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BUKOPUCTAHHSA TEUMI®IKAIIT Y BUKJIAJTJAHHI IHOOPMATHKH
JIJISI MIABUIIEHHS MOTHUBAIIT YUHIB B YMOBAX 3MIIIAHOT'O
HABYAHHSA
Poman BUIbYHHCHKHH,
3000y8au Opyz020 (mazicmepcbKozo) pieHa eunioi oceimu
Pisnencoxuii 0eporcasnuii cymanimapHuti yHisepcumem
Muxkona AHTOHIOK,

Kanouoam neoazozivHux HAyK, 00yeHm, 0ouenm Kagpheopu yugposux mexnonozii
ma MemooOuKu HA6YAHHA IHOpMamuKu

Pisnencoxuii deporcasnuii cymanimapHuti yHigepcumem

AHoTamisgs. Y Te3ax pO3TIsSHYTO AakKTyaJbHICTh Ta OCOOJMBOCTI 3aCTOCYBaHHS
reiimigikarii Sk IHHOBAIIIHHOT MearoriyHol TEXHOJOT1i Y BUKIaJaHH1 1HPOPMATHUKH.
[IpoananizoBaHO BIUIMB TeWMiQiKallliHUX €JEMEHTIB Ha MiABUIIECHHS HaBYaJIbHOI
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MOTHBAIII1 YYHIB, 0COOJMBO B yMOBAaX 3MIIIIAHOTO HaBYAHHSI, 110 TIOEIHYE TPaTUIlIHHI
Ta JucTaHuiiHil Gopmu. OKpecaeHo KI0YOBI IPUHIIMIN PO3POOKH TeiiMiiKOBaHOTO
OCBITHHOTO KOHTEHTY Ta METOJMYHI NIAXOAM A0 MOro 1HTEerpaiii B YypOKH
iHbopmaTuku [ popMyBaHHS HUPPOBUX KOMMETEHTHOCTEW Ta HaBUYOoK XXI
CTOJITTSL.

KurouoBi cioBa: refimidikairisi, inopMarrka, 3MiliaHe HaBYaHHS, MOTHUBAIIIS YUHIB,

OCBITHI TEXHOJIOT1{, TM()pPOBa KOMIIETEHTHICTb, MIATOTOBKA BUUTEIIIB.

Roman VILCHYNSKYI, Mykola ANTONIUK. Using Gamification in Teaching

Computer Science to Increase Student Motivation in Blended Learning

Abstract. The theses examine the relevance and features of using gamification as an
innovative pedagogical technology in teaching computer science. The influence of
gamification elements on increasing students’ learning motivation is analyzed,
especially in the context of blended learning, which combines traditional and distance
forms. Key principles for developing gamified educational content and methodological
approaches to its integration into computer science lessons for developing digital
competencies and 2 Ist-century skills are outlined.

Key words: gamification, computer science, blended learning, student motivation,

educational technologies, digital competence, teacher training.

B ymoBax crpiMkoi nudposizariii CycmiiibcTBa Ta MOJEpHI3aIlli OCBITHROTO
IpoLEeCy, 30KpemMa Nepexoy 10 3MiIIaHuX (OpM HaBUaHHS, 0COOIUBOI aKTyaJIbHOCTI
HaOyBa€e NOIIYK €(QEKTMBHUX IHCTPYMEHTIB JJIsl MIJBHMIIEHHS MOTHBALli YYHIB.
Buxnamgansas iHdpopMaTuky, K TUCIUILTIHUA, IO € OCHOBOIO (hopMyBaHHS ITUGPOBOI
IPaMOTHOCTI, CTHKA€ThCA 3 BHUKIMKAMHM MIATPUMKH CTaOUIBHOTO IHTEpecy Ta
3JIy4E€HOCTI YYHIB JI0O BHUBYCHHS YacTO CKJIAJHMX TCOPETHYHHMX KOHICHINA Ta
NPAaKTUYHUX HaBUYOK MPOTPaMyBaHHS 4Md pOOOTH 3 MPOTrpaMHHUM 3a0€3MEUYECHHSIM.
OnHuM 13 IepCHeKTUBHUX PIILIEHB € TeiMi(iKallis — 3aCTOCYBAHHS IFPOBHUX €JIEMEHTIB,

MEXaHIK Ta TPUHITUIIIB JU3aifHy B HEIFPOBOMY KOHTEKCTI, IKUM € OCBITHIH MpoIIec.
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3miliaHe HAaBYAHHS, TMOEIHYIOYHM I€pEeBard OYHOIO Ta OHJIAWH-()OPMATIB,
BUMarae BiJl MeJaroriB HOBUX MIJXOMAIB JI0 OpraHizailii HaBYaJIbHOI JISVIBHOCTI Ta
miATpUMKA MoTuBamii y4HiB. ['eiimidikamis epexkTHBHO BupilIye IIi 3aBIAHHS,
OCKIJIbKH:

- MIJBUILY€E 3aJyUYEHICTb: IFPOBI1 el1eMeHTH (0ayiu, piBHI, HArOPOAM, PEUTHHIH,
CIOKET) pOOJATh TMpoIlec BHUBYCHHSA 1HQOPMATHKKM OUIBII 3aXOIUIMBUM Ta
IHTepaKTUBHHUM, 110 OCOOJMBO BaXJIWBO I MIATPUMKH yBard YYHIB IiJI 4ac
CaMOCTIMHOI pOOOTH B OHJIAMH-KOMITOHEHT1 3MIIIAHOTO HABYAHHS,

- CTUMYJIIOE BHYTPIIIHIO MOTHBAIIIO: MOXJIMBICTh BIACTEKYBAaTH BIACHUI
IpOrpec, OTPUMYBATH MHUTTEBHU 3BOPOTHHM 3B’SI30K, TOJIATH BUKIWKH Ta TOCSATATH
el crpuse GopMyBaHHIO CTIMKOTO 1HTEPECY JI0 IPeAMETa;

- PO3BUBAE KJIFOYOBI HABUYKH: reliMi(iKoBaH1 3aBIaHHs 3 1HPOPMATUKH YaCTO
BUMAararloTh KPUTHYHOTO MUCJICHHS, HABHYOK PO3B’sA3aHHA Mpobiem, cmiBmpami (y
KOMaHJIHUX Irpax 4u MPOEKTAX) Ta KPEaTUBHOCTI,

- 3a0e3Meuye nNepcoHalizalito: rediMipikoBaHi IIaTGOPMU MOKYTh aJalTyBaTH
3aBAAaHHS JO0 IHJIMBIAYyaJbHOrO TEMIy Ta pIBHS 3HaHb Y4YHS, IO € IEPEBaroro
3MimaHoro gopmary;

- CHOpusie COILIaIbHIA B3a€EMOJIi: €JEMEHTH 3MaraHHs Ta CIIBOpali B
reiimMi(hikoBaHUX 3aBIAHHSIX MOXYTh TMOKPAIIUTA KOMYHIKAI[I0O Ta B3a€EMOJII0 MIX
YYHSIMU SK 11T 9aC OYHMX, TaK 1 JUCTAHIIMHUX 3aHSATh.

EdexruBHa refimidikarisi ypokiB iHGOpMaTUKN B YMOBaX 3MIIIaHOTO HABUYAHHS
nependayae BAKOPUCTAHHS PI3HOMAHITHUX 1HCTPYMEHTIB Ta METOIHK:

- IrpoBl MEXaHIKM: 3aCTOCYBaHHS OaliB 3a BUKOHAHHS 3aBJaHb, 3HAYKIB
(OeimxiB) 3a JOCATHEHHS MEBHUX PIBHIB UM OMAHYBaHHS HAaBUYOK, TaOJHIlh JIiJIEPiB
JUISL 3I0POBOT KOHKYPEHIIil, piBHIB CKJIaJHOCTI 3aB/IaHb;

- CIOJKET Ta HapaTHB: CTBOPEHHS 3aXOIUIMBOI 1CTOpli a00 TeMH, fAKka 00’ €aHye
HaBYaAJIbHI MOJIYJI1 UM 3aBJIaHHS, IEPETBOPIOIOYN HABUYAHHSA Ha MIPUTOTY;

- BUKJIMKH Ta KBECTH: ()OPMYITIOBAaHHS HABYAJLHUX 3aBJIaHb Y BUTIISAII IIIKAaBUX

BUKJIMKIB 800 KBECTIB, Kl Y4HI MalOTh POUTH;
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- IHTEpaKTHBHI IUIATPOPMU Ta CEPBICH: BUKOPUCTAHHS TOTOBHX OCBITHIX
mnatdopm (Hanpuknaa, Kahoot!, Quizizz, Classcraft, CodeCombat) abo cTBopeHHs
BJIACHMX IHTEPaKTUBHUX 3aBlaHb Ta TecTiB Ha 0a3zi Moodle, Google Classroom uun
iHmmx LMS.

- MPOEKTHA AISUIBHICTH: OpraHizamis reimiikoBaHUX MPOEKTIB, /i€ Y4HI B
KOMaHJ1aX pO3pOOJISIOTh, HATPUKJIIA/, BIACHY TPy, aHIMAIIIO UM POTPAMHUNA MPOAYKT,
OTPUMYIOYH OayiH 3a Pi3Hi eTanu poOOTH.

YcmimHa inTerparis reiimigikaiii BUMarae i yuutens iHGOpMaTUKU HE JTUIIIE
IPEIMETHHUX 3HaHb, & 1 PO3YMIHHS PUHIIMITIB IrPOBOTO JIM3aiHy, BMIHHS OOUpaTH Ta
ajanTyBaTh TremidikaiiiiHi 1HCTPYMEHTH BIAMOBIIHO J0 HaBYaJbHUX IIUJIEH Ta
ocobOnuBocTe yuHIB. B ymoBax 3miliaHoro HaBYaHHS BYUTENb BHUCTYTAE
dbacuitTaTopom, SKHM MPOEKTYE TehMi(ikoBaHUN HaBYAIBHHUHN JOCBIJ, MIATPUMYE
yUYHIB B OHJIAiH Ta oiaiiH cepenoBUIaX, HAJA€ CBOEYACHUN 3BOPOTHHM 3B’SI30K Ta
MOTHBYE J0 JIOCATHEHb. TOMY MIArOTOBKA MEJAroriB 10 BUKOPUCTAHHS Teitmidikaltii
€ Ba)XXJIMBOIO CKJIAJ0BOIO iXHBOI TOTOBHOCTI J0 MpodeciiiHOi MisNIbHOCTI B yMOBax
3MINIAHOTO HABYAHHS, 1110 BIAMOBIA€ TEMATHUIll KOH(PEPEHIIi.

BucHoBku: refiMidikallis € IOTY>KHUM 1HCTPYMEHTOM ITiABUIIIEHHS MOTHUBAIII1
Y4YHIB JI0 BUBYEHHS 1H()OPMATHKH, OCOOJIMBO B YMOBAX 3MIIIAHOTO HaBYaHHs. Bona
CHpUs€ 3aTy4YE€HHIO, PO3BUTKY KIIOYOBHX KOMIIETEHTHOCTEH Ta HAaBUYOK CIIBIIpalli.
EdextuBHe BmpoBamkeHHs reimidikaiii BUMarae peTeIbHOTO IIJIaHYyBaHHS,
BUKOPUCTAHHS BIANOBIIHMX IHCTPYMEHTIB Ta HAJIEKHOI MIATOTOBKH BYMUTENIB 10
IIPOEKTYBAHHS Ta peaizarlii TaKuX HaBUAJIBbHHMX cIieHapiiB. [lomanbn mociimKeHHs
MOXYTbh OyTH CIPSIMOBaHI Ha PO3pOOKY KOHKPETHHUX METOJUYHUX PEKOMEHJalli Ta
reiimiikoBaHUX MOJIENIeH ypOKiB iHQOPMATHKH AJI PI3HUX TEM Ta PiBHIB HABUYAHHS B
yMOBax 3MIIIaHOTO OCBITHHOT'O CEPEOBUIIIA.
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