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Bunnuuenxa

Anomauyia. Y cmammi euceimieno meopemuyHri 3acadu ma NpaKkmuyri nioxoou 00
8NPOBAOICEHHs 2etMihixayii v HasuanHs Qizuxu 6 ymosax yughpoeoi mpancghopmayii oceimu.
Poskpumo cymuicmo eetimighixayii ax iHHO8AYINIHOI MeXHON02IT, WO OA3YEMbC HA BUKOPUCMAHHI
i2POBUX MEXAHIK y HeicpoBOMY OCBIMHbOMY Ccepedosuyi 3 Memoilo NIOSUWeHHS MOMmusayii,
akmueizayii nisHasaIbHOI OIAIbHOCMI MA PO3BUMKY KAIOYOBUX KOMNemeHmuocmell yunie. Y pooomi
O0OTPYHMOBAHO AKMYANbHICMb 3ACMOCY8anHs 2eumighikayii y ¢hizuunitl oceimi, 36adicaouu Ha
CKAAOHICMb npeoMema ma nompedy CY4acHUx YuHi8 6 IHMEPAKMuGHUX, GI3YanbHUxX I
NPAKMUKOOPiEHMOBanHux cnocobax naeuanus. Hasedeno oensao yughposux niameopm i cepsicis
(Kahoot!, Quizizz, Classcraft, ClassDojo, PhET, Algodoo mowo), wo cnpusrome opmysantio
2eUMipIK08aAH020 OCBIMHLO2O Cepedosuwa ma niocunoioms eekmuenicmos Hasuanus. Ocodausy
yeazy npudineno memoouyi suxopucmanns Algodoo sx incmpymenma STEM-zetimighixayii nio uac
susuenHs memu «Pyx mina no noxuniti naowuniy. Ilooano nokpokosuti cyenapit 3aHAmMms, AKUl
BKIIOYAE MOMUBAYIUHULL eman, pobomy 3 inmepgheticom cepedo8uuld, UKOHAHHA [2POBUX MICIL,
KOMaHOHe 3mazanns ma pegnexcito. OkpecieHo nepcnekmusu nooaIbuux 00CIioNCetsb, N08 A3aHi 3
PO3POOKOI0  MEeMOOUYHUX DEeKOMeHOayill [ HABYANbHUX Mamepianié O  BNPOBAONCEHHS
2eUMIpIKOBAHUX MEXHONO02IU Y NPAKMUKY YUMENI8 (DI3UKU.

Knrouoei cnosa: ceiimigixayia, ¢izuuna oceima, STEM-oceima, inmepaxmuene nasuanms,

oceimui niamgopmu, Algodoo.

DIGITAL RESOURCES AS A MEANS OF GAMIFICATION OF PHYSICS TEACHING
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Abstract. The article highlights the theoretical foundations and practical approaches to
implementing gamification in physics education within the context of the digital transformation of
schooling. It reveals the essence of gamification as an innovative technology based on the use of
game mechanics in a non-game educational environment with the aim of enhancing motivation,
activating cognitive activity, and developing students’ key competencies. The relevance of applying

gamification in physics education is substantiated, considering the complexity of the subject and the



needs of modern learners for interactive, visual, and practice-oriented modes of instruction. An
overview of digital platforms and tools (Kahoot!, Quizizz, Classcraft, ClassDojo, PhET, Algodoo,
etc.) is provided, demonstrating how they contribute to the creation of a gamified educational
environment and increase learning effectiveness. Special attention is given to the methodology of
using Algodoo as a STEM-gamification tool when studying the topic “Motion of a body on an inclined
plane.” A step-by-step lesson scenario is presented, including a motivational stage, familiarization
with the interface, completion of game missions, team competitions, and reflection. Prospects for
further research include developing methodological recommendations and educational materials for
teachers to successfully implement gamified approaches in physics classrooms.

Keywords: gamification, physics education, STEM education, interactive learning,
educational platforms, Algodoo.

IMocranoBka npo6yaemu. CydacHa cCTeMa OCBITH IepedyBa€ y CTaH1 aKTUBHOT
TpaHcopmMmallii, 10 3yYMOBJIEHO PO3BUTKOM IM(PPOBUX TEXHOJOTIM, 3POCTAaHHAM
1H(OopMaIIfHUX TMOTOKIB, 3MIHOIO OCBITHIX MOTpPeO Ta CTUJIIB HaBYaHHS Y4HIB. B
yMOBaxX JIJKUTANI3aIlli Ta Mepexoay 0 KOMMETEHTHICHOI MapagurMu OCOOJIMBOI
3HAYYIIOCTI Ha0yBa€ MOIYK €(peKTUBHUX METOJIIB 1 3aCO0IB, SIK1 3/1aTHI MiJBUILUTH
MOTHBAIlIIO 3/100yBayiB OCBITH, 3a0€3MEYUTH 1XHIO aKTUBHY y4acTh Y HaBYaJIbHOMY
MPOIIEC], & TAKOXK CIPUATH IIUOIIOMY OCMHUCJICHHIO HaBYaIbHOTO MaTepiainy. OHUM
13 TaKUX I1HHOBAIIMHUX MIAXOJIB € reiMidikaiis — TEXHOJOrid, o mnepeadavae
BUKOPUCTAHHSA ITPOBUX MEXaHIK y HEIrPOBOMY OCBITHBOMY CEpPEIOBUII IS
MIJCUJICHHS TI3HABAJIBHOI AKTUBHOCTI, IMOKPAUIEHHS HABYaJIbHUX pE3YyJbTaTIB 1
PO3BUTKY KJIFOUOBUX KOMITETEHTHOCTEH.

Oco0mMBO akTyalbHUM 3aCTOCYBaHHS redMidikaili € B HaBUYaHHI (DI3UKH —
IpeaMeTa, II0 BUMAara€ BHCOKOTO pIBHS aOCTPaKTHOTO MHCIEHHS, Bi3yami3anii
MPOIICCIB, TOSICHCHHS TNPUYMHHO-HACIIIKOBUX 3B’S3KIB, MOJICIIIOBAaHHS SIBHI 1
MIPOBEICHHSI €KCIIEPUMEHTIB. TpaAuIliiiHl METOAN BUKIAJAaHHS HEPIAKO BUSABISIIOTHCS
HEJIOCTaTHhO €(DEKTUBHUMHM JJIi CyYaCHMX Y4HIB, SKI 3BUKJIHM JI0 1HTEPAKTUBHHX
U(QPOBUX CEPEIOBUII, MYJIBTUMEIIMHOTO KOHTEHTY Ta TUHAMIYHUX (HOPM TTI3HAHHSL.
VY Takux yMmoOBax TOCTae MmoTpeda y CTBOpPEHHI HABYAJIBHOTO CEPEAOBHUINA, SKE
3a0e3neduye MoEJHAHHS HAyKOBOT CTPOTOCTI 3 IIKaBICTIO, TOCTYITHICTIO Ta EMOIIHHOIO

3QJTy4YEHICTIO.



[efimidikartiss 37aTHa BUKOHATH L0 POJIb 3aBASKH TOEIHAHHIO ITPOBUX
enemMeHTiB (Oanu, piBHI, OCHIKI, CIOXKET, 3MaraHHs) 3 HaBYAIBHUM 3MICTOM, IIO
JI03BOJISIE aKTUBI3yBaTH BHYTPIIIHIO MOTHBALIIO YYHIB, MIJBUIINTH iXHIO yBary Ta
1HTepec, PO3BUBATH aHAJITUYHI Ta JOCTITHUIIbKI BMIHHS.

AHai3 gociaimkenb Ta nmyoaikaniii. [IpodiemaM 3acToCyBaHHS TUIAKTUYHUX
irop B OCBITHHOMY TIPOIIEC] OYJI0 MPUCBIYCHO JOCTATHRO JIOCIHIIKEHb HAYKOBIIIB, K1
BHUBYAJIM TEOPETUYHI Ta MPAKTUYHI ACTIEKTH IIUX TEXHOJOT1H. 30Kpema, 1 mpodiemMa
JOCITIKyBanacsl TakuMU yKpaiHcbkumu BueHuMmH, sk H.bemosa, C.I'omoBaxa,
[.T'onuapoBa, O.€Btyx, T.KanammnikoBa, H. Kynukina ta iH. Cepen 3apyOixHUX
JOCIITHUKIB Teimidikaiis HaWOUIbII MOBHO mpeactaBieHa y mnpamsx C. Ipil,
K. Mansaepa, M.X. Pico, T. Porepe, k. Koyaman, B. I'eiik Ta im.

Ha nymky HaykoBIIIB reiimi(ikallis CyTTEBO BIIPI3HAETHCS BiJl THIINX ITPOBUX
dbopM poOOTH CBOEIO HAMPABJICHICTIO HA METY, MOB’SI3aHY 3 PEATHHOIO ISUIBHICTIO. Y
ctatti O. boiiko Ta FO. 3eninra 3a3HavyaroTh, 110 reimidikailisi B OCBITI — 1€ TPOIIEC
MOIIUPEHHS TPU HA Pi3HI CPEepH OCBITH, AKUHN J03BOJIAE PO3TIIANATU TPY 1 IK METOJ
HAaBYaHHS Ta BUXOBaHHs, 1 K (OpMYy BHUXOBHOI poOOTH, 1 gK 3acid opranizamii
IITICHOTO OCBITHBOTO Tporiecy. CIeKTp 3acToCcyBaHHS reiimidikailii B OCBITI JOCHUTb
IIMPOKHM, IO J03BOJIIE TOBOPUTU MPO TMEPCHEKTHBU III€1 TEXHOJOrii Ta ii
eeMeHTiB [1].

HaykoBi mocnikeHHsI AOBOJSATH, 110 32 YMOBH I€aroriyHO BHUBAXKEHOTO
BUKOPUCTaHHA TeiMi(ikamis copusie MIIBUILIEHHIO PE3yJIbTaTUBHOCTI HABYAHHS,
dbopMye B yYHIB TO3UTHBHE CTaBJIEHHS 10 TNpeaMeTa Ta IMOJETHIye 3aCBOEHHS
CKJIQJIHUX TTOHATH 1 3aKOHOMIPHOCTEH (h13UKH.

Meta crarTi nosisirae B aHaii3l mpouecy reimigikanii (pi3MuHOT OCBITH Ta
MPEACTABIICHHI HaNpsIMiB MPAaKTUYHOI peaiizaiii IbOT0 MiIX0Jy B YMOBax
nudposizaiii.

Buknan ocHoBHOro wmarepiany pociaigzkeHns. I[Iporsarom cromith Tpa
MOCTYIIOBO TIEPEXOJMia 3 pO3BakalbHOI chepu y HaBuanbHy. [lodatkoBo ii poiib
oOMexXyBajach IMITallIMHUMU [JisIMH, dYepe3 sSKI JIUTHUHA 3acBOIOBaja MoOJel

MOBENIIHKH, COLIalbHI POJi, MOBY, KYJbTypy. 3rOJJOM y MEJaroriii rpa oTrpumalia



TUIAKTUYHY (YHKIIO, CTABIIM 3aCO00M HE JIMIIE €MOIIHHOTO, a i KOTHITUBHOTO
PO3BUTKY.

Y XX cromitti Oynn akTHBHO cOPMOBAHI ITpOBI TEXHOJOTii HaBYAHHS —
CTPYKTYpOBaHi IMiIXO/H, SIKl IHTETpyBaJIu IrPOBi [Iii, MpaBuia Ta CIOXKET Y HaBYAIbHY
TiSUTBHICTB. ITpu cTanmu 1HCTpYMEHTOM MOTHBAI{, 3aKpITUIEHHS! 3HaHb, OLIHIOBAHHS,
3’ AIBIJIMCH TUJAKTUYHI, POJIHOBI, IUJTOBI Ta KOMIT IOTE€PHI iTpH.

OnHax 13 po3BUTKOM ITU(POBUX TEXHOJIOT1H, MYJIbTUILIAT(HOPMEHOTO HaBUYAHHS
1 TOTpeOOIO MiIBUIIIEHHS 3a7Ty4Y€HOCTI YUHIB, TIeIarorika CTUKHYJIACs 3 HOBUM SIBHILIEM
— reimidikamiero (gamification).

[eitmidikariiss BUHUKIIA SIK HACTYTHUHM JIOTIYHUI eTan eBOJIIOIIT T'pPU B OCBITI —
nepexiJl BiJI BUKOPUCTAHHA OKPEMHUX Irop 10 BIPOBAKEHHS ITPOBUX MEXAHIK Y
HeIrpoBUii (HaBYAJIBLHUM) MPOIIEC.

SKI1110 B IrpOBUX TEXHOJOTISIX I'Ppa € OCHOBOIO METOMY, TO 8 cetmigixayii epa —
ye IHCMpPYMeHm Nooaui, Momueayii ma OYiHI6aHHs, 60Y008AHUU Y CMPYKMYPY
HABYAHHSL.

TepMmin «refimidikaris» (gamification) ymepmre 3'spuBcs y 2002 porri, ane
MacoBo BxkuBaeTbes miciist 2010 poky, Konu Horo TeopeTnyHi 3acagu OyJio IeTanbHO
onucano y npaisix C. [lerrepainra, K. Bep6axa, I'. 3ixepmanna, [[. Xantepa ta iHImx
[5, 6]. 3okpema, K.Bepbax — aBropa kumru «For the Winy, me oOrpyHToBaHO
MO>KJIMBOCTI Teimi(ikaIili yisl mABUINEHHS] MOTHBAIIIl B OCBITI, Oi13HECI, yIpaBIliHHI
NIEPCOHAJIOM, BU3HAYaB reiiMi(ikaliis Sk BAKOPUCTAHHS IPOBUX €JIEMEHTIB Ta IrPOBUX
MEXaHIK y HeIrpOBOMY KOHTEKCTi [6].

VY BiTUM3HSAHIN TieAaroriii BH3HAYCHHS reimidikalii 4acTo TMOB'S3yEThCS 13
BIIPOBA/DKCHHSIM €JIEMEHTIB TpU B TPAAULIAHUNA OCBITHIM MpOIEC 13 METOI0
iIBUIIICHHS MOTHBAIIIT Ta 3aJIy4eHHS yuHiB [2].

Ha ocHOBiI pe3ynbTaTiB NpPOBEIECHUX JIOCHIIKEHb YKPaiHChKI HAayKOBII
O.B. Tpimyk, H.M. ®irons ta H.C. Bonuk Bu3HauaoTh reimidikaliiro sik HOBITHIM
METO/[l, IKM Ma€ MOTY>KHUHM MOTEHLIAN 1 3IaTHUN 3aJy4YUTH YYaCHUKIB OCBITHHOIO
MIPOIIECY JI0 PeTbHUX KUTTEBUX CUTYaIlld Ta MOTUBYBATH iX Ha MEBHI J1i 1 Oa)KaHHS

IIpH 3aCBO€HHI 3HAHb [3].



Iefimidikariis He € Jume 3a0aBKOK0 — 1€ METOJA  IIJIECIPSIMOBAHOTO
HABYAJIBHOTO BIUIMBY, 3JaTHUN 3a0€3MEeUWTH: MiJBUIIEHHS MOTHBAIlll; PO3BUTOK
KPUTUYHOTO MUCJICHHS; 1HIUBITyaTi3aIliio OCBITHROTO MPOIECY; pe(PICKCUBHICTh Ta
caMOPETYJIALIIO.

JloBeneno, 1m0 11 3acCTOCYBaHHS Y HaBYaHHI JUCHUIUIIH TPUPOTHUYO-
MaTEMaTUYHOTO ITUKITY, 1HHOPMATHUKH, MOB, ICTOPIl JO3BOJISIE CYTTEBO ITiIBHIIATH
IHTEepec, 3aIyYeHHs Ta Pe3yJIbTaTUBHICTh YUHIB [2].

[lonmpu cxoXicThb y TepMmiHaX, IrpoBI TeXHOJIOTiHi Ta reuWMidikaiis He €
CHHOHIMAMH. IX BiAMIHHOCTI TpOSABIAIOTHCS B IWISAX, IHCTPYMEHTAaX, CTYIIEHi
IHTerpamii Tpu y HaBYaJbHHUH MpoIec. 3HaHHSA MHUX BIJIMIHHOCTEH HEOOXITHE IS
YCBIJOMJICHOTO 1 HIJIECIPSIMOBAHOTO BUOOPY METOJUK Y TIPAKTHUII BUUTEIS.

VY cydacHux yMoBax TpaHcdopMmallii ocBITH Teimidikaiis HaOyna cTaTycy
CTPATET1YHOr0 IHCTPYMEHTY LIU(PPOBOI MeAaroriky. Ko paHinie BOHa cipuiiMaacs
SK JIOMOBHEHHS J0 YPOKY UM HECTAaHJAPTHHM METOJ MOTHBAIii, TO ChOTO/JHI BOHA
MEPETBOPIOEThCS  HA  (PYHJIAMEHTANbHUWA TNPUHLIUN TOOYJAOBH  HABYAJIBHOTO
cepeloBUIIa, 30KkpemMa y (popMaTtax IUCTaAHIIMHOTO, 3MIIIIAHOTO Ta IEPCOHATI30BAHOTO
HaB4aHHA [4].

OpmHuM 13 TOJIOBHUX KataizaTopiB reimigikanii B XXI cTomiTTi cranu uudposi
OCBITHI TJIATQPOPMHU, SIK1 THTETPYBaAIM ITPOBI MEXaHIKH — B1J OCHMIKIB 1 pEUTHHTIB 10
CIOXKETIB 1 BIpTyaJIbHUX aBaTapiB.

Kahoot!, Quizizz, Wordwall, Baamboozle — cepsicu asist CTBOpeHHs BIKTOpUH
1 3Marasb, 1110 JJO3BOJISIOTh MUTTEBO OLIIHIOBATH 3HAHHS, BUKOPUCTOBYBATU MPUHIIUIL
«Tpa 4epe3 HaBUYaHHS» 1 CTBOPIOBATH aTMOC(hepy TpH.

Classcraft — cucrema, e y4Hi MaloTh aBaTapiB, OYKH 3J10POB’s, TOCBITY, Micii,
B32€EMOJIIIOTh Y KOMaHaX, OTPUMYIOTh HAaropoJiu 3a MOBEAIHKY Ta HaBUaJIbHI YCITIXH.
Ile mpukiaa MOBHOLIHHOTO TeMi(iKOBAaHOTO OCBITHBOT'O CEPENIOBMINA, a HE JIUIIE
IHCTPYMEHTA /ISl BIKTOPUH.

ClassDojo — mnardopma, opieHTOBaHA HA TOBEAIHKOBY MOTHBAIIIO: YUHUTENb

BUCTAaBJIIE€ YUHSIM Oanu 3a CTapaHHICTh, TOOPO3UUIMBICTh, YBaXHICTh TOIO. BoHa



3aCTOCOBYETHCS SK Yy MOJIOJIIMX, TaKk 1 B CepeAHiX Kiacax s (QopMyBaHHA
MTO3UTHUBHOI'O MIKPOKJIIMATYy B KJIacl.

Minecraft Education Edition — mnpukiax cepenoBuiia, B SKOMYy Tpa CTa€
OCHOBOIO HAaBYAJBHOTO JOCBIAY, 0COOMMBO B KOHTEKCTI STEM. VYuHi BHBYaIOThH
¢i3uky, OloJorito, MaTEMaTHKy Yepe3 MOJECNIOBAaHHS Ta CHMYJSIIlI B IrpOBOMY
IPOCTOPI.

i mratdhopmu 103BOJISIOTH MOEAHYBATH ITPOBY JIOTIKY 3 OCBITHIM 3MICTOM, JI€
y4€Hb CTa€ aKTUBHUM areHTOM HaBYaHHSI, a HE TACUBHUM CIIO’KHBAYEM.

®di3uyHa OcBiTa B YKpaiHi NEPEKUBA€E MEPI0JI OHOBIEHHS, MPOTE CTUKAETHCS 3
HU3KOI0 BUKJIUKIB:

® 3MCHIICHHS KUIBKOCTI TOJIMH HA BUBUCHHS MPUPOJTHUYNX JTUCIUTLIIH;

® 3acTapull METOAWKM BHKJIAQJAHHS, 110 HE BPaXOBYIOTh IHTEPECH CyYaCHHUX
YUHIB;

® HU3BKUI PIBEHb TEXHIYHOTO 3a0€3MeUEHHS IIKLJT;

e edilUT IHTEPAKTUBHOTO HABYAJIIbHOTO KOHTEHTY YKPaiHChKOIO MOBOIO.

Kpim Toro, mns Oaratbox YyuHIB (hi3WKa AacCOIIOETHCS 13 «CKJIQJIHOIO» 1
«HygaHOIO» muctuiuiiHoro. lle ¢opMye HeraTuBHY yCTaHOBKY Ha CIPUNHATTA
peaMETy, SIKY BaKKO 3MIHUTH 3BUYATHUMU JTUJAKTUIHUMU 3aco0amu. ['eimidikarris
y Gi3u4HIA  OCBITI  JOTIOMarae TEpPEOpIEHTYBAaTH  AKIEHTH 3  MPOCTOTO
3amam’sITOBYBaHHs (pOpMyJI HA OCMUCIIEHE HAaBYaHHS 4Yepe3 MIsUIbHICTD 1 JOCBI.

CyyacHa mikoJia PyHKI[IOHY€ y KOHTEKCTI HIUPpoBOi TpaHchopmMallii OCBITH, €
Y4HI 3BUKJIU JI0 IHTEPAKTUBHOTO, MYJIbTUMEIIMHOTO Ta Bi3yaJIbHOTO KOHTEHTY. Tomy
e(eKTUBHICTh HaBYaHHS (DI3UKH 3HAYHO MiJABUILIYETHCS 32 YMOB IHTErpaLlii HUPPOBUX
IHCTPYMEHTIB TeiimMidikarllii y HaB4aabHUHN MIPOIIEC.

J1o TakuX IHCTPYMEHTIB HAJIEXKATh:

Kahoot, Quizizz — onnaitH-BiIKTOpHUHH, 10 TIEPETBOPIOIOTH KOHTPOJIb 3HAHB Ha
rpy;

LearningApps — KpocBOP.IH, TOJIOBOJIOMKH, BIIPABH IS IOBTOPEHHS MIOHSTh;

PhET Colorado Simulations, Algodoo — iaTepakTUBHI cuMyJISIil Qi3HuHMX

SIBUIIL;



Classcraft, ClassDojo — mnatdgopmu s MOTHBAIlii, KOMaHIHOI IpH K
OIIHIOBAHHSI MOBEAIHKH YUHIB.

[HTerpaliist TakuX pecypciB CIpHsEe HE JUIIE 3aTyYCHHIO, a W 1HAUBIAyami3arii
HABYaHHS: yY€Hb MOXKE OOMpATH TEMII, PIBEHb CKJIATHOCTI, & CACTEMAa MUTTEBO pearye
3BOPOTHUM 3B’s13KOM. Lle cTBOpro€e cepenoBUIle “TIO3UTUBHOIO BUKIHUKY , Y SKOMY
KOXXEH yYUeHb Ma€ IIaHC Ha YCITiX.

®di3uka Mae 3HAYHUM TOTEHINA JJISI CTBOPEHHS CHOKETHUX 1 MPOOJIEeMHHUX
ITpOBUX CHUTYyalllld, y SKUX 3HaHHA Ha0yBalOTh MPAKTUYHOTO CeHCy. [HTerparris
1idpoBoro remiikoBaHOr0 KOHTEHTY Y HaBUYaHHS (DI3UKH € BOXXJIMBUM HAIPSIMOM
MOJIEpHI3allii OCBITHBOTO MPOIIECY, IKUM MOETHY€E TPAAUIIINHI eIaroriyHi TEXHOJIOT 11
3 IHTEPAKTUBHUMU HU(POBUMHU CEPETOBUILIAMHU.

Algodoo — 1ie iHTEepakTHBHE CEpPEAOBHIIC MOICIIOBAHHS (DI3MYHUX SBHII,
MpU3HAYCHE 11 CTBOPEHHS JUHAMIYHMX Bi3yaiizamii i cumynamii y dbopmati 2D.
[Iporpama mnoeAHye €IE€MEHTH IrpOBOI TBOPYOCTI, (PI3UYHUX EKCIEPUMEHTIB 1
KOHCTPYKTOPCHKOTO MiJIXO1y, 110 JIO3BOJISIE€ YUHSIM MOJCIIIOBATH MPOIECH Ha OCHOBI
3aKOHIB MEXaHIKH, ONTUKHU, T1POCTATUKU, KIHEMATHUKU TOIIO.

3aBasku mpocToMy iHTepdeicy il iHTepakTUBHUM i1HCTpyMmeHTam Algodoo
BUKOpUCTOBYETHCS Y STEM-0CBITI IK OCBITHIM (p13MYHUIN "TIICOUHMI MaliTaHYuK", 1€
MO>KHa CTBOPIOBATH BJIACHI BIPTyasbH1 J1a00paTopii Ta NPOBOAUTH €KCIIEPUMEHTH.

Posrnsinemo BapianT pobotu 3 Algodoo yepe3 metomuky y ¢opmi STEM-
reiimigikarnii.

Tema cumynsmii: «Pyx Tima mo moxwmiii ruionuHi. BrmmB kyTa Haxwiy,
MaTepiaixy Ta TEpTS Ha PyX».

KpiM OCBITHBOI METH, BHU3HAYAEMO IrPOBY METy: CTBOPUTH YMOBHU
JOCIIITHUIIBKOTO 3MaraHHs, sIKOMOTa TOYHIIIE 3MOJIEIIOBATH YMOBH, 3a SIKUX TLJIO
KOB3aTHUME 3 OJTHAKOBUM ITPUCKOPEHHSM IPH PI3HUX KyTaX HAXUITY MOXHUIIO1 TUTOTIIHHM.

VYuHi mpamooTh y mapax abo rpymnax, KoKHa Tpyla CTBOPIOE BIIACHHI
«BIPTyaJbHUHN E€KCIIEpUMEHTAIbHUM cTeHa» y Algodoo.

3a KOXKEH KOPEKTHO BHKOHAHWH KpOK (HAJaIITyBaHHS CIIEHU, 3aIlucC

CIIOCTEpEeXKEHB, (OPMYITIOBAHHS BUCHOBKY) KOMaHa OTpUMY€ Oanu abo OenxKi:



«IHxKeHep creHn» — 3a MPaBIWIIbHE CTBOPEHHS TTOXUIIO] TUTOIIUHY;

«AHaANITHK CUD» — 3a MPaBUIIbHE B1JI0OPAKEHHSI BEKTOPIB CHUIT;
«TexHomor-onTuMi3aTop» — 3a MOSICHEHHS BIUTUBY TEPTS;
«Di3uK-eKCIepUMEHTATOP» — 3a IPABUIIbHI BUCHOBKH.

Cmpyxmypa 3auamms (STEM-eevimigpikayivinuii cyenapiii)

Etan 1. MotuBaiis (5—7 xB). Yuutenb neMoHCTpye cnaiin y Algodoo i3 pyxom

Opycka MOXHUIIOO IJIONIMHOKO (pHc.l).

Puc.1. Pyx 6pycka noxuoro miommaoro B Algodoo

3anutye: «HYoMmy Ha OAHHMX TUIONIMHAX TII0 KOB3a€ MIBUAIIE, HIK HA 1HIINX 7Y,
«I1lo BrIMBaE Ha IPUCKOPEHHSI 7))

VYuHi GOopMyITIOIOTH NPUITYIICHHS (TITOTE3H).

Etan 2. PoGora B Algodoo. O3znaifominienHss 3 iHTepdeiicoM (AKIIO y4HI
MPAITIOIOTh B CUCTEMI BIIEPIIIE).

Yyutenb MOSICHIOE: SIK CTBOPUTU OO’ €KTH (ITJIOMIMHY, TiJI0, BEKTOPH CHN); 5K
YBIMKHYTH MapamMeTpu (TyCTHHA, KOeQIIIEHT TepTs, Haxuid); SK YBIMKHYTH
Bi3yasizailito cui (rmoka3 BekTopiB N Ta mg); ik KOpUCTYyBaTUCh MaHeo Material —

4 boxes (IIUIBHICTB, TEPTS, MPYKHICTB).



Eran 3. Bukonanss irpoBoro 3aBnanss (25-30 xB). 3aranbHa micist: CTBOPUTH
CUMYJIAIII0 PyXy TPhOX TUI MO MOXWIMX IUIOMIMHAX 13 PI3HUMHU KyTaMH HaxXWily Ta
KoedilieHTaMH TePTSL.

[TopiBHSATH pe3ynbTaTd — sKa KOMOIHAIS MapaMeTpiB Ja€ HaWOUIbIIy
MIBUKICTh a00 HAMMEHIIIHMH MIJISX TaJIbMyBaHHS.

Micist 1 — “Imxenepu ripku”. CTBOPUTH TPU MOXHIII TUIOIIMHUA PI3HOTO KyTa
(mampukian, 20°, 30°, 45°). Po3micTuTi o ogHOMY TUTY Ha KOXKHIM TUIOIIWHI.

Micis 2 — “®izuku-anamitukn’”’. BimoOpasutu BekTtopu cmi mg i N.
BuzHaunTt, sIK 3MIHIOETBCS IPOEKIIIS CUIIM TSKIHHS MPU PI3HUX KyTax.

Micist 3 — “TepTst IpOTH NPUCKOPEHHS . Y CTAHOBUTH Pi13H1 KOS(PIIIEHTH TEPTS
(0,1; 0,3; 0,5). ITpoBecTn criocTepeIKEHHS: Y AKIM CHTYyaIlil TIJIO KOB3a€ IBHIIIC?

Micist 4 — “Eneprig B aii”. YBIMKHYTH rpadik KIHETUYHOI Ta MOTEHINATbHOT
eHeprii. [IpocTtexuTn, K eHepris NepexoIuTh 3 NOTEHLIAIBHOI B KIHETUYHY TiJ] 4ac
PYyXYy.

Micis 5 — “®inan STEM-kBecty”. IlopiBHSATH pe3yJlbTaT TPHOX CIICH.
3poOUTH KOPOTKHUI1 BUCHOBOK:

«Slkuit pakTop HANOUIbINE BIUIMBAE HA MMPUCKOPEHHS?», «SIK 3MIHIOETHCS CUIa
peaxiiii OropH MpH Pi3HUX KyTax?»

JInst y4HIB, SKi MBHIAINIE BUKOHYIOTH 3aBAAaHHS, MOAATH YCJCHIK: 3MIHUTH
Matepian Tiia (1epeBo, CTallb, TyMa) 1 JOCTITUTH PI3HUIIO0 B KOEdIIIEHTaX TEPTH.

Etan 4. PesynpraTu: banu 3a koxxHy BuUKOHaHy Micito (10—15 OaniB); mouika
pesynbrariB y Google Classroom abo Ha KIacHIM JOmII; KapTa JOCSATHEHB
(«Bunaximauk», «Di3UK-€KCIIEPUMEHTATOP»); KOMAHHI 3MaraHHs: Yds CUMYJISIS
HANTOYHIIIE IEMOHCTPYE 3aKOHU PYXY.

Eranm 5. Pednekcis Ta oImiHOBaHHSA. Y4YHI OOTOBOPIOIOTH, IO OYJIO
HAWCKIJIQHIIUM TIPU HaJAIITYBaHHI MOJEII, YOMY BaXXJIMBO BPaxOBYBaTH TEPTS Ta
Macy, K MOXHa 3aCTOCYBATH MOAI0HI CUMYJISIIT B pealbHOMY >KUTTI (HAIpHUKIad, y
TpaHCTOPTI, OYIIBHHUIITBI, CLIOPTi)?

[IpotsiroM rpu AOLUUILHO BHKOPUCTOBYBAaTH Bifeodikcaliio ekpaHy (screen

recording), 00 y4H1 MOTJIM 3pOOUTH KOPOTKY MPE3EHTAIII0 CBOiX Pe3yJIbTaTIB.



Cepenosuiie Algodoo BHuCTymae He MPOCTO K HUMPPOBHN 1HCTPYMEHT s
BIITBOPCHHS (Q13MYHUX IPOIIECIB, a K rermMidikoBaHa Jadoparopis, A¢ Y4HI CTaIOTh
AKTUBHUMH JTOCITITHUKAMH, 1H)XCHEpaMH Ta CITiBaBTOPaMU HaBYAJIBHOTO MPOIIECY.
Horo irpoBa mpmpoja — MOXIIMBICTH CTBOPIOBATH BJIACHI CIIEHH, KepyBaTH
napaMeTrpamu, OayuTH pPe3yJIbTaTH EKCIEPUMEHTY B pEaTbHOMY 4Yaci — CIpHSE
1BUIIEHHIO BHYTPIIITHROT MOTHUBAIIIT Ta €MOIIMHOI 3JTy4eHOCTI.

BucnoBku. I'eiimidikaiis y HaBuaHHI (i3MKH € €PEKTUBHUM HaMpsIMOM
MOJIepHi3allii OCBITHBOTO MPOIIECY, IKUI MMOETHYE HAYKOBY TOUHICTh, Cy4acHi IIU(PPOBI
TEXHOJIOTII Ta IrpoOBY JIsUTBHICTH y4HIB. BoHa 3a0e3nedye KOMIUIEKCHUM PO3BUTOK:
KOTHITUBHUN (pO3yMiHHS (PI3UYHUX 3aKOHOMIPHOCTEH), €MOIIHHO-MOTUBALIIMHUIMA
(iHTepec 1 3ady4yeHICTb), KOMYHIKaTUBHHUWA (KOMaHAHa pobOoTa), uudpoBuit
(BUKOpDHUCTaHHSI OCBITHIX CEpBICiB), TBOpYUN (CTBOPEHHS KOMIKCIB, CHUMYJISIIIMN,
IHTEpAaKTUBHUX 3aBlaHb). llepcrekTuBOI MOJANBIINX JOCHIKEHb BBAXKAEMO
pO3pOOKY METOJIMYHUX MIJXOJMIB Ta MaTepiaiiB, fKI MOXYTb OyTH BHKOPHCTaHI

BUUTEISAMU (Q13UKHU YISl YCIIIITHOTO YIPOBAHKEHHS TeliMi(i1KOBAHOTO MiIX0Y.
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Bigomocrti npo aBTOpiB
T'opronosa Kamepuna Bonooumupiena — cmyoenmxa |l kypcy macicmpamypu ¢paxyromemy
iHGhopmayiinux mMexHoNo2Il, MamemMamuky ma NpupooHudux Hayk LlenmpanbHoyKpaincbkoeo
oepaicasroeo yrigepcumemy imerni Borooumupa Bunnuuenka.
Canvrux Ipuna Bonooumupiena — 0okmop neoazoliuHux Hayk, npogecop, npoghecop
Kageopu mamemamuxu, izuxu ma mMemooux uKiadanus LlenmpanbHoyKpaincbko2o 0epicasHo2o

VHigepcumemy imeHi Bonooumupa Bunnuuenxa
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