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CUCTEMATMU3AILIA TUIIIB KOMITI’IOTEPHUX ITOP
TA IIJIAT®OPM 1151 HABUAHHSI IPOT'PAMYBAHHIO
3JIOBYBAUIB 3AKJAY 3ATAJIBHOI CEPEJJHHOI OCBITH

Anomayia. Cyuacua oceima 6 Ykpaini nepebysac
CMaHi aKmu@HUX 3MIiH, CHPUYUHEHUX 5K MEXHONO2IYHUM
npozpecom, max i cOYianbHUMU GUKAUKAMU, 30Kpemd
Heobxionicmio adanmayii 00 OUCMAHYIUHO20 MA 3MIUd-
HO20 HABUAHHA. Y YbOMY KOHmMeEKCMI HAGYAHHA NpO2pa-
MYBAHHIO HAOYBAE 0COOIUBOT AKMYATLHOCMI, OCKIIbKU
Cnpusie po36UMKY KPUMUYHO20 MUCLEHHS, KpeamugHoC-
mi ma mexuiyHux Hasuyox yuyuie. Cmamms npucesyeHda
cucmemamuzayii munie KomMn romepHux ieop i niameopm,
WO BUKOPUCMOBYIOMbCS O/l HAGUAHHI NPOSPAMYBAHHIO
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3000y8a4i8 3aK1a0y 3a2a16HOI cepedHboi oceimu. IIpose-
0eHO ananiz pizHux cepedoguuy 0Jisi PO3POOKU i20p, MAKUX
sk Scratch, Roblox Studio, Unity, CodeCombat, ma ixniti
6NIUE HA MOMUBAYIIO | HABYAIbHI OOCSCHEHHs Y4UHIG. Bu-
3HaueHo Kpumepii 6i06opy niamgopm 01 eeKkmueHo20
HABYAHHA NPOSPAMYBAHHIO, 8PAXOBYIOUU BIKOBI 0COONU-
socmi ma pigeHb ni020mMoeKu 3000y6auie 3aK1a0y 3a2ab-
HOi cepednvboi oceimu. 3anpononosano Kiacu@ikayiro
KOMN 1OMepHUX ie0p 3a pieHeM CKAAOHOCMI ma O0cCGim-
HbOIO Memoio, Wo 0036015€ BYUMENIM epeKmusHiule
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aoanmysamu Memoouxu 00 nompe6 yunie. /locaiocenus
00800umb, WO iHmezpayis ieposux niameopm y npoyec
HABUAHHIA NPOSPAMYBAHHIO € epeKmUSHUM [HCIMPYMEH-
mom O NiOBUUEeHHsT MOMuUBayii yuHis, 3abe3neueHHs
SIKICHO20 3AC60EHHS MAMeEPIALy ma (hopmysanis 6A308ux

NPOSPAMHUX HABUUOK.

Kniouosi cnosa: npocpamysanns, Komn 'romepHi
iepu, HaguanbHi niampopmu, MOmMuUeayis, OUCMAHYIUHE
HABYAHHS, [eposutl nioxio, cepedosuwya npocpamy8aHHs,
0C8IMHs Memoouxa.
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SYSTEMATIZATION OF TYPES OF COMPUTER GAMES
AND PLATFORMS FOR TEACHING PROGRAMMING
OF STUDENT’S OF A GENERAL
SECONDARY EDUCATION INSTITUTION

Abstract. Modern education in Ukraine is undergoing
significant transformations driven by both technological
advancements and social challenges, particularly the need
to adapt to distance and blended learning formats. In this
context, programming education has become increasingly
important, as it fosters critical thinking, creativity, and
technical skills among students. This article focuses on
the systematization of types of computer games and plat-
forms used for teaching programming to secondary school
students. An analysis has been conducted on various game
development environments, such as Scratch, Roblox Stu-
dio, Unity, and CodeCombat, and their impact on students’
motivation and academic performance.

Key criteria for selecting platforms have been identi-
fied, emphasizing accessibility, alignment with education-
al objectives, and ease of use. Special attention is given
to the adaptation of these tools to the conditions of dis-
tance and blended learning, which is particularly relevant
for contemporary Ukrainian education. The use of games
enhances students' motivation and engagement in the
learning process. The transformation of theoretical knowl-
edge into functional programs or interactive games helps
students experience success and boosts their self-confi-
dence.

Criteria for selecting platforms for effective program-
ming education have been determined, taking into account
the age-specific characteristics and preparation levels of
secondary school students. A classification of computer
games based on complexity and educational objectives
is proposed, enabling teachers to better tailor teaching
methods to students' needs. The study demonstrates that
integrating game-based platforms into the programming
education process is an effective tool for increasing stu-
dent motivation, ensuring better material comprehension,
and developing essential programming skills.

Key words: programming, computer games, educa-
tional platforms, motivation, distance learning, game-
based approach, programming environments, educational
methodology.
iHHOBaLl B

[ocranoBka mnpodiaemu. OcBiTHI

Cy4acHOMY CBIiTi CTPIMKO PO3BHBAIOThCS, 30KpeMa B ra-
Jy31 HaBYaHHA TpOrpaMyBaHHIO. B ymMoBax mudposizarii
CYCINIJIbCTBA TPOrPaMyBaHHsI CTA€ KIFOYOBOK) KOMIIETEH-
i€, 10 CHpUsie He Juiie NpodeciiiHOMy pO3BHUTKY, a i
(OpMyBaHHIO KPUTHYHOIO MHCJICHHS, KPEaTUBHOCTI Ta
3[IATHOCTI BHPIIIYBAaTH CKJIAIHI 3aBHaHHs. B VkpaiHi, sika
4yepe3 BifHY Ta COIlialibHI MOTPSICIHHS CTHKAETHCS 3 BH-
KJIMKaM# JIMCTAHIITHOTO HAaBYAHHS, aKTYaJbHICTh YIPO-
Ba/DKEHHSI Cy4aCHUX METOJIMK HaBYaHHSI IPOrPaMyBaHHIO
€ 0COOJIMBO BUCOKOIO.

OnHuM i3 epeKTUBHUX MiTXOMAIB JI0 HABYAHHS € BU-
KOPHUCTaHHSI KOMII'IOTEPHHX 1rop, sIKi HE JIMIIE IiJIBUILY-
IOTh MOTHBALIIO YYHIB, & i POONATH CKIAJHUN MaTepia
JOCTYTIHIIIAM 1 3pO3YMUTIIIAM. YIIPOBaKCHHS iTPOBOTO
MiAXOMy TO3BOJSIE CTBOPIOBATH IHTEPAKTUBHE CEPEIOBH-
mie, Je 3m00yBaul 3akjany 3arajibHOI CepelHbOi OCBITH
MOXYTb TMPAKTUYHO 3aCTOCOBYBATH CBOI 3HAHHS Ta HaBH-
4yKH. [HTErpanis irop y HaB4aHHS KOMIT IOTEPHUM HayKaMm
Ma€ MOTEHIIAN Il PO3BUTKY OOUHCIIIOBAIHLHOTO MHUCIICH-
Hs1, (OPMYBaHHSI MPOrPAMHUX HABMYOK Ta MMOKPAIICHHS
OCBITHIX pe3ynbTariB. IIpoTe O61bIIicTh TOCTiIKEHb 30Ce-
pelDKeHI Ha YHIBEPCUTETCHKOMY PiBHI, 3aJIMIIAIOUHU 11032
yBaroro 3700yBauiB 3akialy 3arajbHOi CEpeIHbOI OCBITH
0COOJINBO B KOHTEKCTI YKPATHCHKOI OCBITHBOI CHCTEMH.

HaBuaHHsI iporpamMyBaHHIO CTA€ OJHIEIO 3 KIIFOYOBUX
KOMTIETEHIIi}f CydacHOT OCBITH, aJKe PO3BUTOK ITH(PPOBHUX
TEXHOJIOT1# BIMarae BiJ MOJO/Ii BMiHHS aJalTyBaTHCS 10
JIMHAMIYHKX 3MiH y CYCHUIbCTBI. 30KpeMa, B YKpaiHi, sika
NepeKUBAE BUKIMKU BiHH, OCOOIMBO TOCTPO MOCTAE TIH-
TaHHS 3a0€3MeUeHHs JOCTYILY 10 SIKICHOI OCBITH Ta BIIPO-
Ba/DKEHHs 1HHOBAIIMHMX METO/IB HABYAHHS B yMOBax
MUCTaHIiHOTO QopMmary. Tpamuriifai miaxXoan A0 BUKIA-
JTAaHHS IPOTPaMyBaHHS 4acTO HE BPaXOBYIOTh IHTEpPECiB Ta
0COOJIMBOCTEH CIPUIHSTTS Cy4aCHUX 3100yBadiB 3aKiamry
3arajbHOi CepeHbOI OCBITH, 1110 TPU3BOIUTH 10 HU3BKOI
MOTHBAIII] Ta CKJIAIHOIIIB y 3aCBOEHHI MaTepiaiy.

BoxHouac BHKOpHCTaHHS irpoBUX IiarpopM y Ha-
BYAILHOMY TPOIEC] JEMOHCTPYE BUCOKHI TTOTEHIIAN JUIst
aKTHUBI3aIlil yBarm Yy4YHiB, MiIBUIIECHHS {XHBOI 3aIliKaB-
JIeHOCTI Ta (OPMYBaHHSI KJIIOYOBHX HABHYOK IPOrpamy-
BaHHs1. [IpoTe cucremarH3aliisi TUIIB KOMIT FOTEpHHX irop,
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1110 MOXKYTh OyTH BHUKOPHCTaHI B OCBITHROMY IIpOLIECi, Ta
aHaJi3 CepeMOBHII JUIsl IXHBOTO CTBOPEHHS 3AJTUIIAETHCS
HEJI0CTaTHbO JOCIHIPKEHOI0 TeMOK0. BiacyTHicTe cTaH-
JAPTU30BAHOTO MIAXOMY A0 BIIPOBAKCHHS iIrPOBUX METO-
UK y HABYAHHS MPOTPAMYBAHHIO OOMEXYE MOKIHBOCTI
IXHBOTO IIMPOKOTO 3aCTOCYBAHHS.

AXTyalIbHICTh ITpO0JIEMH OOYMOBITIOETHCSI TAKOXK He-
OOXI/THICTIO BpaxyBaHHsI Cy4aCHUX BHKJIHMKIB OCBITHBOTO
cepefoBUINa B YKpaiHi, TAKAX SK MEPEXia A0 JTUCTAHIIIN-
HOTO Ta 3MIIIaHOTO HABYAHHS, III0 3yMOBJICHUH BIfHOIO Ta
IHIIMMA comiambHUMHA (pakTopamu. Lle moTpedye po3pod-
K e(pEeKTHBHUX METOIWK HAaBYAHHS, AKi O BpaxoBYBaJH
MOTPeOU yUuHIB PI3HOTO BiKy Ta PIBHS MiJITOTOBKH, & TAKOXK
3a0e3neuyBaiy IHTEPaKTUBHICTh, JOCTYIHICTh 1 IPaKTHY-
HY OpI€EHTOBAHICTH OCBITHBOTO IIPOIIECY.

Orxe, mpobiema cucreMaru3arii THIIIB
KOMIT'FOTepPHUX irop Ta TwiatGopM Ui HaBYaHHS TPO-
rpaMyBaHHIO 37100yBadiB 3akKiaay 3arajibHOI CepeaHBOi
OCBITH € Ha/I3BMYalHO aKTyallbHOIO. BoHa norpedye riu-
OOKOro HayKOBOTO aHali3y, KU JO3BOJUTH BU3HAUYUTH
Halle)eKTUBHIMI MiAXOAU JO IXHHOTO BHKOPUCTAHHS Ta
CHPUSATHME TIiIBUIICHHIO SKOCTI OCBITH B YKpaiHi.

AHani3 HayKoBHX JOCTiXKeHb i myOsikamiii.
B Vkpaini 3HayHWIA BHECOK y IOCIHIKCHHS IHTaHb
KoM torepu3anii ta iHdopmaruzanii OCBITHBOTO Ipolie-
Cy 3pOOWIIN MPOBITHI BITYM3HSIHI HAYKOBII. 30KpeMa, BU-
BUCHHSIM LIUX NMUTaHb 3aiimanucs B. bukos (2022; 2019),
O. bypos, T. I'a6aii, O. T'opomko, T. T'epreii, A. I'ypixii,
M. Kamnmak (2019), T. KoBans, A. Komomiens, B. Kpe-
MeHb (Mopse Tta iH., 2022), 0. Mam6uns, B. Omniitnuk,
A. Tlenskos, 1. Iligmacuii, C. Pakos, O. CmiBaKOBCHKHIA,
H. Tamuzina, A. SIiummn, C. Smanos Ta immi. IxHi po-
60TH 30CcepepKeHi Ha BIPOBAKEHH] IU(YPOBUX TEXHOJIO-
Tiif B OCBITHIH Tiporiec, po3po0Ili METOANK BUKOPUCTAHHS
KOMII'FOTEpPHUX 3ac00iB y BUKJIAIaHHI Ta OIHIN IXHBOI
eexTuBHOCTI.

OxpeMy yBary NpHIUSUIA TUTAHHSIM HaBYaHHS TIPO-
rpaMyBaHHIO, 10 € BXKJIMBOIO CKJIJJOBOIO Cy4acHOT -
poBoi OCBiTH. Y IIbOMY HaIpsiMi NpaIIOBaIN TaKi yKpaiH-
cbKi mocnigaukd, sk T. Bnosmawmn, M. XKannak, Y. Koryr
(2018), I. MinTiit, H. Mopse, 3. CefimametoBa, C. Cemepi-
xoB, O. Cripin, 0. Tpuyc Ta inmi. Ixui gocmimkenns oxo-
IUTFOFOTh METOIMKH HABYAHHS OCHOBAM aJIrOpPUTMI3allii Ta
NporpaMyBaHHs, aJaNTallii0o HaBYaJbHUX IUIATGOPM JI0
BIKOBHX 1 TICHXOJIOTO-TICJIATOTIYHUX OCOOIMBOCTEH YUHIB,
a TaKOXX YNPOBAKCHHS 1HHOBALIWHUX MiAXOIIB y IiITO-
TOBKY MaOyTHIX (axiBIIiB.

OTxe, cucTeMarn3allis HaMpaIoBaHb YKPaiHCHKUX
JOCIIAHUKIB JIEMOHCTPYE 0ararorpaHHICTh IMIIXOMIB [0
iH(opMaTHU3aIlii OCBITH, a TAKOXK AKICHTYE YBary Ha Bax-
JMBOCTI PO3POOKH €(DEKTHMBHUX METOAWK JUIS HaBYAHHS
MpOTpaMyBaHHIO B YMOBaX CydacHOi muppoBoi TpaHC-
(dhopmarii.

JliteparypHuii aHaJi3 iHO3EMHUX aBTOPIB 3aCBiAYMUB,
10 BUKOPUCTAHHS KOMII'IOTEPHUX Irop sIK IHCTPYMEHTY
HaBYaHHS IPOTPaMYBAaHHIO € aKTHBHO JOCIIPKyBaHHM
HaripsiMoM. S. Abbasi ta criiBaBropu (2017) BkasyloTh Ha
3HAYHUH MMOTEHI[ia)I CepHO3HUX irop Y BUBYCHHI 00’ €KTHO
OpIEHTOBAHOTO TPOTPAMYBAHHSA, IiJAKPECITIOIOYN BaXKIH-
BicTh sKOCTI Takux irop. G. Fraser Ta iH. (2020) neranb-
HO aHaNi3yloTh €(EeKTHBHICTh BHKOPHCTAHHS IrPOBHX
CepeNoBUIl JIIsl HAaBYaHHS TECTYBaHHIO MPOrPaMHOTO

36

3a0e3MeueHHs, IEMOHCTPYIOUM TTOKPAIEHHsI HaBYAIbHIX
pesynbrariB crygenTiB. P. Chen ta criBaBropu (2023) ak-
LICHTYIOTh YBary Ha migxofi 0e3 Texnouorii («unplugged
activities») Ui PO3BHTKY OOYHCIIOBAILHOTO MECIICHHS,
BKa3yIOUM Ha HOTO JOTOBHIOBATHHUN XapakTep 0 IH(]-
POBHX IHCTPYMEHTIB.

I'muboke nmocnijpkeHHs reimidikanii B HaBYaHHI
nporpamyBanHio npeacrasiene K. Daungcharone Ta in.
(2017), sKi MpOIEMOHCTPYBAJIH, 110 BUKOPUCTAHHS irop-
KOMITUIATOPIB MOXKE MOTUBYBATH CTYACHTIB IO OCBOEHHS
moBH C. A. Funke Ta cmiBaBt. (2017) akIeHTYIOTh yBary
Ha Scratch s epeKTHBHOMY IHCTPYMEHTI IJIsI TIOYaTKO-
BOI'O HABUYaHHS, LIO MiATBEPIXKYE HOrO MOMYJISIPHICTD Y
novatkoBiii mkoii. A. Groza ta cmiBaBt. (2020) mporio-
HYIOTh HaBuanbHy rpy MineFOL, opienToBany Ha Jori-
Ky IEpLIOro MOPSAKY, SKa MiICHIIOE PO3yMiHHS 0a30BHX
KOMIT FOTEPHHUX KOHIICTIIIIH.

P. Cheng Ta in. (2023) gOCTiKYIOTh BIUTUB IFPOBHUX
wiarhopM Ha GOpMyBaHHSI OOUMCIIOBAIILHOTO MUCIICHHS
yepe3 crpareriuHe (GpopMysIroBaHHS IHUTaHb YYHSIMH, ITiJ-
KPECIIOI0YH B3a€MO3B’SI30K MK IHTCPaKTUBHICTIO Ta pe-
3yJIbTaTaM{ HaBYaHHSI.

Hocnimxernns J. Denner ta in. (2012) miarBepmKxy-
I0Th, III0 CTBOPEHHS irOp Cepes yYHIB CepeHiX MK J10-
3BOJISIE OIIHFOBATH PO3YMIHHS 0a30BHUX KOMIT FOTEPHHUX
KOHIIEMIIIH. 3arajoM aHaii3 JiTepaTypu CBIIYHTH TPO
HEOOXIIHICTh MOAATBINUX TOCIIIKEHD alalTaIlii irpOBHX
ratopM 10 OCBITHIX peaniil YKpaiHu, 0COOIMBO y KOH-
TEKCTI JUCTAHIIIIHOTO HABYAHHS.

MerToro cTaTrTi €  CcHUCTeMaTu3alis  THIIIB
KOMIT FOTEPHUX irop Ta miar(opm, 10 BUKOPHCTOBYIOTh-
Cs1 JUTS HaBYaHHsI TPOrpaMyBaHHIO 3/100yBaviB 3aKiajy 3a-
rajbHOI Cepe/lHbOl OCBITH, 3 ypaxyBaHHSIM IXHIX BIKOBHX
0COOMUBOCTEH, PiBHA MIATOTOBKH Ta CIICIU(IKU CydacHUX
OCBITHIX YMOB B YKpaiHi.

Bukaa ocHoBHOro Matepiany gocigxenHs. [1{oo
JIOCIITUTH BUKOPUCTAHHS KOMII'IOTEpHHMX Irop Ta IuJiar-
(dbopM JuTs HaBUAHHS TPOTrPaMyBaHHIO 37100yBaviB 3aKiIaLy
3arajbpHOl cepeHbOi OCBITH, HEOOXIHO ITpOaHai3yBaTH
ICHYIOYi CepeIOBHIIa, IXHil OCBITHI MOTEHIIiAN Ta BiAIO-
BiHICTH ToTpedaM y4HIB pi3HOTO BiKy. [loTpiOHO BU3HA-
YUTH KpUTEPii, 32 SKUMH OOMPaIOThCs Hale(heKTHBHIMI
iaT(hopMu JIJIsl 3aCBOEHHS IPOrpaMyBaHHsI, BPAXOBYHOUH
BIKOBI OCOOJIMBOCTI Ta pIBEHb MiATOTOBKH. Takox Bax-
JIMBO PO3IVISIHYTH, SIK aJlanTalis MuxX 1miatgopM 10 yMOB
JUCTAHLIHHOTO Ta 3MIINIAHOIO HaBYAHHS MOXE CHPHSITH
KpaIIoMy 3aCBOEHHIO MaTepiaiy.

3BakKalouM Ha BHKJAJCHE BHIIE, TMEPEIyCiM IpoaHa-
JII3y€EMO HasiBHI TUIM KOMIT FOTEPHHX irOp Ta CEpe/IOBHIIL
JUIsl IXHBOTO CTBOPEHHSI.

CywacHi yMoBM B VYKpaiHi, 30KpeMa BHKIIHUKH,
IOB’s13aHi 3 BIHOO, 3HAYHO BIUIMHYJIHM Ha OCBITHIN TIpO-
11ec, BUCYBAIOYN Ha MEPIIHiA TIaH HEOOX1THICTh ajanTamii
HABYaHHSA JI0 JUCTAHIIIMHMX 1 3MilTaHuX GopmariB. Y 1bO-
MY KOHTEKCTi BUKOPHUCTAHHSI KOMII FOTEPHHUX irop SIK 3aco-
Oy HaBYaHHS MPOrpaMyBaHHIO Ha0yBae O0COOJMBOIO 3Ha-
yenHs (Kontoxos, 2016). Leit miaxia He JaHIIe CTUMYITIOE
MOTHUBAIIIIO YYHIB, aje i JO3BOJIIE IHTETPyBaTH HOBITHI
TEXHOJIOTII B OCBITHIH IpoIiec, o BiATOBiAa€E TIT00ANTb-
HUM TEHICHIIISM.

Hapwanbhi irpu, taki sk Scratch i CodeCombat,
CTAalOTh BaXKJIMBUMH IHCTPYMEHTaMH Juisi 3HallOMCTBa
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3100yBaviB 3aKiaay 3arajbHOi CepeaHbOI OCBITH 13 0a30-
BUMHM TOHATTsIMH nporpamyBanHs (Cikopa Ta iH., 2024).
Scratch, 3 iioro BizyaJbHHM TMiJXOZOM 1 OJIOKOBUM MpO-
rpaMyBaHHSM, O3BOJISIE HABITH MOJIOJIINM 37100yBadam
3aKJIaIy 3arajbHOI CepeHBOi OCBITH CTBOPIOBATH BIIACHI
animMarii g npocti irpu. Bonnouac CodeCombat, opieH-
TOBAaHMH Ha BUPILICHHs 3a/1a4 1 BUKOHAHHS MICil, CIIpUsie
3aCBOEHHIO OCHOB QJITOPUTMIYHOTO MUCJICHHS. YMOBHU B
VYKpaiHi, sIKi 3yMOBIIOIOTh TOTPeOy y BUKOPHCTAaHHI ILIaT-
($opM, TOCTYNHHUX /sl CAMOCTIHHOTO HAaBYaHHS, pOOISATH
11l IHCTPYMEHTH Ha3BUYIAHO aKTyaTbHHMH.

CI/IMyHﬂI_III/IHl irpu, Taki gk Unity i Roblox Studio,
CTalOTh I[IHHUMH JUIsI CTapHIOKHaCHI/IKlB (Jovanovic,
2023). Unity nporoHye MOKIHBOCTI Jist cTBOpeHHs 2D Ta
3D irop, siKi 103BOJISIOTH 300yBauaM 3aKJiajy 3arajibHoi
CepeHbOl OCBITH IPAIIOBATH 3 TAKUMHU CKJIAJHUMH KOH-
HEeNIisIMA, K (i3uKka 00’€KTiB UM aITOPUTMHU B3a€MOIi.
Roblox Studio, okpiM TeXHIYHUX HABUYOK, CIIPHSIE PO3BHU-
TKY TBOPYOTO MHCJICHHSI Ta KOMaH/IHOT pOOOTH, 1110 € Bax-
JMBHMH Y cydacHOMY cycrinbcTi. OiHak B YKpaiHi icHy€
notpeda y mUpIIii Jokamizamii mogioHux riarhopm Juis
MOJICTIICHHS IXHil iHTeTpamii B OCBITHIN TpoIiec.

Irpu, cipssMoBaHi Ha PO3BUTOK alTOPUTMITHOTO MHC-
nenHs, Taki sk Lightbot ta Blockly, mo3Bonsrors yunsm
OCBOITH OCHOBH IPOTpaMyBaHHS yepe3 Bi3yallbHi 1HCTpY-
mentu (Pavlenko et al., 2017). Bonu mpononyoTs iHTEp-
AKTMBHUH MIJIXiJ JO HaBYAHHS, KU IOJETIIYE PO3yMiH-
HS CKJIQJHUX TEXHIYHUX KOHHenmii. OcoOIMBO BaKIMBO,
o i TaTGopMu TOCTYTIHI HABITH /7Sl BUKOPHCTAHHS B

yMOBax 00MEXEHOI0 JIOCTYILY JI0 CKJIaJHOTO 00JIaHaHHS,
110 € TUTIOBHMM JIUIs 0arathboX YKpaiHChbKHX IIKLJI.

Pi3HOMaHITHICTE IFPOBHX CEPEIOBUII J03BOJISE Bpa-
XOBYBaTHU iHIWBITyaTbHI OCOOIMBOCTI YUYHIB Ta aJIanTyBa-
TH HaBYAJIBHUHN MPOIleC A0 iXHiX moTped. BizyanpHi mmar-
¢dopmu, Taki sk Scratch, HagarOTh 3MOTY YYHSM JIETTIE
3aCBOIOBATH Marepiai 3aBISKU IHTYITHBHO 3pO3yMLUIOMY
intepdeiicy. IIpodeciitni cepenosuina, Taxi sk Unity, 3a-
0e31euyIoTh MOXKIIMBICTh NIMOOKOTO BUBYCHHS IIPOTPaMy-
BaHHSI, aJIe OTPEOYFOTh 3HAYHOT ITiITOTOBKU BUMTEIIB TS
IXHBOTO €(EKTHBHOTO BUKOPHCTAHHSI. YMOBH JUCTAHITi-
HOI'0 HaBYaHHS, 10 IUMPOKO BUKOPUCTOBYIOThHCS B YKpai-
Hi, BUMaraloTh MOIIyKy KOMIPOMICIB Mi>K JIOCTYITHICTIO Ta
cKiIajHicTIO irpoBux 1ardopm (Alieksieieva, 2024).

BukopucTaHHs IrpoOBHX CEpElOBHII Yy HaBYaHHI
[porpaMyBaHHIO B YKpaiHi CTHKA€TbCs 3 IEBHUMH BH-
kimukami. [lo-mepire, 6araTto mKin He MarOTh JOCTaTHIX
TEXHIYHUX PECypcCiB AJIS iHTErparlii TakuxX iHCTPYMEHTIB
y NOBCsIKAGHHE HaBuaHHs. [lo-apyre, icHye HaraibHa I10-
Tpeba B HaBUaHHI I1EAAroriB, sSKi MalOTh HEJJOCTATHIN 10-
cBig pobotH 3 irpoBuMH iaTGopmMaMu. TakoX BasKINBO
BpaxXOBYBaTH, IO OUTBIIICTH MOMYIAPHAUX IUIAT(HOPM PO3-
pobreHi 6e3 ypaxyBaHHS CIIEIIU(IKH YKPaiHCHKOTO OCBIT-
HBOTO KOHTEKCTY, 110 TOTpedye amanTamii K 3MICTY, TakK
1 MiAXOMIB 1O HaBYaHHSI. Y 3B’ﬂ31<y 3 UM PO3TISTHEMO
OCHOBHI THITH KOMIT IOTEPHHUX irop Ta IiIaThopMu JUIs Ha-
BUYAHHS TPOrpaMyBaHHIO 3100yBaviB 3aKijasy 3arajbHOL
CepeIHbOl OCBITH (Ous. maon.).

Tabnuys
Tunu koM’ OTepHHUX irop Ta niaargpopmu
AJISl HABYAaHHS NPOrpaMyBaHHIO 3100yBaviB
3aKJIa1y 3arajibHoI cepeaHbOl 0CBiTH
Tun rpu [Lxarpopma / HinboBa aynutopis OcaiTHi wiji OcobauBocTi
cepeoBHILe
Hapuauabhi irpu | Scratch, CodeCombat,| mooarmi Ta cepenti | BCTyH O OCHOB NPO- | IHTYITHBHUI
Tynker KJIacH rpaMyBaHHS inTepdeiic, BizyasipHe
pOorpamyBaHHs
Cumynsuiiini irpu | Unity, Roblox Studio |crapmri xracu CTBOPCHHS niarpumka 2D- ta 3D-
IHTepaKTHBHHX CEpe- | IPOEKTIB, PO3BUTOK
JTOBHIILL TBOPYOCTI
Irpu nns Lightbot, Blockly MOJIO/III KJIACH PO3BHTOK JIOTIKHM Ta | Bizyasizaris
AJITOPUTMIYHOTO QJITOPUTMIYHOTO MHUC- | aJITOPUTMIB,
MHCJICHHS JICHHS IHTEPAKTHBHI BIPaBH
Irpu nas TtectyBan- | Kahoot, Quizizz yci BIKOBI KaTeropii | mepesipka 3HaHb, LIBUIKHUI 3BOPOT-
HSl 3HAHb 3aKpIMJICHHS HUH 3B’ 530K, irpoBi
Marepiamy MEXaHIK{
Irpu puist po3Butky | CodeCombat, cepenHi Ta crapii OCBOEHHA CKJIaJHUX | MOTTHOIEHE Ha-
cKjIagHuX HaBH4ok | Greenfoot KJIacu KOHIICMIIIH Iporpa- | BYaHHS 3aBISIKU
MYyBaHHSI BHPILICHHIO 33134

OTxe, B TaOIHIII MA CHCTEMAaTH3YBaJIN KITFOUOBI THITH
irpoBuX MIaThopM, sIKi BAKOPHUCTOBYIOTHCS JUIsl HABUAHHS
NporpamMyBaHHIO 37100yBadiB 3aKkiaay 3arajbHOi cepej-
HBOI OCBITH, IO JTO3BOJISIE KpaIlle 3PO3yMITH iXHI OCBIT-
Hi MOXJIMBOCTI Ta ocoOmuBocTi. BoHa BpaxoBye moTpedu
YKpaiHCBKHX 3100yBadiB 3aKiIaay 3aralbHOi CepemHbol
OCBITM y KOHTEKCTi 3MIIIaHOTO Ta AWCTAHIIHHOTO Ha-
BuaHHs. HaBuasnpHi irpu, sik-ot Scratch, CTBOPIOIOTH OCHO-
BY JIJIsl 3aCBOEHHS 0a30BUX MOHSATH, TOJI SIK OUTBIII CKIIA HI

cepenoBuma, gk Unity, COpsMOBaHi Ha pO3BUTOK ITTHOIINX
3HaHb Ta MPAKTUYHHUX HABUYOK. IFpI/I JUIsL aJ'[FOpI/ITMi‘IHOFO
mucieHHs, 3o0kpema Blockly, nmomomararors ¢dopmysarn
JIOT1YHE MHUCJICHHSI HaBiTh Y MOJIOJIINX Y4YHIB, IO € BaX-
JIUBMM €TAIlOM TiITOTOBKHU JI0 BUBYCHHSI [IPOTPAMYBaHHSI.

[Mompu 1i TpymHOIIi, aHANi3 JAOBOAWTH, MIO IrPOBI
Cepe/loBUIIIA € MOTY)KHHM I1HCTPYMEHTOM JUIsi HaBYaH-
HS TIporpaMmyBaHHI0. BoHM crpusiioTh  (OpPMYBaHHIO
HE JIMIIE TEXHIYHUX 3HaHb, alle § PO3BUTKY KIIFOUOBHX
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KOMIIETEHTHOCTEH, TaKuX SIK KPUTHYHE MHUCIICHHS, Kpea-
TUBHICTb 1 HABUYKHU BUpIlIEHHS IpoOiieM. B ykpaiHChKHX
YMOBax IIi IJIarOpMU MOXYTh CTaTH OCHOBOIO JUIS MO-
JepHi3aIlii OCBITH Ta MOJONAaHHS Oap’epiB, OB’ sI3aHUX 13
JMCTAHLIHHAM Ta 3MIIIaHUM HaBYaHHSM. [ JOCSTHEH-
HS IIPOTO HEOOXiTHO 3a0€3MeUNTH IXHIO JOCTYIHICTb, JIO-
KaJli3al(ito Ta IHTerpaliio B OCBITHI MPOrPaMH.

HactynmHum Hammm 3aBJIaHHSIM € BU3HAYCHHS KpUTe-
piiB BinOopy irpoBux ruaropM i cepenoBuIn s edek-
THUBHOTO HABYaHHS NPOrPaMyBaHHIO 3700yBadiB 3aKyiany
3araibHO{ CepeqHbOI OCBITH PI3HOTO BIKY.

Y KOHTEKCTiI HaBYaHHS MPOTPaMyBaHHIO 3100yBadiB
3aKJia/ly 3arajibHOi CEpPeAHbOI OCBITH PI3HOIO BiKY Ba)IIH-
BO PO3pOOMTH KpHTEpii, IKi NO3BOJSTE 00Oparu Haiiedek-
TUBHIII irpoBi mardopMu Ta cepeposuiia. OcodmuBoi
yBaru notpedye BpaxyBaHHS CHEIH(DIYHIX YMOB OCBITH B
YkpaiHi, 30kpemMa TUCTaHIIHHOTO Ta 3MIIITAHOTO HABYaHHS,
a TaKkoX 0OMEKEHOTO JOCTYIY A0 CYy4acHOTO 00JIa HaAHHS
y Oararpox mikosax (KpacHomsopos Ta iH., 2025). Po3spo-
Oneni kputepii 0a3yrOThCsI Ha CyYacHUX JIOCIIIKCHHSX,
MIPaKTHYHOMY JIOCBiJIl II€/IaroriB Ta aHaji3l MOMyJSIPHUX
IrpoBHX 1IaT(HOPM.

IrpoBi mmardopmMu MOBWHHI BiAMOBINATH KOTHITHB-
HUM MOXJIUBOCTSIM Ta PIBHIO MiJTOTOBKH yYHIB Pi3HOTO
Biky. [l monomimmx 3100yBadiB 3aKiIagy 3arajibHOi ce-
PEIHBOT OCBITH JOIILHO OOMPATH Bi3yalibHI CEPEIOBHIIA
nporpamyBaHHsi, Taki sk Scratch ad6o Blockly, siki 3a0e3me-
YYIOTh JISTKUH iTpoBHi iHTEpdelc Ta MiHIMAIbHI TEXHIY-
Hi BUMOTrH. J{71s crapmmux 3100yBadiB 3akjamy 3araibHOL
CepemHbol OCBITH, AKi BKE MAaroTh 0a30Bi 3HAHHS y TPO-
rpaMyBaHHI, MOXXHa BUKOPHUCTOBYBATH CKJIAIHILII cepel-
oBwmIIa, Taki sk Unity abo Roblox Studio, siki 703BOJISIOTH
CTBOPIOBAaTH ITOBHOLIHHI iHTepakTUBHI irpu. OcoOimBy
yBary CJiJl IPUAUISTH OCTYITHOCTI IaT(opM, BPaxoBYIO-
YW HaSBHICTH OE3KOIITOBHUX BEPCiif, MPOCTOTY IHCTAISIIIT
Ta pobotu 3 HUMHU. Hanpuxiran, Scratch € 6e3komToBHIM
1 Tpaifroe 6e3mocepeHbpo y BeOOpay3epi, 1o poouTh Horo
JIOCTYITHUM HaBITh JUIS KT 3 00MEXEHUMHU TEXHIYHUMH
pecypcamu.

IrpoBi mratdopmu MOBHHHI OyTH 3JaTHUMH ITiITPH-
MyBaTH BHCOKHH PiBEHb MOTHBAIii y4HiB. BoHH MaroTh
BKJIIOYAaTH €JIEMEHTH 3MarajbHOCTI, MOXKJIMBOCTI OTPUMY-
BaTU HAropoJM 4YM JIOCSITHEHHs, a TakoK 3a0e3reuyBaru
MUTTEBHH 3BOpoTHHH 3B’s130K. Hampukian, CodeCombat
aKTHBHO 3aJIy4a€ YYHIB 3aBISIKM CBOIM MICIsIM 1 Haropo-
JaM 32 BUKOHAHHS 3aBlaHb. TaKo)X BaXIMBUM € ajar-
TyBaHHS TUIATGopM 10 cCrenudiku yKpaiHCHKOi OCBITH.
Baxxnuso, 11106 BOHU JO3BOJISUIN IHTETPYBaTH HaBYaIbHUN
Marepial 3 ypaxyBaHHSIM JEpKaBHUX CTaHAAPTIB Ta Ipo-
rpam. Taxi incrpymentH, sik Kahoot un Quizizz, 103Bo-
JISIFOTH CTBOPIOBAaTH KOHTEHT BIIIOBIHO J0 HAaBYAIBHUX
mwrianiB (Basuki et al., 2019).

Hns  3abe3nedeHHs e(EKTHBHOTO BHKOPHUCTAHHS
1aTOPMH y MIKOJIAX CIIiJ BPAXOBYBATH ii TEXHIYHI BUMO-
I'M, @ TAKOXK HASBHICTH JIOKAJI3aIlil YKPATHCHKOK MOBOIO.
[Tnardopmu, siKi MATPUMYIOTH 0araTOMOBHICTb, 30KpeMa
YKpaiHCBKy, 3HaUHO CIPOLIYIOTH iXHE BIPOBAKCHHS Y
HaB4YaJIbHUH nponec. OmiHIoYN IaThopMy, CIlIijg 3Baxa-
TH Ha 11 3MaTHICTH PO3BHBATH B YYHIB HABHYKH TPOTpPa-
MyBaHH$, aJTOPUTMIYHOTO MHUCIICHHS, pOOOTH B KOMaHi
Ta TBOPYOIO IiJXO/AYy A0 BUpilIeHHs 3aBaaHb. [lnardop-
Mmu, Taki sk Roblox Studio, 103BONSIOTH PO3BUBATH SIK
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TEXHIYHI, TaK 1 COIlialibHI HABUYKHU Yepe3 CIUIbHI IIPOEKTH.

3acTocyBaHHS 3a3HAYCHUX KPHUTEPIiB JIO3BOJISIE CHC-
TEMaTH3yBaTH BHOIp Tu1aT)opM 3aJISKHO BiJ HABYAIbHUX
[iTel, piBHSI CKIATHOCTI Ta YMOB BHKOpHCTaHHS. Ha-
npuknan, Scratch i Blockly € ontumansaumu 1t modar-
KOBOT'O HABYAHHS 4Yepe3 CBOIO NOCTYIHICTH Ta IIPOCTOTY.
Unity Ta Unreal Engine MoxyTb OyTr e(peKTUBHUMHU ISt
NONMOIEHOT0 BUBYCHHS ITPOTrPaMyBaHHSI, aJie BUMAraioTh
MOTIEPEIHBOT MiTOTOBKH BUUTEIIB 1 KPAIIUX TEXHIYHUX
ymoB. [Tmarpopmu Kahoot Ta Quizizz 4y0BO TpaIioOTh
JUTA IHTEPaKTUBHOI TEPEeBIpKM 3HAHB HA PI3HUX PIBHIX
OCBITH.

B cydacHux ymMoBax Ba)KJIMBO 3a0€3MEYMTH CHCTEM-
HY TIITPUMKY BUMTENIB, BKJIIOYAIOUM HABYaHHS pOOOTI 3
obpanumu ruardgopmamu. Kpim toro, HeoOXiHO CTBOpH-
TH JIOKAJIBHI PECypCH, SKi JOMOMOXKYTb aJalTyBaTH irpo-
Bi CepeloBHINA 10 peamiid yKpalHCHKOI IIKOIH. 3aBISKH
BOMY MOXXHA TIJBHUIINTH €(PEKTUBHICTh HABYAHHS IIPO-
rpamMyBaHHIO Ta 3a0€3MeYUTH KOHKYPEHTOCIIPOMOXKHICTh
YKpaiHCBKMX YYHIB Y TJIOOAIbHOMY OCBITHBOMY CEpPEIo-
BHIIII.

OTrKe, BUKOPUCTAHHS IrPOBOTO iJIXOAy B HaBYaHHI
MporpaMyBaHHIO 37100yBadiB 3aKiIagy 3araibHOI cepea-
HBOI OCBITH € HAJA3BHYANHO €(EeKTHBHUM IHCTPYMEHTOM.
Bin 103BOJIsSI€ HE JIMINE MMIABUIIMTH PIBEHh MOTHBALII Ta
TOKPAIUTH aKaJIEeMIuHl JOCATHEHHsl YYHIB, a i crpusie
(opMyBaHHIO HU3KH BaXJIMBHX KOMIICTEHTHOCTEH, ce-
pell SIKHX KPUTHYHE MHUCICHHS, KPeaTHBHICTb, 34aTHICTh
JI0 BUPIMICHHAS MPO0OIeM Ta BMiHHS MPAIIOBAaTH B KOMAH/II.
3aBagKy IHTEPAaKTUBHUM ITPOBUM 3aBHAHHSAM y4YHI OTpH-
MYIOTh IIPAKTUYHHUNA JOCBIJ 3aCTOCYBaHHS IPOrPaMyBaib-
HUX HaBUYOK y pealbHUX MPOEKTAX, 110 TO3UTUBHO BILIH-
Ba€ Ha IXHIO BIIEBHEHICTH Y BIACHUX CHJIAX 1 CTUMYJIIOE J10
MOJAJTBIIIOTO HABYAHHSI.

IrpoBi METOAMKY TaKOXK CTBOPIOIOTH YMOBH IS PO3-
BUTKY aJallTHBHOIO HaBYaHHS, 110 € 0COOINBO BaKIIMBUM
Yy CyYacHHX yMOBax JMCTAHIIHHOTO Ta 3MIIIAHOTO Ha-
BUaHHS B YKpaiHi. BoHn cnpusitoTe iHTerparii HOBITHIX
UQpOBUX TEXHOJOTIH B OCBITHIH mpouec, 3ade3nedyro-
YW YYHSM JOCTYII 1O SIKiCHOI OCBITH HaBIiTh y CKJIQIHHUX
CoIiaTbHO-EKOHOMIYHIX obOcTaBMHax. Kpim Toro, Bmpo-
BaJDKEHHS Takux Iumatdopm, sk Roblox Studio, Unity Ta
CodeCombat, 103BOJIsIE YUHSIM OCBOIOBATH CKJIAIHI IPO-
rpamyBajibHI KOHIIEIIIIi, 0 CTA€ BaYKJIMBUM IIIIPYHTIM
JUIst IXHBOT MaiiOy THROT Ipo(eciifHOT AiSTBHOCTI.

BucHoBku. [ocnimpkeHHs Oylo CpsiMOBaHEe Ha CHC-
TEMaTH3aIliI0 THITIB KOMIT IOTEPHUX irop i mratopm, sKi
CHPUSAIOTh HABYAHHIO 3700yBaviB 3aKiagy 3arajbHOi ce-
peIHbOT OCBITH IPOTpaMyBaHHIO. Y HbOMY BpPaxoBaHO
BIKOBI OCOOJIMBOCTI, pPiBEHb IMiJATOTOBKH YYHIB Ta Cy4acHi
OCBiTHI yMOBH B YKpaiHi. byno npoananizoBaHo 4ncieH-
Hi irpu Ta mIar¢opMu, MO0 BUKOPHCTOBYIOTHCS IS Ha-
BYAHHS IIPOrpaMyBaHHIO. BHSBICHO, 110 BOHH CYTTEBO
BIJIPI3HAIOTHCS 3aJIe)KHO BiJ] BIKy Ta PiBHS MiATOTOBKH
yuHiB. Moo 3100yBadi 3akiiaay 3arajbHOi CepeaHbOl
OCBITH e(heKTHBHO OIAHOBYIOTH 0a30Bi KOHIIEMII Ipo-
rpaMyBaHHs 4epe3 MPOCTi cepenoBuIna, sSK-oT Scratch i
Blockly. Crapmii yuHi OinbIn 3amikaBieHi y CKJIAQIHIINX
mwratpopmax, Takux Sk Unity un Unreal Engine, mo mo-
3BOJIAIOTH MPALIOBATH HaJ PEaTiCTHYHHMH IMPOEKTAMH.
Busnayeno wiouoBi kpurtepii Bigdopy ruiardopm, sKi
BKITFOYAIOTh JIOCTYITHICTh, BIIMOBIIHICTh OCBITHIM ILJISIM
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1 3py4HICTh y BUKOpHCTaHHI. OcoOMKMBY yBary MmpuaijeHo
ajanTarii iIHCTPYMEHTIB 10 YMOB TUCTAHIIIHOTO Ta 3Mi-
IIaHOTO HaBYaHHS, IO € aKTyaJIbHUM JJIsl YKPaTHCBKUX
KT [rpy CIpUSIFOTH MOTHUBAIIi yYHIB Ta MiABHUIYIOTH
XHIO 3aIliKaBJICHICTh Y HaBUYaHHi. [lepeTBopeHHs 3HAHb Ha
MPAIFOIOYi MPOrpaMu ad0 IHTEPAKTHBHI irpy 3HAYHO TIiJI-
BUIILY€ BIIEBHEHICTh 3/100yBayiB 3aKiialy 3arajbHoi cepe-
HBOT OCBITH Yy BIIACHUX cwiax. Hanpukiana, BUKOpHCTaH-
Hs1 Roblox Studio um Stencyl no3Boiisie He TUIIe BUBYATH
MpOTpaMyBaHHS, a i PO3BUBATH TBOpUi 3Mi0HOCTI. Kpim
TOTO, Y JOCTIKeHHI OyJI0 3alpOIIOHOBaHO Kiacupikarito
irop 3a piBHEM CKJIQJIHOCTI Ta OCBITHBOIO METOIO, IO J0-
romarae aJanTyBaTH IHCTPyMEHTH JI0 noTped y4HiB. Bin
HAWIPOCTININX irop JJIsl MOYATKIBIIB 10 CKJIAJHUX IUIaT-
(opM JuIs CTApUIOKIIACHUKIB — KOYKHA 3 HUX Ma€ CBOI Ie-
peBary it Moxxe OyTH KOPHCHOKO JUTS ITHOLIOTO pO3yMiHHS
IpOrpaMyBaHHS.

OTxe, HAaMH BH3HAUEHO, IO HABITH 3a YMOB JHC-
TaHI[IITHOr0 HaBYaHHS IrpoBi MIAT(HOPMH 3AJTUIIAIOTHCS
e(eKTUBHUM OCBITHIM IHCTpyMEeHTOM. BOHUM cnpusioTh
(hopMyBaHHIO BITUYTTS CIUIIBHOT pOOOTH Ta 3a0€31e4yI0Th
MOXIUBICTh B3a€MOIii, HABITH KOJH Y4HI 3HAXOIATHCS Y
PI3HUX KyTOYKaxX KpaiHHM, IO € OCOOIUBO BayKIIMBUM IS
VYkpaiau B CydacHUX yMoBax. J{oCTiIKeHHS MiATBEPIIKYE,
110 iHTerpais irpoBux miargopM y HaB4YaHHS [IPOrpamy-
BaHHIO € HE JIMIIE CYYacHUM, a i HEOOXIJIHUM ITiJIXO/IOM.
OTpuMaHi pe3yibTaTH MOXYTh CTaTH OCHOBOIO JUIS PO3-
POOKH HOBHX METOAHWK, SIKi 3pOOJISATH OCBITHIHA IPOIEC
OUTBII amanTUBHUM 1 TpUBAaOIMBHUM JUIS 37100yBadiB 3a-
KJIa/ly 3arajbHO{ CepeaHbOI OCBITH.

IlepcnekTHBY MONANBIINX AOCTIKEHD IJIAHYEMO
CHpsIMyBaTH Ha pPO3pOOKY CTaHAApPTHUX METOJHMK BHKO-
pHCTaHHS IrpOBUX IIaTGOpPM Uil HaBYAHHS IMPOrpamy-
BaHHIO B YMOBaX JUCTAHLIHHOIO Ta 3MIlIaHOTO HABYaHHSI,
30KpeMa BHBUYCHHIO BIUIMBY irPOBOTO MIAXOMY Ha GOpMY-
BaHHJ HABHYOK KOMaHIHOI pOOOTH Ta KPEaTUBHOI'O MHC-
JIGHHsI cepenl 3/100yBadiB 3aKiiajly 3arajbHOi CepeHbOT
OCBITH 1 aHaJi3y e(EeKTUBHOCTI pi3HUX MIaThopM y Ha-
BYAHHI OLIBII CKJIAJHUX TEM IPOrpaMyBaHHs, CEpel IKUX
QITOPUTMH Ta CTPYKTYPH JAHUX.
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