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Abstract
The article is devoted to the use of digital didactic games in teaching mathematics. The definitional

n.n n.n

analysis of the concepts of "computer game", "digital game", "video game", "electronic game",
"browser game", "mobile game" is carried out. It is established that they are related but not identical.
These terms are united by the technological approach to the formation of the respective names. In our
study, we will use the term "digital game".

In Ukraine, digital games are still used sporadically in the process of teaching mathematics to
secondary school students, as there are practically no sound technologies and methods for their

application.
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AHoTaNisa
B crarTi po3rnsgaroTbes NMUTAHHS 3aCTOCYBAaHHS IHU(POBHX NUAAKTHUYHHMX Irop y HaBYaHHI
MareMatuku. [IpoBeneHo nediHITHBHUN aHaji3 3MICTY MOHATHh «KOMIT FOTEpHA Tpay, «IudpoBa
rpay, «BiI€OTpay, «EJIEKTPOHHA rpay, «Opay3epHa rpay», «MoOUIbHA rpay. BcTaHOBIEHO, 1110 BOHU
€ CIIOPITHEHUMHU, aJie He TOTOXKHUMH. i TEpMiHU MO€IHYE TEXHOJOTIUHUM MIIX1/ 10 YTBOPSHHS
BI/IMOBIIHMX Ha3B. Y BJIIACHOMY JOCIIKEHHI MH OyJeMO BUKOPHUCTOBYBATH TE€PMiH «IudpoBa
rpay.
B Yxpaini mudpoBi irpu B mpolieci HaB4aHHS MATEeMaTUKH YYHIB 3aralIbHOOCBITHBOI KON MTOKH
[0 BHKOPHCTOBYIOTHCS €IMI30AMYHO, 0O NMPAKTUYHO HEMAae OOIPYHTOBAHHMX TEXHOJIOTIH YU
METOJIUK 1X 3aCTOCYBaHHS.

Knrouoei cnosa. Komm’torepna rpa, udposa rpa, nudpoBa AUJaKTUYHA IPa.

CydacHuii cTaH po3BUTKY OCBITH B YKpaiHi BUMarae HOBHUX HIJXOJIB 10 OpraHi3aiii HaBYaHHS
YUHIB, 5IKi 0 BpaXOBYBaJlM HUHIIIHI peanii BOEHHOTO CTaHy, CIIPHIIN (OPMYBAHHIO 1 PO3BUTKY
IIKOJISIpa B TICHOMY B3a€MO3B’SI3KY 3 IPUPOIHUM Ta COIIAIbHUM CepelioBHUIEM. ToMy BUHHKAE
HEOOXIiHICTh MOIIYKY e(heKTUBHMX NUIIXIB OpraHi3alii HaB4aJIbHOTO MPOLECY, SKi MOTPEOYIOTh
BiJl YUUTEJISI BMIiHHS 3aCTOCOBYBATH Ha MPAKTHII CyYacHI TEXHOJIOTi] HABYaHHS.

JIOCSATHEHHIO METH HaBUaHHs MaTeMaTHKH Ta peai3auii 0COOMCTICHO-CIIPSIMOBAHOIO MiJXO0AY,
sIKE MePIIOYEProBO CTABUTH 3aB/AaHHS CTBOPEHHS CIIPUATIMBUX YMOB JUUIsl BUSIBIIEHHS 1 pO3BUTKY
3MI0HOCTEH Y4YHIB, 3aJIOBOJIEHHS iX Mi3HABaJIbHUX MNOTpPe0 Ta IHTEPEeCiB, PO3BUTKY TBOPYOI
CaMOCTIMHOCTI, MOX€ CIPHUATH BUKOPUCTaHHS IUIAKTUYHUX 1rop, 30Kpema, i nudpoBux y
HaBYaHHI MaTeMaTHKH.

[IpoTaroM OCTaHHBOTO NECATUIITTS HAYKOBIII T4 BUNTENI-IPAKTUKU 10YAJIU BUSBIISIIN OCOOIMBUIN
1HTEpeC A0 BUKOPUCTAHHS TUAAKTUYHUX LU(PPOBUX IrOp B HABUAIBHOMY MpOIieci. Y MCUXOJIOro-
NeAaroriyHii Hayll HaKOMMYEHUI IEBHUM JOCB1/1 BUKOPUCTAaHHS UPPOBUX TUIAKTUYHUX 1rOp B
HaBYaHHI MaTEeMaTHKHU. Y BIIACHOMY JIOCHIJKEHHI MU aHaJI3yeMO HaMOLIbII pernpe3eHTaTUBHI
JOCHIJUKEHHsT BITYM3HSHMX Ta 3aKOPJOHHHUX HAYKOBIIIB, $IKI OLIHIOIOTh BIUIMB IU(PPOBUX
JTUJIAKTUYHUX ITOp Ha MPOLIEC HABYaHHSA MaTeMaTHKH, a TAKOXK Ha MOKpAILEHHs MaM'sITi, yBark Ta
KOTHITHBHHMX HaBUYOK [2;3;5;6].

3ayBaxumo, MO ykpaiHcbkuMH HaykKoBIsIMU (bukos, Jlemenko, 2016) 3amodyaTkoBaHO HOBUI
HaIpsIM MeJaroriyHoi Hayku — HUPPOBY T'YMaHICTUYHY M€Jaroriky, OJIHUM 3 BEKTOPIB HAYKOBOT'O
MOIIYKY SIKO1 € JOCIIIKEHHSI YMOB BUKOPHUCTaHHS IU(POBUX 1rop y HaBuaHHi [1].

[Ipore Halimmpioro 3acTocoByBaHHS Ha0yu U(POBI irpy y HaBuaibHOMY Ipouect mkin CHIA.
VY nonosimi «llo3a migpydHukamMu Ta JEKIIsIMU: IU(GPOBE IrpOIEHTPOBAHE HABYaHHS NpU
BUBYEHHI NPUPOIO3HABUNX, TEXHOJIOTIYHUX, IH)KEHEPHUX, MaTeMaTHUHUX JTucHMILIiH (STEM)»,
nigrorosnenoi ans Llentpy Jlockonanocti B Ociri (Center for Excellence in Education) miugposa
rpa BU3HAYAETHCS <K Oynb-fKa I'pa Ha KOHCOJI, MOPTATMBHOMY HPUCTPOI, cMapTQOHI UM
KOMII 10Tepi, BKIIOYatouu OpaysepHi irpu» [7].

Bigomuii amMepuKaHCHKHMI TICHXOJIHTBICT, €KCIEPT Yy Taly3l OCBITH 3 JIONMOMOTOIO BiJI€Oirop
JIx. I1. JIxi mipaitioe Ha po3poOKOI0 TEOPETUIHOI 0a3u 11 aKTUBHOTO 3aCTOCYBAHHS B1I€0OITOp
y HaB4YaibHOMY TIporieci. OCHOBHI CBOi 1J1e1 Ta apryMeHTH Ha KOPHUCTh HABYAHHS 3 JOIOMOTOIO
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Bizeoirop aBTop BUKJIaB y poboTi «What Video Games Have to Teach Us About Learning and
Literacy» [4]. HaBuanus Ha ocHoBi rpu GBL € MeTomoinorieo, sika BUKOPHCTOBYE TEpeBaru
OCBITHBOTO MOTEHIliaTy, 10 HAaJaeThesl «videogamesy» B3arajii Ta Tak 3BaHUMH «Seriousgames»
30KpeMa. AHITIHCBKUN TepMiH «seriousgame» (cepiiozHa rpa) abo «appliedgame» (mpukiagHa
rpa) BAKOPUCTOBYETHCS A0 Irop, sIKi, OKPIM pO3BaKaIbHOT, MAIOTh KOHKPETHY HaBYaJIbHY METY [4,
c.41].

B enuuknonenii cygyacHoi YkpaiHU HaBOJUTHCS HACTYITHE BHU3HAUEHHS: «KOMII IOTEpHA I'pa —
B3A€EMO/IisI JTIOIMHU (TPYITH JIFOACH ) 3 KOMIT FOTEpOM ab0 IEeKiIBKOX JIF0IEH Mi>K COOO0FO 3a IOTIOMO-
oK KOMIT I0Tepa JiJis pOo3Bar, HaBYaHHS Yd TPEHYBaHH»|8].

3ayBakuMo, 10 MOHATTS «IIU(PPOBa Tpay, «EICKTPOHHA TPay, «KOMII IOTEpHA TPay, «BiIEOrpay,
«ayaio Tpa», «OH-JIAWH Tpay, «Opay3epHa Tpa», «MOOUIbHA Tpa» € CHOPiAHEHHMH, ajle He
TOTOXHHUMH. [X HOE€IHYE TEXHOJOTIUHMH MiAXiA 10 YTBOpEHHs BiamoBizHux Hase. Ha mouarky
XXI cT. iHTeHCHBHE MOMHUPEHHS U (PPOBOT €IEKTPOHIKH 3yMOBHIIIO TIOSABY 1 MOMIKMPEHHS KaTeropii
«uGPOBI irpu», MO BXKHUBAETHCSA SIK CHHOHIM JI0 MOHATHh «KOMIT FOTEPHI irpu», «BiJeoirpm» 3a
YMOBH, IIIO 1Ii TEPMIHM BUKOPUCTOBYIOTBHCS JUJISl OMUCY irop, sKi BiIOyBAarOThCS HA MOHITOpax
KoMI'toTepiB. [HImII Buau 1mU@POBUX Irop MOEAHYIOTH KOHCOJBHI, apKajHi, MOPTAaTUBHI
€JIEKTPOHHI ITPH Ta ayJio irpH.

VY BIIacCHOMY JIOCIIJKEHHI MU OyJIeMO BUKOPUCTOBYBATH TEPMiH «IH(ppoBa rpay.

B Vkpaini mudpoBsi irpu B mporieci HABYaHHS MAaTEMaTHKH YUHIB 3aTalbHOOCBITHBO IIKOJIHM TIOKA
10 BHKOPHCTOBYIOTHCS €IMI30AMYHO, 00 MPAaKTHYHO HEMae OOIPYHTOBAHMX TEXHOJOTIH M
METOIMK 1X 3aCTOCYBaHHS.

BukopucranHs BuuTeNsAMH LUQPPOBUX Irop B Mpoleci HAaBYaHHA MaTEeMAaTUKU IE€PEBAXKHO
HalileHe Ha (OpMyBaHHS B YYHIB MI3HABAIBHOIO IHTEpeCy 1 3/1e0UIBIIOr0 He CIpuse
MiBUIIEHHIO YCIIITHOCTI Ta SKOCTI HaBUaHHS. TOMY HUHI aKTyaJIbHUM € MUTaHHS MOXJIMBOCTI Ta
JOLIBHOCTI BUKOPUCTaHHA HU(PPOBUX IrOP 3 METOIO IMiIBUIIEHHS SIKOCTI HABYAIBHOTO MPOLIECY,
1110 MM TUTAHY€MO 3]1IHCHIOBAaTH B HAIIMX MOJAJIBIIMX JTOCIIIKEHHSIX.

Jlitreparypa:
1. bukos B. Jlemenko M. Ludposa rymanicTuyHa menarorika BiAKpUTOI OocBITH. Teopis 1
MpPAKTUKA YIOpPaBIiHHSA comiaibhuMu  cuctemamu, 2016, — Ned —  (C115-130. URL:
http://nbuv.gov.ua/UJRN/Tipuss 2016 4 13 2016 ([lara 3BepHenns 06.04.2024)
2. bysbko B. JI., €ukano, 0. B. I'eiimidikartis sk 3aci6 GpopMyBaHHS Mi3HABAIBHOTO IHTEPECY Y
HaByaHH1 ¢i3uku. HoBiTHI koMn totepHi TexHouorii. Kpusnit Pir, 2017. — Tom 15 — C. 171-175.
3. Boesoma A.JI, Marsmt O.I. Po3BuTOK mi3HaBaJbHOT AaKTUBHOCTI CTYIEHTIB B YMOBax

BUKOPHUCTAHHS KOMIT IOTEPHUX 3ac00iB HaBuaHHs. 30. HayK. mp. YMaHCcbkull nepxk. [lexyHiBepcuter
im. [1. Twaman. K.: Mineniym, 2005. — Cnerr.Bunyck. — C.97-102.
4, Beoma A.JI., Muxaiinenko JI.®., IlynoBa C.C. 3actocyBanns konmemniii «Game Based

Learning» B ocBiTHbOMY mporeci. di3uka 1 MaTemMaTuka y BUIIIM 1 cepenHii mkoini. HaykoBuit
qaconuc HITY imeni M. I1. JIparomanoBa. BunaBaunrso HITY imeni M. I1. JIparomanosa, 2018 —
Bumn.20. — C. 38-44.

S. IHTepaKkTHBHI TEXHOJOIIl HAaBYaHHS Yy BHILOMY I€JaroriYyHOMY HAaBUYAJIBHOMY 3aKJai
HaByanbHuii mocionuk / P. C. I'ypesuy, M. FO. Kanewmis, JI. C. llleBuenko ; 3a pexa. ['ypesuua P. C.
Binnung : TOB ¢ipma «Ilnanep», 2013. 309 c.

6. Jlemenko II. A. 3apyOikHHII AOCBIA BUKOPUCTaHHS KOMIT IOTEPHUX IMOp B AaCMEKTI
dbopmyBanHs komrereHTHOCTeH XXI cromitts. Ilemaroriuna kommaparuBictuka — 2016: ocBiTHI

19


http://www.irbis-nbuv.gov.ua/cgi-bin/irbis_nbuv/cgiirbis_64.exe?C21COM=2&I21DBN=UJRN&P21DBN=UJRN&IMAGE_FILE_DOWNLOAD=1&Image_file_name=PDF/Nchnpu_3_2018_20_9.pdf
http://www.irbis-nbuv.gov.ua/cgi-bin/irbis_nbuv/cgiirbis_64.exe?C21COM=2&I21DBN=UJRN&P21DBN=UJRN&IMAGE_FILE_DOWNLOAD=1&Image_file_name=PDF/Nchnpu_3_2018_20_9.pdf

pedbopmu Ta iHHOBamii y TJ0oOaTi30BaHOMY CBITI: Martepianmu BceykpaiHChKOro HayK.-TIPaKT.
ceminapy (Kuis, 6 uepBus 2016 p.). K.: Ilenaroriuna qymka, 2016. — C. 190-192.

7. Rapini, S. Beyond textbooks and lectures: digital game-based learning in STEM subjects.
Center for excellence in education. 2012. URL: http://gamingforeducation.weebly.com

8. [Mumumuyk, P. B., Kamanan, P. T'. Komm'torepna rpa. Ennuknonexnis CyuacHoi Ykpainu:
enektponHa Bepcis [BeO-caiit] HAH Vkpainu, HTII. KwuiB: I[HCTUTYT eHIMKIONEIUYHUX
nocmmpkens HAH VYkpainm, 2014. URL: http://esu.com.ua/search_articles.php?id=4393 (nata
3BepHeHH:: 06.04.2024).

20


http://gamingforeducation.weebly.com/
http://esu.com.ua/search_articles.php?id=4393

