBAIKCHHS ITU(GPOBUX IrOp B HABYAHHS MAaTEMaTUKH B YKpaiHi
posrisinamu C. bes3, H. Barina, A. BoeBona, K. JIyk’suenko, H. Kupunenko, O. Mocitok, 1. HoBuk,
I. Cemuyk,O. Cemenixina, I'. Ckpunka, ta iH.

Huzska ykpaiHChKUX JTOCHITHUKIB BUCBITJIIOIOTH Y CBOI IpallsiX MUTaHHS KOHTPOJIIO 3HaHb YYHIB 3
matematuku: b. becenin, B. Timno, O. lllkonsuuii, O. YepHoOaii ta iH. 3okpema b. becenin aknentye
yBary Ha TOMY, IO TOEIHAHHS TPAAUIIHHUX 1 HUPPOBUX (GOPM OIIHIOBAHHS MOXE CIPUITH
MIiBUIIEHHIO MOTHBAIIIT YYHIB 10 HaB4aHHs [12].

AHani3 oCTaHHIX IyOJiKallii BITYM3HSHUX IOCHITHUKIB CBITYNTH, B YKpaiHi BUKOPHUCTAHHS
U(GPOBUX TUIAKTHYHUX IrOp B HAaBYAHHS MATEMATHKH CIPSIMOBAaHE MEPEBAXHO HA (DOPMYBAHHS B
VYHIB MI3HABAIBHOTO 1HTEpECY A0 MpPEeaAMeTy 1 3Ae0iIbIIoro He PO3TIIAAEThCS B KOHTEKCTI
BUKOPUCTaHHS 3 METOI0 KOHTPOJIO 3HaHb 3100yBayiB. ToMy akTyalbHUM € MUTaHHS MOXXJIMBOCTI Ta
JOUIIBHOCTI BUKOPUCTAHHS MUGPOBUX TUAAKTHUHUX IrOp 3 METOIO MiJABHUILEHHS SIKOCTI HAaBYAJIbHOTO
IpoLeCcy Ta YpI3HOMaHITHEHHS (POPM KOHTPOJIIO 3HAHb YUHIB.

Mema cTaTTi — PO3TJSIHYTH MOXJIMBOCTI 3aCTOCYBaHHS LHU(PPOBUX TUAAKTUYHHUX IFOP 3 METOIO
KOHTPOJIIO 3HAHb YYHIB Ha ypPOKaxX MaTeMaTHKH, a TAKOXK OOTPYHTYBaTH iX €)EKTUBHICTh Y KOHTEKCTI
CY4aCHOT'0 OCBITHHOTI'O CE€PEIOBHIIA.

2. TEOPETUYHI OCHOBHU JOCJ/III>KEHHSA

Ornsim HayKOBOI1 Ta METOIWYHOI JIITEpATypH 3 TEMU JOCHTIIKEHHS JI03BOJIMB HAM CTBEpPIKYBAaTH,
10 HUHI BXXHBAIOTHCS Pi3HI TEPMiHU, 30KpeMa, «KOMIT I0TepHA T'pa», «IH(PpoBa Tpay, «EIEKTPOHHA
rpa», «BiJleorpa», «OH-JIAWH T'pa», «Opay3epHa Tpa», «MOOUIbHA Tpay, sIKI € CIOPIAHCHUMH, ajie He
TOTOKHUMH.
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VY nonosini «Ilo3a migpydHHKamMHM Ta JIEKLISIMU: LUGPOBE IrpOLICHTPOBAHE HABUYaHHS IpU
BUBYCHHI TMPUPOJ03HABUMX, TEXHOJOTIYHUX, 1HXKEHEpPHHX, MareMatuyHux aucuuiuiin (STEM)»,
nigrorosienoi ais Llentpy Jockonanocti B OcBiti (Center for Excellence in Education), un(prBa rpa
BHU3HAUYAEThCA AK «OyAb-sKa Tpa Ha KOHCOII, MOPTATUBHOMY HPHCTPOi, CMapT(OHi 4M KOMI IOTepi,
BKIIIOUYar04Yu OpaysepHi irpu» [13].

VY BrmacHOMY JOCIIDKEHHI Hajaal MU OyJeMO BUKOPHUCTOBYBATH TEPMIiH «IH(PpOBa THIAKTHYHA
rpay i pOBYMICMO fioro, sk rpy, o BiIOYBa€ThCS 3a JOMOMOTOK IPOrPaMOBaHUX III/I(prBI/IX
MPUCTPOIB, SKi YTBOPIOIOTh IHTEPAKTUBHY cHCTeMy, 30epiraroTbCsi Ha UU(POBUX HOCIAX 1
BIZITBOPIOIOTHCS Ha M(ppoBOMY oOnagHaHHi [14].

KoHTposib 3HaHB YYHIB 3 MaTeMAaTHKH € KJIIOUOBHM CIIEMEHTOM HaBUYaHHsS SKHi 3a0e3reuye
00’€KTUBHE OIIIHIOBAHHS pPE3YJIbTATIB HAaBUaHHs, BU3HAUYCHHS PIiBHSA C(HOPMOBAHOCTI MaTEMaTUYHOI
KOMIIETCHTHOCTI Ta CBOEYaCHE BUSBJCHHS TPYIHOIIB Yy 3acBOEHHI MaTepiany. EdQekTuBHO
OpPraHi3OBaHHWI KOHTPOJb BUKOHYE IIarHOCTHUYHY, KOPHTYIOUy, MOTHBAIIIHY Ta TPOTHOCTUYHY
(GYHKLII, COPUAIOYM MIABHMILIEHHIO SIKOCTI MaTeMaTU4YHOI OCBiTH. Bimomuii ykpaiHCbKUN Yy4eHMMA-
meroauct O. IllkonpHHUI 3BepTae yBary Ha BaXKJIUBICTh CBOE€YACHOTO BUSBJICHHS MPOTalluH Yy
3aCBOEHHI MaTepiajy 1 HarojoIlye, 10 KOHTPOJb 3HAaHb Y4YHIB Mae OyTH CHCTEMHHMM Ta TUIAHOBHM,
TOOTO BiH NMOBHMHEH OXOIUIIOBATH YCI OCHOBHI TEMHU KYpCy; MOEIHYBATH  Pi3HI BHJAM 3aBJaHb: BiJl
OPOCTHX OOYHMCIEHb [0 CKJIaJAHMX JIOTIYHMX 3a]ad; MOeJHyBaTH (opMyBasibHE (IIOTOYHE) Ta
mijicyMKOBe olliHoBaHHs. [15, ¢. 214].

VY HaB4YaHHI y4YHIB MaTeMaTHKH MOXXHA 3aCTOCOBYBAaTH pi3HI ()OPMHU KOHTPOJIIO 3HaHb: BiJl
TPAIUIIIHHUX TTUCHMOBUX POOIT 0 Cy4acCHUX IHTEPAKTUBHHX HU(PPOBUX IHCTPYMEHTIB. Y KOHTEKCTI
3acTOCyBaHHS ITU(DPOBUX TUIAKTHUYHUX IrOp KOHTPOJIb 3HaHb HaOyBae HOBUX (hopm: reiimidikoBaHi
TECTH, IHTEPaKTUBHI KBECTH, CUMYJIALII Ta aAalTUBHI BIPAaBH, 110 HE JIMIIE NEPEBIPAIOTh 3HAHHS, a U
MOTHUBYIOTh Y4YHIB 710 aKTUBHOI y4acTi Ta camopediexcii.

3. PE3YJIbTATH JOCJIIKEHHSA

Ha cydacHoMy pHHKY HpOrpaMHOro 3a0e3ledeHHs, SKe MoKe OyTH BHUKOpPHCTaHE JJIs
oprasizaiiii irpoBoi AisUIbHOCTI 3 MaTEMAaTHKH, IPEICTABICHO IIUPOKUN CIIEKTP JIOTTYHUX 1 CIO’KETHUX
irop, TpeHa)kepiB, MPOrpaMHO-TIEJarOriuHuX 3ac00iB y (opMi HaBYATbHO-METOJUYHUX KOMIUIEKCIB Ta
IHIIUX pecypciB. BoHN MOXYTh 3aCTOCOBYBATHCS BUMTEIEM SIK TOBHOIO MipOI0, TaK 1 parMEeHTapHO —
3aJIEKHO Bil TUJIAKTUYHOI METH YPOKY.

JIOUiNBbHICTh BUKOPHCTaHHA HU(POBHX MUIAKTUYHHX Irop Ha PI3HHUX eTamax ypoKy MOXKe
3MiHIOBaTHCA. Hampukianm, mijg 4yac BUBYEHHS HOBOTO Matepiaiy €(deKTHBHICTH TaKHUX Iirop 4acTo
MOCTYMA€EThCA TPAAMIIMHUM MeToJaM, NMpPOTE Ha eTani KOHTPOJIIO 3HaHb iXHIA MOTEHIia]d 3HAYHO
BUIIU.

Mu npoBenu TOPIBHSAJIbHY XapaKTEPUCTHKY HAsBHUX Y BUIBHOMY JOCTYIi JUAAKTHYHUX
uuppoBux pecypciB (tabm. 1) 1 BHOKpeMMIM Ti, SKi, Ha Hauly JyMKY, HaiJoLuIbHINIE
BUKOPHCTOBYBAaTH B HABUYaHHI MaTeMaTUKHU, 30KpeMa Ha eTalll KOHTPOJIIO 3HaHb.

Tabnuys 1
IlopiBHAIbHA XapaKTePUCTHKA MATEeMATHYHNX M (POBHUX irop B OCBITHHLOMY cepeI0BH I
Ha3sga . innoBa OcobsmmBocTi nocrymy /
XapakTepuCTHKA Ta MOKIHBOCTI . .
pecypcey ayauropis iHTerpauii
1 2 3 4
MixxnaponHa irposa miardopma, ska .
. . . o . . . beskomToBHO A WKL Yepes
Matific BiJINIOBi/la€ HAaBUAIBHIN Iporpami (podota VYuni 1-6 kacis
ou . 3asBKy 10 MOH
aBCTpaTIHCHKUX PO3pOOHHKIB)
17 oHnaiH-irop, TeOpisi, rOJIOBOJIOMKH, Binkprait 1ocT
Math10 3ajadi 3 MOsSICHeHHsAM. Bin enemMeHTapHOI 10 YuHi pi3HOTO BiKY P OCTYIL,
. MYJIFTUMOBHA I ITPUMKA
BHUILOi MATEMATHKH
Benuka mo6ipka aHTTIOMOBHHX irop Ta YuHI MO9aTKOBOI
Mathgames IHTepaKTUBHHX 3aBIaHb. Marepianu s Ta cepeHbO1 InTerparist 3 Google Classroom
TBOPYHX YPOKiB ITKOJTA
AnrnomMoBHa TIaTGopMa 3 BEIUKOIO . . . .
Math KUTBKICTIO OHJIAlH-1TOp, 3 OBaHHUX 3a VYuHni 1-6 knacis BizxpuTuid 10CTYN, iHTerpanis 3
Playground : P, 3Tpyn Google Classroom
pIBHEM CKJIQJTHOCTI
learning.ua IInargopma 3 irpoBuMu 3aBaaHHAMY (poboTa Vuni 1-9 knacis Bingkpurtnii noctyn
YKpaiHCBKUX PO3POOHUKIB
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3a pe3ysbTaTaMu MPOBECHOTO aHaJli3y MOKHA CTBEPXKYBATH, 0 Tathopma « Matificy € omaum
13 HaMOIbII MPUAATHUX IHCTPYMEHTIB AJSl CUCTEMAaTHYHOIO BUKOPHUCTAaHHS B HAaBUYAHHI MAaTEMaTHUKH,
30KpemMa yuHiB 5—6 kiaciB. Y xoBTHI 2018 poxy MiHicTepcTBO OCBITH 1 HayKd YKpaiHM MiJIUCAIIO
MEMOpaHIyM IpO CIHIBIpPAaIl0 3 aBCTPaJiliChKOW OCBITHBOW Iatdopmoro «Matificy ta posmouano
BIPOBAKCHHSI MIJOTHOTO TPOEKTY, KUK 3a0e3medyBaB O€3KOIITOBHE KOPHUCTYBAHHS PECYpPCOM JJIs
Bcix yuHIB 1-6 kmnaciB ympomosxk 2018-2019 naBuanbHOro poky. 3 2020 poKy MOKIHUBOCTI
OE3KOIITOBHOTO JOCTYIy Oylno oOMexeHo, nmpote 2 motoro 2021 poky Oe3KOIMITOBHY JIIEH31I0 3HOBY
HAJaHO BCIM 3aKjaJiaM OCBITH, IO BHSBIJIM Oa)XaHHS BUKOPHUCTOBYBATHU MJIAT(HOPMY B OCBITHHOMY
nporeci. Huni «Matificy Ge3komToBHuIA Ui yciX IIKiI, SKi MOAadd BimnoBiaHy 3asBky mo MOH
VYkpainn.

CtpykTypa mmiatrgopMu oOpra”izoBaHa 3a pO3JiJaMH, BIAMOBIAHO 10 YWHHOI TporpamMu 3
MaTEMAaTHUKH AJI KOXKHOIO Kiacy. Y Mexax po3AlliB PO3MIIIEHO TEMH, 3a SKMMH BIOPSIKOBaHI OKpeMI
emi30/M, 10 3HAYHO MOJerulye Migdip MarepiamiB Uil ypOKIB 1 JOMAaIlIHIX 3aBAaHb. JlogaTkoBO
IPOMOHYIOTECSA POOOUl apKylll A1 BUKOHAHHS KOHTPOJIbHUX 3aBaaHb. KojkeH 1IrpoBuil eni3on TpuBae
3—10 xBWIMH 1 MicTUTh 1—8 3aBaaHb Pi3HOTO PiBHS CKIATHOCTI (puc.l).
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Puc. 1. 3pazok irpoBoro emizony

Brpasu «Matificy MmoxyTh 3acTocoByBaTHCS Ha OyAb-IKOMY €Talli YpOKY: MiJ Yac akTyasi3arlii
ONOPHUX 3HAaHb, OIpPALIOBAHHS HOBOrO MaTtepianmy a0o mimOMTTA miACyMKiB. Jlo KOXXHOi BIpaBH
JOJAI0ThCS METOAMYHI peKOMeHjalli g BYUTENS, y SKUX PO3KPUTO TMEaroriyHi acmnekTu ii
BUKOPHCTaHHSI.

IcHye HU3Ka MOOLIHPHUX CEPBICIB, OHJIAWH KOHCTPYKTOPIB TECTIB, SKi MU BBa)KaEMO 3aco0aMmu
JUIS KOHTPOJII0O HaBYaJbHHMX JOCATHEHb Y4HIB: Socrative, Quizizz, Triventy, Plickers, Kahoot,
Quizalize, Wordwall ta in.

Mu 37aifiCHUIM TOpPIBHSUIBHY XapaKTEPUCTUKY BKa3aHUX MOOUIBHHUX CEpBICIB 3a PI3HUMHU
napamMeTpaMy HaBYaJIbHOT MisTIbBHOCTI YUHIB, 30KpeMa JJIsl CTBOPEHHS TeCTiB (Tabu. 2).

Tabauys 2
IMopiBHsUIbHA XapaKTEPUCTHKA MOOIJIbHUX CEPBICiB /115 CTBOPEHHS TeCTIB
Socrative Kahoot Quizizz Quizalize Plickers
MoXIuBICTh MoxximBo MosximBo Hemosxmmso Hemosxnmuso Hemoxxmso
BUKOHAHHA
3aBJaHb B
KOMaH/I1
Pexum Tak Hi Tax Tak Hi
JOMAIIHbBOI'O
3aBJAHHSA
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MOXIHBICTE Tax Tax Hi Hi Tax
CTBOPIOBATU TECT
«TaK -Hi»

Bubip omniel Tax Tax Tak Tax Tak
MPaBUIBLHOL
BiamoBizi i3

KIJIBKOX
BapiaHTIB

Bubip kinpkox Hi Tak (y mnartHii Hi Hi Hi
MIPaBUIBHIX Bepcii)
BapiaHTIB
BiammoBigi

Benenns Tak Tak (y matHii Tak Hi Hi

KOPOTKOL Bepcii)
MHACBMOBOI

Biamosiai

MOXXIHBICTE Tax Tax Hi Hi Hi
[TOJAJIBIIIOTO
BUKOPHCTAHHS
6e3 gocrymy 10
InTepuery

MoOinbHI cepBiCM TMOCTIHHO PO3BUBAIOTHCS, OHOBIIIOIOTHCA, 3MIHIOIOTHCS MOMKJIMBOCTI 1X
3acTocyBaHHs. Ha 0cHOBI mpoBeZieHOT MOPIBHIBHOT XapaKTePUCTUKUA MU PO3TJISTHYIJIU KUTbKa CEPBICIB,
sKi, Ha HaIly JyMKY, JIOIiJIbHO BUKOPHUCTOBYBAaTH B HaBYaHHI MaTEMAaTHKU B 0a30Bil IIKOJIi 3 METOIO
KOHTPOJIO 3HaHb YUHIB.

Cepsic Plickers no3Bossie mpoBoAUTH MOO1UIBHI TOJIOCYBaHHS 1 PPOHTAIbHI OMUTYBAHHS IiJ] Yac
HABYaJIbHOI'O 3aHATTS 3 BUBYEHOr0 ab0 MOTOYHOI'0 Marepiaily B irpoBiil ¢popmi. PoboTa 3 MoG1IbHUM
JOJJATKOM NMOTpedye HEe3HAUHUX 3aTpaT yacy. OTpUMaHHS pe3ysbTaTiB ONUTYBAHHS BiIOyBa€ThCs Ha
3aHATTI 0€3 TpPUBAJOi MEpeBIpKM Ta MHUTTEBO BUBOAMTHCS Ha €KpaH KOMII'IoTepa (TeneBi3opa,
npoekTopa), mia’eaHanoro a0 IatepHery. HasBHicTh cMapTdoHiB a00 MIAHIIETIB Y IIKOJSAPIB HE
noTpiOHa: TiIMBKU CMAapT(HOH YUIHUTENs 3 JOCTYIOM 10 [HTepHETY.

Kahoot https://getkahoot.com/ — 3pyuHmii cepBic il KOHCTPYIOBAHHS BIKTOPUH. YUHI MOXYTb
BIJIMTOBIJJTaTH HA CTBOPEHI BUMTENIEM MaTeMaTHYHI TECTHU 3 TIAHIIETIB, HOYTOYKiB, cMapT(doHIB, TOOTO 3
Oy/ab-IKOTO TIPHCTPOIO, o Mae noctyn no [aTepHery. CtBopeHi B Kahoot 3aBmaHHS J103BOJISIOTH
noxatu a0 HUX ¢ororpadii i HaBiTh BimeodpparmenTu. [lepeBaroro JaHOTO CEepBiCy, € MOXKIHMBICTH
NOJABIIOT0 BUKOPUCTaHHS 0e3 1ocTymy B [HTepHET, 1110 € BKpail BaXIJIMBUM.

IHIIMX TUGPOBUX AMIAKTHYHUX IrOp y BUIBHOMY JOCTYHi, SIKi MOXXKHAa BHKOPHUCTOBYBAaTH B
HaBuaHHi matematuku: MathGames, QuickBrain, MentalMath Master, TuxMath, «Po3BuBaiika.
Kpaina uapiBHuX yucem» 1a iH. [IpoTe MOXKXIMBOCTI X BUKOPUCTAHHS 3 METOI0 KOHTPOJIIO 3HAHb YUHIB
JIEII0 TTOCTYIAIThCSl BKA3aHUM BUIIE MOOITBHUM CEPBicaM.

Ane skuM Ou cepBiCOM HE KOPUCTYBAaBCSl BUUTENb, HEOOXIZHO MaM’STaTH, L0 BaXXJIUBO
roTyBaTH SIKICHUN TUAAKTUYHUN MaTepiajl, BUKOPUCTOBYBATH SIKUM Y4HI 3MOXYTb 3 yCIX NPUCTPOIB, 3
abo 0e3 ngocryny 1o Mepexi I[HTepHer, sikuii Oyae OCHAIlEHUH 3pYYHUM JJIsl NPOXOKEHHS
iHTEpdercom.

Jlo ocobnuBocTeil 3acTocyBaHHS UUMPOBUX IUAAKTUYHUX IrOp HA YpOKax MaTEMaTUKH
BIJIHECEMO:

- 3JaTHICTh LU(POBUX NUJAKTUYHHUX IrOp MOTHBYBATH YYHIB J10 BUBYEHHsI MatemaTuku. [Ipore
JMIIE 3allpONOHYBATU YYHSIM TpaTH 1 3aJMILMTH iM BHOIp rpaTH 4Yd HE IpaTd, HEIOCTaTHHO, 1100
CTUMYIIIOBATH YYHIB BHBYATH MAaTEMAaTHUKY 3a JONOMOrOH HMU(POBUX AUIAKTUYHHUX irop. MOKIHBO,
JUTSL IEKOT'O 3 Y4YHIB CTpax Mepel] MaTeMaTHKOI, 3HAYHO CUJIBHIIIAM, HIXK TXHS BHYTPIIITHS MOTHUBAIiS
10 Tpu. M’SIKO CIOHYKATH y4YHIB 10 BUBYEHHS] MATEMATUKH B TTOEJHAHHI 13 3aCTOCYBaHHAM MU (PPOBUX
TUIAKTHYHUX IrOp 3 eNeMEeHTaMH 3MaraHHs 1 HaropojaMu MOXYTh JOMOMOITH Yy BHpIIICHHI
npobiemu;
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- COPUSHHS PO3BUTKY OCOOMCTOCTI, M03asK B ONTHUMAJIbHOMY BapiaHTi MiIATPUMYIOTH TPHUBAILY
3alliKaBJIEHICTh YYHIB O BUBUEHHS MPEAMETY, CIPUSIOTh CAMOPO3BUTKY Ta PO3KPUTTIO iX MOTEHINIATY.
Ane icHye moTeHIliiHa HeOe3MeKa TOro, M0 JeAKi y4YHI MPOAOBXKATh TpaTH HEKOHTPOIHOBAHO,
NOKJIAZaTUCA JIMILIE Ha Te, L0 B3HAIW 3 IpU, a HE 3 IHIIUX JoKepen iHQopmauii. I{poro moxHa
YHUKHYTH, SKIIO YITKO JaTH 3pO3YMITH Y4YHSM, IO I'pa Bilirpa€ JOMOMIXKHY, a HE TOJIOBHY pOJb Y
HaBYaHHI;

- CIpUSHHS OMAaHYBAaHHIO YYHSMHU JOCBiTy MiSTIBHOCTI, MOAIOHOI 1O Tiei, iKYy BOHH OyIyTh
pearnizoByBaTH y MailOy THbOMY JKUTTI.

BucHOBKH Ta mepcrneKTHBH MOJAJbIIMX JAOCTiAKeHb. Ha OCHOBI aHami3y HayKOBHUX Mpallb
BCTaHOBJIEHO, M0 I1M(OBI AMAAKTUYHI IrPU CHPUSAIOTH TIJABUILEHHIO MOTHBalii, aKTUBi3allii
Mi3HABAIBHOI JISUTHOCTI, PO3BUTKY KPUTHUYHOTO MHCICHHS Ta ()OPMYBaHHIO HAaBUYOK CaMO CTIHHOI
pobotu. BoHM 3a0e3meuyroTh HYyYKICTh HAaBUaJIbHOIO IPOLECy, OCOOJIMBO B YMOBAx JAMCTAHLIHHOTO
a00 3MINIAHOT'0 HABYAaHHS, Ta JO3BOJISIIOTH peai3yBaTh 1HAWBIAyaTbHUN MIAX1A 10 YUHIB.

BrpoBamkenHs: 1uppoBUX AUIAKTHIHUX IrOp Yy HaBYAHHS MATEMATHKH MOTPEOye METOJHYHOTO
OOIpyHTYBaHHsI, TEXHIYHOI ITiITOTOBKU TEIaroriB Ta yCBiIOMJIEHOro BUOOpPY iHCTpyMeHTIB. BeOpecypcu
Matific, Wordwall, That Quiz, Math Playground Ta iHII J€MOHCTPYIOTh BHCOKHH ITOTEHIAJ JIJIs
peautizaiii cydacCHUX OCBITHIX crparteriid. [lomambIm JOCHiKEHHS MaloTh OyTH CIIPsIMOBaHI Ha PO3pPOOKY
e(eKTUBHUX MOJieNel 1HTerpanii Lu(ppoBHUX Irop y HaB4aIbHUM MPOLIEC, 110 TO3BOIUTH MIABUIUTH SKICTh
MaTeMaTUYHOI OCBITH B 3aKJaJax 3arajbHOI CepeHbOl OCBITH.

BaxxnuBuM HampsiMOM € HiATOTOBKAa MENaroriB 10 €(eKTHUBHOIO BUKOPUCTaHHS LHU(PPOBUX
pecypciB, 1o MoTpedye po3poOKHU BIMOBITHUX HABYAJBHUX MPOrpaM Ta MPAKTUIHUX PEKOMEHIAITIH.
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Abstract. The article discusses the features of using digital educational games as an innovative tool for
assessing students' knowledge in mathematics lessons. It analyzes the advantages of interactive gaming
technologies in motivating students to learn, developing logical thinking, and improving the effectiveness
of knowledge assessment. Criteria for selecting digital games for knowledge assessment are identified,
and methodological recommendations for their integration into the educational process are outlined.

The purpose of the article is to determine the pedagogical and methodological features of using digital
educational games in the process of assessing students' knowledge in mathematics lessons, as well as to
justify their effectiveness in the context of the modern educational environment.

The article discusses the features of using digital educational games as a means of assessing students'
knowledge in mathematics lessons in general secondary education institutions. The relevance of
introducing gaming technologies into the educational process is substantiated. A comparative description
of digital educational games that are best suited for studying mathematics in elementary school is
presented. Prospects for further research related to the development of methodological models for
integrating digital games into the educational process are outlined.

It is concluded that currently in Ukraine, the introduction of digital games into the process of teaching
mathematics raises many controversial issues related to various aspects, in particular: defining the goals,
place, and limits of using digital didactic games in the educational process; the readiness of mathematics
teachers for the methodically balanced use of digital games in the educational process; the conscious
choice of software products.

Keywords: digital didactic games, knowledge assessment, mathematics lessons, interactive learning,
educational technologies, game-based methods, innovative approaches.
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YIIPOBA/KEHHA TU®POBUX TA THHOBAIIIHHUX METOJUK HABUAHHS Y
BOKAJIBHY NIATI'OTOBKY MAUBYTHIX YYUTEJIIB MY3UYHOI'O MUCTELITBA

AHoTtanisi. B crarti oOrpyHTOBaHO TEOPETHKO-METOJIOJIOTIYHI OCHOBH IHHOBAIIMHUX Ta HU(MPOBHX
METO/MK HaBYaHHS Y BOKAJIBHIHM MiJroTOBLI MaliOyTHHOTO BUHMTENST MY3UYHOTO MHCTENTBA. BucBiTIIcHO
Ba)XJIMBICTh BUKOPUCTAHHS PI3HOMaHITHUX iH(pOpMamiiHNX, IHTEIEKTyIbHIX Ta IHHOBAIIHHUX OCBITHIX
TEXHOJIOTiH. PO3IIIsIHyTO METOIMYHI acTIeKTH peatizarii XyA0KHbO-TIEAAaroTi9HOrO CIIUIKYBaHHS BUUTEIS.
[linkpecneHO BaXIMBICTH BHKOPHCTaHHS HACTYMHUX iH(OpMamiiHMX 3aco0iB:  EJIEKTPOHHUX
MiAPYYHUKIB, MYJIBTUMEIIMHUX CHCTEM; EKCHEepPTHUX cucreM Tomio. [IpoaHanizoBaHo 0coOiMBOCTI
BUKJIaJJaHHS MHUCTELFKOI OCBITH 3a JJOIOMOTOI0 IIM(POBUX METOANK, 30KpeMa TaKUX SIK BUKOPHCTaHHS
IHTEPaKTUBHUX JIOJaTKiB, MYJIbTHMENIHHUX MaTepiaiiB, OHJAWH-KYPCIB TOIIO. 3a3HAUYEHO KOMIUIEKC
IHHOBaliHHMX METO/IB HaBYaHHsS JUIl HaOYTTS BOKaIBHO-TEXHIYHHX KOMIIETEHTHOCTEH CTY/AEHTIB, a
came: (DOHETHYHUH, MPOOIEMHO-TIONIYKOBUHA METOJ/, CTBOPEHHS NPOOJIEMHHX CHUTYallill, €BpUCTHYHI
METO/M, AIaXpOHIYHUH aHalli3 MY3HYHOTO TBOPY, METOJ| CHHXPOHIYHOTO aHalizy Ta iH. Po3risHyTo
KOMIUIEKC NH(POBUX TEXHOJIOTIH, SKi BHUKOPHUCTOBYBAJIHCH IIiJi 4ac TBOPUYOl MisJIBHOCTI CTY/IEHTIB
(VRChat — mmardopmi Ta iH.), 30KpeMa y4acTi B MUCTELILKOMY MPOeKTi «BipTyanbHuit xop B YkpaiHi»
(aymiopenaktop Adobe Audition, mporpami Adobe Premiere Pro Toimro). OOGrpyHTOBaHO BaXIHBICTH Y
BOKQJIBHIM MIATOTOBII IHTEPaKTHBHUX MpPOTpaM JUis CTBOPEHHS MHCTEIBKHX IPOEKTIB, KOHIIEPTHUX
BUCTYIIIB, TPOrpaMHOro 3a0e3ledeHHs Uil apaHKyBaHHS, BiJEOYpPOKiB Ta MalcTep-Kiacis.
[IponeMoHCTpOBaHO, 110 B KOHLEPTHIN MisUIbHOCTI MaiHOyTHI BUMTENI BUKOHYIOTh BOKaJbHI TBOPH ITiJl
CynpoBiZi IM(POBUX IMiaHIHO, CHHTE3aTOPIB, EKCHEPHUMEHTYIOTh 3 PI3HMMH 3BYKaMH Ta CTHIISIMHU.
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http://journal.seriousgamessociety.org/index.php/IJSG/article/view/7
https://pmotafk.ddpu.edu.ua/znpfmf/2025/ZNP_FMF_DSPU-2025_pp_190-191.pdf
https://pmotafk.ddpu.edu.ua/znpfmf/2025/ZNP_FMF_DSPU-2025_pp_190-191.pdf
https://www.cee.org/sites/default/files/news-events/digital-gamebased-learning.pdf

