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METOAOJIOI'TA PO3POBKN HABYAJIBHUX HTU®POBUX
PECYPCIB Y BUTJISIAI OHJIAWH ITOP

AHoTaiist. Y cTarTi po3rIISIHYTO OCHOBHI acleKTH Ta METOAH PO3POOKH HABYAIBHHX KOMIT FOTEPHHX
irop. ABTOpamM 3a3Ha4yeHo, IO Yy cdepl po3poOKM HABYAIBLHUX Irop ICHYE BeNIMKA KUIBKICTH
HepO3B’$[3aHI/IX 3aJja4y Ta BHHHKAE 6araTo 3aliMTaHb, OB SI3aHUX 3 MOACIIAMHU, MCTOJaMHM Ta
TEXHOJIOTISIMA PO3POOKM HaBYAJIbHHUX Irop, iX OI[HKOI Ta aHaji30M, HIO0 MOTPEOYIOTh PETEbHOro
JIOCITIJDKEHHST Ta BPAXyBaHHA MPU CTBOPEHHI HABUYAJBHOIO KOHTEHTY. Bim3HawaeTbcsi 30LIbILICHHS
HOMYJISIPHOCTI OHJIAWH irop B CYJaCHHX yMOBax TEXHOJIOTIYHOrO mporpecy. Busnadeno pomb Ta
TiepeBary 3aCTOCYBaHHS OHJIAMH irop B OCBITHIM ISUILHOCTI Ta IXHii BIUIMB Ha MiABMILEHHSA MOTHBALI{
JI0 HaBYaHHA Yy 3100yBadiB OCBITH Ta MOKPAIIEHHS Pe3yIbTATHBHOCTL. Y CTaTTi HAaBEACHO KIIFOYOBI
ACIeKTH METOJIONIOTT PO3pOOKM HABUAJIBHUX irop. [ pyHTYIOUKCH Ha aHai31 YCMIIHMX HABYAIIbHHX ir0p
pO3po0IIEHO CXeMy KOHIENIi HaBYaHHs, IrPOBOrO JM3aliHy, IHTEPAKTHBHOCTI Ta aJalTUBHOCTI
HaBYaJIbHOI OHJIAIH rpu. PO3poOKy KOHIIENTyansHOT MOJIelTi HaBYaHHSI 3alPOITOHOBAHO 3T ICHIOBATH 32
pe3yNbTaTaMy aHai3y CKJIaJIHOI CUCTEMH Ta JIF0YMX HPUITYLIEeHb. 3a3HAYCHO, 1110 Ha IIbOMY €Talli Mae
BiZOyBaTHCSl YTOYHEHHS 3a/lad MOJIEJIOBAHHS, BHM3HAYEHHsS MPOLIEAYp Ta CKIafaHHs rpadika
IMITAI[I{HOrO eKCIIepUMEHTY. BiaMiueHO Ba)JIMBICT 3/iHCHEHHS (OpPMalbHOrO OmKcy 00’€KTa
MOJIEITFOBaHHSI, TOOY/IOBAHOTrO Ha PO3pOOIIi ATOPUTMIB MOBEIIHKH KOMITOHEHT CKJIaJIHOI CHCTEMH Ta 1X
B3aeMoii. 3a3Ha4YeHo, 1110 MPABWILHUM BUOIP MOBH MPOrPaMyBaHHsI € BaXJIMBUM aClieKTOM PO3POOKH
irop, OCKUIbKM KOXKHa MOBa Ma€ CBOi OCOOJMBOCTI Ta 3aCTOCOBYEThCS Y pi3HHX cdepax irpoBoi
po3poOKu. Po3risiHyTO Jesiki 3 HANIOMIMPEHIIINX MOB TPOrPaMyBaHHSI, sIKi BUKOPUCTOBYIOTBCS LIS
CTBOPEHHS 1rop Ta MPOaHaTi30BaHO MOXJIMBOCTI iX 3aCTOCYBaHHS MPU PO3POOIL HABYAIBHUX OHJIANHH
irop. BucyHyto isiet0 po3poOKH OHNAiH TpH, sika MICTHTh aJAlTUBHI CHCTEMH, IO PErYJIIOITh
CKJIAHICTB 1 TEMI HABYaHHA, HAIAI0UH JOIIOMOT'Y 3a TIOTpeOu. 3amporoHOBaHa HaBYaIbHA OHJIAH Ipa
JIO3BOJISIE TIEPCOHANTI3YBATH HABYaHHS Ta ()OPMYBATH iHMBIIyalIbHY TPAEKTOPIIO PO3BUTKY 300yBada.
BimHauaeTbes, MO Taka Tpa CTBOPIOE CHUTYAINO YCIHIXY, SIKa MOTHBYE YYACHHKIB, CIIpUsIE€ OOMIHY
JIOCBLZIOM y KOMaHTHHX irpax, TOIIIO.

Kiio4oBi c10Ba: HaBYanbHI OHIIAHH iTPH; MOMENIOBAHHS; ITPOBHH IWM3ailH; aJalTUBHICTH; MOBa
MpOrpaMyBaHHSI.

BCTYII

CBIT 3MIHIOETBCS, 3MIHIOIOTHCSI TEXHOJIOTIi, 3MIHIOEThCS 1 OCBiTa. BUBYEHHS I1HO3E€MHOI
MOBH, MaTeMaTHKHM Ta IHIIMX MpPEIMETIB, BXKEe HE MOKHA yIBUTH Oe3 HaBYATIHHOTO OHIAMH
KOHTEHTY Ta irop 30kpemMa. Ajie po3poOKa TakuX irop nmorpedye 0COOIMBHX METOIIB Ta MiAXOIIB:
MOTPIOHO BPAaXOBYBAaTH OCOOJIMBOCTI HABYAHHS, BIKOBI OCOOMMBOCTI, IHHOBAI[IMHI MIAX0AHU, 110
notpe0ye TOIIYKYy HOBHX MiIXOJIB, BUOOPY HaOUIbII e(pEeKTUBHUX CHOCOOIB, 3aCTOCYBAaHHS
iH(opMaLIfHIX TEXHOJOTIH 3 ypaxyBaHHSAM IMOTpeOd KOpucTyBauya Ta ioro iHtepeciB. Ilepen
PO3pOOHMKAMHU TaKOXK MOCTa€ TMHTAaHHS MOTHUBAIll KOPUCTYBAauiB MPOTPAMHHX TMPOIYKTIB,
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MIATPUMKA Ta MiIBHUIIEHHSA. E(EKTHBHICTh HABUaHHS € KIIOYOBUM IMUTAHHSIM, TOMY 3aj/ada
PO3pOOKM HAaBUAIIBHUX OHJIAMH irop € aKTyaJIbHOIO 337a4€l0 ChOTOACHHSI.

[MutanHAM pO3pOOKM HABYAIILHUX OHJIAMH IrOp, iX BIJIMBOM Ha pIBEHb HABYAHHS Ta
pe3yJIbTaTUBHICTD, I[IKaBWJIOCS J0CHTh Oarato BuenuX. JDxeiimc Il JIxu omnucas [1]
3aCTOCYBAaHHS KOMIT IOTEPHHX IrOp B HaB4YaJlbHOMY Tmporieci. Piwapa Maep [2] mociinus
e(eKTHBHICTh HABUYAHHS 3 BUKOPHCTAaHHIM MYJIBTUME/Il OCBITHIX irop B HaBUaHHI. 3ikepMaH i
Kanninrewm [3] knacugikyBain eJIeMEHTH IPH Ha MEXaHIKY, THHAMIKY Ta ecTeTUKy. JledieBa Ta
1H. [4] 3anponoHyBaiM Kiacu(iKalio e1eMeHTIB TPy B reiiMi(piKOBaHUX OCBITHIX KOHTEKCTaX,
OpratizoBaHMX Yy JBa piBHI: «IrpoBa mexaHika» Ta «[IpuHuunu npoexktyBaHHsm». Jleski aBTOpH
[3] — [6] B cBoOi mpamsx po3risjand BIUIMB HABYaJIbHOI IPU Ha SIKICTh HABYaHHS, HOTO
pPe3yIbTAaTUBHICTD Ta PO3BUTOK M’ SIKUX HABUYOK.

IHocranoBka npo6Jsemu. B ramny3i po3poOku HaBYAJIBHUX ITOP ICHY€E BEJIHMKa KUIBKICTh
HEpO3B’s3aHUX 3a/1a4 Ta BUHMKAe 0arato 3aluTaHb, MOB’SI3aHUX 3 MOJEISMHU, METOJaMH Ta
TEXHOJIOTISIMU PO3pOOKM HaBUAIbHUX IrOP, iX OLIIHKOO Ta aHAII30M, 1110 TOTpeOye BpaXyBaHHS
py po3poOlll HaBYAJIBHOTO KOHTEHTY. HauanmpHi OHMAMH irpu MOTpiOHO adanTyBaTH IS
pi3HEX (OpM HaABYAHHS: AUCTAHIlIIHE, 3MIIIaHe, ayJUTOpHE 1 T.1H. BuHWKae muTaHHA: 4u
MO>KHA BUKOPUCTOBYBATH OyJIb-KYy TPy B HaBUaJIbHOMY Ipo1ieci?

Mertoro crarTi € aHaii3 METO/IB pO3pOOKH HAaBYAJIbHUX OHJIAH Irop Ta BH3HAYEHHS
0COOJIMBOCTEH 3aCTOCYBAHHS TAKMX METO/IIB.

BUKJIAJL OCHOBHOI'O MATEPIAJY

3a3Buuaid, Irpu TOAUISIOTHCS Ha JEKUIbKA THIIIB: 3a CBOEKD METOI0, ayJIUTOPIEl0,
HaIIOBHEHHSIM.

HapuanbHi irpu po3poOJIAIOTE 3 METOI0 TMOKpAIIeHHS HAaBYAJIBLHOTO TMPOIECy Ta
MIBUIIECHHS HOTO pe3ylbTaTHBHOCTI. Taki irpu 3abe3nedyroTh (yHAaMEHTAIbHY HOTpeOy
JIOIMHUA Y 3A00YTT1 3HaHb 1 MalOTh IMEBHI OCBITHI pe3yiabTaTH. Y BIAMOBIIHOCTI A0 Teopii
Piuapna Ben Eka, BUALIAIOTH TPU OCHOBHI MiAXOJU JI0 CTBOPEHHS ITPOBOTO KOHTEHTY IS
HaBYaHHS, [0 CTUMYJIIOE PO3BUTOK KOPHCTYBAYa.

Po3BaxanpHi KOMIT'IOTEpPHI Irpd PO3BHBAIOTh HABUYKK OauWTH JETaji, 3MYLIYIOTh
JyMaTH, BYATh MiAXOJUTH J0 PO3B’SI3aHHS 3a71a4 KPEaTUBHO.

AuJte 1i JBa TUIH irop MalOTh CYTTEB1 BIAMIHHOCTI, SIKi IpeJCTaBIieH1 B Tabm. 1.

Tabnuysa 1
IopiBHAJILHA XaPAKTEPUCTHKA HABYAJIbHUX Ta PO3BAKAJILHUX OHJIAMH irop
HauyaybHi irpu | Po3BaskajibHi irpu
Merta
Hamanusa neBHUX 3HAHb Ta HABUYOK BinmounmHOK, MOXKJIMBICTD BiIMEKYBaTHCh BiJl
peaIbHOTO CBITY, BIATIOYUTH BiJ] IpoOIeM
Aynuropis
L1i;b0Ba, 3 EBHUMH OCBiTHIMHK pobaeMaMu | PizHOMaHiITHa
3micT
[leBHa Tema, mpeaMeT, Kype i T.JI. | Bynp-sika Tema, )xaHp
Cuenapii
Peamictuani a60 HAOMMKEH] 10 peaiCTHIHAX | ®DanTracTryHi, MiidHI, IpUAYMaHi
MeTtoau
Ienaroriunuii, ncuxonoriuHuii | I'elim-nu3aiin
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B pesynpTari aHanmizy ycHilmrHMX HaBuanbHHX irop [6] — [8] Oymo po3pobieHo cxemy
KOHIICTIii HaBYaHHS, IrPOBOTO AM3aliHY, IHTEPAKTHBHOCTI Ta aJalTHBHOCTI HABYAJIbHOI
OHJIAH rpH puc. 1

KoHuenuia

i HaBYaHHHS

OcBITHI Wini 3MICT HABYaHHA [NepcoHanizayis
IMeToon HaBYaHHA

! !

h 4

Knwo4osl Llinboea TecTyBaHHA Ta
TEMH ayouTopia BusHa4eHHA iIrpoBux 3BOPOTHINA 3B'A30K
Nigxo4iB Ta MEXaHIK

Puc. 1. Cxema po3pobku koHyenyii HaguaHHs 3a 00NOMO20I0 HABYAILHOIL 2pU

Po3poOky koHuenTyalbHOI MOJENl HaBYaHHS 3allpONIOHOBAHO 3[IMCHIOBATH 3a
pe3yipTaTaMi aHaji3y CKJIaJHOi CHCTeMU Ta Jilouux mnpunymieHb. Ha mpoMy erarmi
B1I0YBA€THCS: YTOUHEHHSI 3a]1a4 MO/ICTFOBAHHSI, BU3HAYCHHS TIPOIIEIYp Ta CKIagaHHs rpadika
IMITAIIHHOTO EKCTIIEPUMEHTY. 3IIHCHIOEThCS (POPMAIIBHUIM OMUC 00’€KTa MOICITIOBAHHSI,
Mo0yI0BAaHOTO Ha PO3POOIl AITOPUTMIB TMOBEIIHKH KOMIIOHEHT CKJIAIHOI CHCTEeMH Ta iX
B3aemozii. Ilporec ¢opmanbHOTO OMUCY MOJZETl BHKOPHUCTOBYE MoBa dopmaiizailii, Mo
BH3HAYAETHCS BUOOPOM CIocoOy opraHizaiii KBasimapajemizMy Ta METOJIMKOI0 CKJIaJIaHHS
(dhopmanbHOTO OMKCY 00’ €KTA IMITAITii.

KoHmemnmis HaByaHHS BH3HAYA€THCI OCBITHIMHM IIUIAMH, METOJAMM HaBUYaHHS Ta
HaBYaJbHUMH MatepiasiaMu. OCHOBHI Tl TPpU (POPMYIOTHCS, BUXOJSYM 3 THUX 3a/ad, sKi
MOCTAIOTh Mepe]l HaBYaJbHUMH MpolecoM. Hampukinaa, oHnailH rpa, ska HiABUIIYBaTUME
(hiHaHCOBY IpaMOTHICTh HaceneHHS. ToO0TO, OCBITHIMU HUIIMH MOXKYTh OyTH TI€BHI 3HAHHS,
HAaBUYKU YM KOMIleTeHTHOCTI. OCBITHI 1111 BU3HAYAIOTh 3MICT HABUYAHHS.

Jlnst mocsrHeHHs C()OPMOBAHUX IIJIEH BHUKOPUCTOBYIOTHCS PI3HI OCBITHI METOIH.
VYcnimHo 3acBOIOBATH 3HAHHS Ta PO3BUBATH HABUYKH J03BOJISIOTH CUMYIJIALII, TOJOBOJIOMKH
KBecTH, irpu-cTparterii i T. 1. Tak, mpu BuBueHHI Kypcy «lIporpamna iHxeHepis»
BUKOPHCTOBYBAJIaCh OHJIAMH I'pa-BIKTOPHHA B KIHI[I cemecTpy. Merta momsrana B ToMy, 1100
BU3HAUUTH CTYACHTIB, fKI OIMaHyBalld MaTepiajl Kypcy Ta IIBHAKO HOBTOPUTH OCHOBHI
noHATTs. ['pa Mictuna 15 3anurtanp, SKi CTYJEHTH MOIJIM MEPErIsSHYTH Ha CBOIX MOOLIbHHX
MPHUCTPOSIX 32 JOTIOMOTOI0 3T€HEPOBAHOT0 KOAY Ta aBTOPH3AIlil Ha CalTi IpH.

Pe3ynbratu gociiKeHHs MOKa3yIOTh, 10 BCI CTYICHTH, SIKi B3SUIM y4acTh B OMUTYBaHHI,
CXBaJIOIOTh BUKOPUCTAHHS irop y mpoiieci BUBUEHHS Kypcy. 79,3% pecrnoHAEHTIB oOpanu
HalBUIIMI BapiaHT y MUTaHHI 32 1mKajoo JlaiikepTa «SIk OM BU OLIIHMIM BUKOPUCTAHHS 1rop y
Kypci nporpamHoi iHxenepii?». [umi 20,7% Bubpanu apyry Hallkpaiy BiIOBi/Ib.

HaBuanHs 3 BHKOpUCTaHHSIM OHJIANH irop MOXe MICTUTH aJanTHBHI CHCTEMH, IIO
PETYIIOITh CKIAJHICTh Ta MIBUAKICTh HABYAHHSA, 1 HA/IAIOTh, 32 HEOOXiTHOCTI, JomoMory. Lle
J03BOJISE 3pOOMTH HaBYaHHSA CTyJeHTa MEpCOHAli30BaHUM Ta BHUOYAyBaTH HOro
IHIMBIyalbHY TPAEKTOPIIO PO3BUTKY.

B rpi 3aBX 111 MOXKITMBO CTBOPHUTH CUTYAIIIl0 YCIiXy, MOTUBYBATHU CTY/I€HTa, OOMIHATHCH
JIOCB1JIOM B pa3i KOMaHIHOI I'PU, CTBOPUTHU CBOIO KOMAHIy 1 T. 1.
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Bizyaunizanis noii, siBUIL, 3aKOHOMIPHOCTEH JTa€ MOXKIIUBICTD KpaIle PO3YMITH MIPUPOLY
3araJlbHUX MPOIIECIB, TOMY IrPOBHI AU3aliH Ma€ Ba)KJIMBE 3HAUYECHHS MTPU po3poOI1Ii HABYAITbHUX
OHJIAlH irop.

: : [Mporpec
IrpoBi MEXaHIKKM €— ——* .
CKNagHOCTI
BanaHc
HABYaHHA Ta IrpoBMIA QM3aiH —> OuiHEa
posBar
Haes4ansHui
. - TecTyBaHHA
MaTepian E—
) JBOpOTHINA
MoTueauia ,p
3B'A30K

Puc. 2. Cxema po3pobku ieposoco ousaiiny HaguaibHoi epu

[TpaBunpHUIT BUOIp MOBH TPOTPAMYBaHHS € BaXKJIMBHM AaclleKTOM pPO3POOKH irop,
OCKUTHKM KOJKHa MOBa Ma€ CBOi OCOOJMBOCTI Ta 3aCTOCOBYETHCS y pi3HUX cdepax irpoBoi
po3pobOku. PosrissHemMo — feski 3 HAWMOMIMPEHINIMX  MOB  IPOrpaMyBaHHS,  SKi
BUKOPHUCTOBYIOTHCS U1l CTBOPEHHS irop.

C++ € o1HIEIO 3 HAUTIOMYJISIPHIIITUX MOB IIPOrpaMyBaHHs B IHAYCTpPIi po3poOku irop. Ls
MOBa HaJ/Ia€ BUCOKY MTPOJIYKTUBHICTh Ta €(PEKTUBHICTD, 110 OCOOIUBO BAXKJIMBO IJIST PO3POOKH
KOMIT'FOTEPHHX Irop 3 BHUMOIVIMBOIO Tpadikoro Ta CkiIagHow ¢(izukor. Bona mmpoko
BUKOPHUCTOBYETHCS Y CTBOPEHHI IrPOBUX IBWKKIB Ta YIS POTPaMyBaHHS OCHOBHHX IrpPOBHX
CHCTEM.

C# € OoCHOBHOIO MOBOIO po3poOku irop Ha miaardopmi Unity. Unity — 1e oauH i3
HaWUTOMYJSPHIIINX IrPOBUX PYIIIiB, KU T03BOJISE CTBOPIOBATH ITpU JJIA PI3HUX MUIaTHOpM,
Bmrovaroun 1K, MoOinmeHI mpuctpoi Ta koHcomi. C# 3abesneuye 3pydHICTH 1 IPOCTOTY
porpaMyBaHHs, IO POOUTH HOTO BIIMIHHKM BUOOPOM JJIs1 pO3POOHHUKIB-ITOYATKIBIIIB.

Java mmpoko BUKOPUCTOBYEThCA [UIsl po3poOKku irop Ha miardgopmi Android. L{s moBa
MporpaMyBaHHs Hajae 6e3I114 iIHCTPYMEHTIB Ta 010TI0TeK 711 CTBOPEHHSI MOOUTBHUX irop. Java
TaK0X MOKE BUKOPHUCTOBYBaTHUCS Ui po3poOku irop Ha [IK Ta iHmmx miardopmax, ane ii
MPOIYKTUBHICTh MOXeE OyTH JeII0 HIKUYO0 MOPIBHSIHO 3 C++.

Python — me MoBa mporpamyBaHHs, siKa CTa€ BCE OUIBII TMOMYJISPHOIO B irpoBiit
iHaycTpii. BoHa Bimpi3HAETHCS MPOCTOTOI Ta 3PYUHICTIO y BUKOPHUCTAHHI, IO POOUTH ii
qyZ0BUM BHOOpPOM JUIsl pO3pOOKHM MPOTOTHIIIB irop Ta Uil CTBOPEHHS irop 3 HEBEIUKUM
6ropkeToM. Python Takok 4acTo BUKOPHCTOBYEThCS JUIs IPOrPaMyBaHHs CKPHUIITIB B IrPOBUX
JIBUTYHAX Ta JUIsl CTBOPEHHS PI3HUX IHCTPYMEHTIB pO3pOOHHUKA.

JavaScript akTUBHO 3aCTOCOBYETHCS JUIsl CTBOPEHHS BeO-irop Ta irop st MOOUTBHUX
npucTpoiB. Bid mupoko BukopuctoByeThes B kom6iHanii 3 HTMLS ta CSS nnst po3po6xu irop,
K1 3aIyCKaloThCsl y Opaysepi. JavaScript Mae BUCOKY JOCTYIHICTb 1 JI03BOJIIE CTBOPIOBATH
Kpoc-Tu1aT(OpMHI irpH, sIKi MPALIOI0Th HA PI3HUX MPUCTPOSIX.

Bubip MoBM mporpamyBaHHs 3al€XHUTh Bl XapaKTEPUCTHK Ta OCOOIMBOCTEH TpH,
wiatgopmu, 1e BoHa Oyae po3minieHa. KojkHa 3 IMX MOB Ma€ CBOI CHJIbHI CTOPOHHU 1 MOXKe
OyTu e(eKTUBHO BUKOPUCTAHA IiJl 4aC CTBOPEHHS PI3HUX TUIIIB irop.
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3anponoHOBAaHUM MiIXiM 10 pPO3pOOKM HaBYANBHUX IrOp JO3BOJISE IHTErpyBaTH
HaBYAJIBHUHA KypC Yy TPy, Ta CTBOPIOBATH HaBUAJIbHI IrpH, MPWUBAOIUBI 3 MOTJSAY IrpoBOi
ckimanoBoi. Ilinxim MoOkHa BUKOPUCTOBYBATHM MpH pO3poOIl irop MpH BHBYEHHI KypCy
«[Iporpamua imxenepis» [2] — [4].

HaBuanus nrozed, 3aydeHHX A0 PO3POOKH MPOTPaMHOTro 3a0e3MedeHHs], € BaKIMBUM
IUISL JIOCSITHEHHSI IIel mpoekTy. TakoX HaBYaHHS MOXe OyTH pe3ylIbTaTOM pO3POOKH
0araTboX MpOrpamMHHUX MPOeKTiB. KpiM Toro, komanga po3poOHUKIB Ma€ MBHAKO BHUBYATH
nporpaMHuii npoiec. Lle BUKIMK /A1 BUBYEHHS NMPOrPAMHOI 1HXKEHeEPii, 1 1le 0OrpyHTyBaHHS
JUTsl HAaBYaHHSI METO/1aM po3poOKH mporpaMHoro 3ade3nedeHHs (Hanpukiaa, RUP a6o XP).

BUCHOBKMU TA NEPCIIEKTUBU INOJAJIBIINX JOCJIIIKXEHb

Orusi niTepaTypHUX JDKEpEN Ta ICHYIOUUX TPOTOTHUIIB TTOKa3aB, IO Irpy 3a0e3MedyoTh
JI0JTATKOBY MOTHBAIIIO Ta TIO3UTHBHHUMA JIOCBIN, SKHH OJIHOYACHO CTBOPIOE TOUYKY BXOJIY B
Mpoliec HaBYaHHS JJIi HEBMOTUBOBAHMUX OCIO 1 J10ja€ LIHHICTH MPOLIECY HABYAHHS NI BXKE
MOTHBOBAaHMX, poOisun Horo edexkTuBHIIMM. Hanpukian, HaB4YadbHI IrpH, SKi
BUKOPHUCTOBYIOThCSI B Kypci «lIporpamna iHXeHepisi», JOMOMaraiTh MPOJEMOHCTPYBAaTH
BUKOPHUCTAHHSI IPOTPAMHUX METOOJIOTIH y IiKaBUi Ta e(peKTUBHUMN CHOCIO.

CTBOpEeHHSI KOMIT'IOTEPHOI I'pU BKJIIOYA€ UIUPOKUN CIEKTp 3aBllaHb, Y TOMY YHCIi
pO3pOOKYy Iu3aiiHy TpH, TPOTPaMyBaHHS, CTBOPEHHS LUIIOCTpAIlid, MY3UKH Ta 3BYKOBUX
e(deKTiB, TECTyBaHHs Ta HaJaro/pKeHHs Ta Oarato iHmoro. KojkHe 3 1nux 3aBaaHb NMoTpedye
CrieliaTbHUX HAaBUYOK Ta JOCBiMYy, 1 BOHH MalOTh OyTH CKOOPJIMHOBAHI Ta IHTETPOBaHi, M100
CTBOPUTH KIHIICBUH TPOAYKT, SKUM Oynae (yHKIIIOHATbHUM Ta MPUBAOIMBUM IS
KOpHCTYBaviB. 3amponoHOBaHA cXeMa pPO3pOOKH KOHIIEMIi HaBYaHHSI 3a JOTIOMOTOO
HaBYAJILHOI TPU JIOTIOMOYKE BU3HAYUTH OCHOBHI U1 Ta 3MIMCHUTH (GOPMaTBHHI OMKC 00’ €KTa
MO/ICTFOBaHHs, MOOYIOBAaHOTO Ha PO3POOIN ANTOPUTMIB MOBEAIHKH KOMIIOHEHT CKJIAAHOI
CHUCTEMH Ta iX B3aemojii. HaBeneHi KI0UOBI aceKTH METOJIB PO3POOKH Irop Ta IMepeBaru
BUOOpPY MEBHUX MOB MPOTPaMyBAaHHS € BaXXJIMBUMH JJIi CTBOPEHHSI HaBYAIbHUX HU(POBUX
pecypciB y BUTJISIII OHIIAWH 1rop.
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METHODOLOGY FOR THE DEVELOPMENT OF EDUCATIONAL
DIGITAL RESOURCES IN THE FORM OF ONLINE GAMES

Abstract. The article discusses the main aspects and methods of developing educational computer
games. The authors stated that there are a large number of unsolved problems in the field of
development of educational games and many questions arise related to models, methods and
technologies of development of educational games, their evaluation and analysis, which require
careful research and consideration when creating educational content. There is an increase in the
popularity of online games in modern conditions of technological progress. The role and benefits of
using online games in educational activities and their impact on increasing the motivation to study
among students and improving performance are determined. The article provides key aspects of the
methodology of developing educational games. Based on the analysis of successful educational
games, a scheme of the concept of learning, game design, interactivity and adaptability of an online
educational game has been developed. It is proposed to develop a conceptual model of learning
based on the results of the analysis of a complex system and current assumptions. It is noted that at
this stage the modeling tasks should be clarified, the procedures defined, and the schedule of the
simulation experiment drawn up. The importance of carrying out a formal description of the
modeling object, built on the development of algorithms for the behavior of the components of a
complex system and their interaction, is noted. It is noted that the right choice of programming
language is an important aspect of game development, as each language has its own characteristics
and is used in different areas of game development. Some of the most common programming
languages used to create games are considered and the possibilities of their application in the
development of educational online games are analyzed. The idea of developing an online game,
which contains adaptive systems that regulate the difficulty and pace of learning, providing
assistance as needed, is put forward. The offered educational online game allows you to personalize
training and shape the individual development trajectory of the student. It is noted that such a game
creates a situation of success, which motivates participants, facilitates the exchange of experience
in team games, etc.

Keywords: educational online games; modeling; game design; adaptability; programming language.
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