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PYTHON: KJIIO‘IOB?II?I IHCTPYMEHT _
Y COEPI IHOOPMAIIMHUX TEXHOJIOT'TH

AkTyajabHicTh. Python € oaHi€o 3 HaMOMYNIAPHIIINX MOB MPOTPaMyBaHHS y CBITI 3aBISIKU
CBOIH MPOCTOTI BUBUCHHSI, PO3IMIMPIOBAHOCTI 1 6aratoyHKIioHAIBHOCTI. LIs1 MOBa 3aCTOCOBY€ETHCS
B 0ararboX HaIpsiMKax CydacHHUX 1H(OPMAIITHUX TEXHOJIOTIH, TaKMX sK: BeO-po3poOKka, 0Opodka
JaHUX Ta MAallMHHE HaBYaHHSA, IHTEPHET pedvi, rpadiuHuid Ju3ailH Ta po3poOka irop,
poOoTOTEXHIKa Ta MITyYHUH iHTEeNeKT Tomo [1; 6].

Python mae BenmuKky ciiIbHOTY PO3pOOHUKIB, SIKa MMOCTIHHO PO3BHBAE WOTO 1 HAAAE MIATPUMKY
HOBa4YKaM Ta JOCBIIYEHUM pO3pOOHUKaM. 3aBISKH LIbOMY Y BIIKPUTOMY JAOCTYIi 3HAXOAUTb
Gesmi4 IHCTPYMEHTIB Ta 0i0MiOTEK, sIKi MOXYTh OyTH BHKOPHCTAaHHI JUIsi BHPIUICHHS THX ab0
IHIIUX 3aBJIaHb [2]. BpaxoByroun TOit daxr, 110 Python cTpiMko pO3BHBa€eTHCS, Ta BECh HOTO
BEJIMKUW TOTEHIiaJI, MOXKHA 3a3HAYUTH IO BiH € JOCUTh AaKTyaJbHUM B Hall 4Yac, 1 BapTo
JIOCITIDKYBaTH Te, SIK BiH BIUIMBA€ HAa Cy9aCHUM TEXHOJOT1UHUM miporiec [3].

MeTa 1pOTO JOCHIKEHHS MOJIATae y po3misial obiactedt Ta cgep, e 3aCTOCOBYEThCS MOBA
nporpamyBaHHs Python y cydacHux koM’ roTepHUX TE€XHOJIOTIX.

CytHicTh gocaimxkenHs. Mosa nporpamyBanHs Python € Haif0iIbII KOMITJIEKCHOIO MOBOIO Y
chepax 3acrocyBaHHsA, Ha (POHI KOHKYPEHTIB, WIO MIATBEP/DKYETHCS BEJIMKOK KUIBKICTIO
HATPAMKIB PO3pOOKHM MporpamHoro 3abesmnedenns [4]. Ha ceoronuimmiii 1eHs chepa p03p061<1/1 Ta
HiATPUMKH LITY4HOTO IHTEICKTy € MEepesoBOI0. AJe € if iHII 001acTi 3aCTOCYBAaHHS LI€i MOBH,
PO3IISTHEMO HAWNOMYJISIpHIII O1TBII AETaIBHO:
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1. BeO-po3podka: dpeitmBopku, Taki sk Django i1 Flask, 103BossitoT CTBOPIOBATH MOTYKHI
Be0-3aCTOCYHKH, BeO-caiiTu 3a jonomoroto Python;

2. pobororexHika: Python BUKOpHUCTOBY€ETBCS i1 PO3POOKH MPOTPaMHOTO 3a0e3MeUeHHsI IS
po6OTiB;

3. rpadiununii au3aiH 1 po3podka irop: Python no3somse cTBoproBaru rpadiuni mporpamu Ta
irpH, BUKOPHCTOBYIOUH Taki 6i0mioTexu sk Pygame ta PyOpenGL,;

4. o0poOka manux: Python mae 6e3miu 6i0miorek Takux sk Numpy, pandas, TensorFlow, siki
JIOTIOMAraioTh B po3po0Ili IHTENEKTyaIbHUX CUCTEM, aHalli31 JaHUX , IO Y TIOE€JHAHHI 31 IITYYHUM
IHTEJIEKTOM JIOTIOMArae y CTBOPEHH1 MOieiel MalllmHHOTO HaBYaHHA [5].

Hagenemo npukiaayn BUKOPHCTAHHS MOBH IporpamyBaHHs Pyhon.

3 yacoMm, moBa Python Tinpku HaOyBajia MOIMYJISPHOCTI Ta BUKOPHUCTOBYBajach HE TUIBKH B
OKpEMUX MPOEKTAX, a ¥ I peasizaiii THX Yd IHIIUX 3aBJaHb, TaKHMX SK 00poOKa CKpHUITIB abo
JaHUX:

1. naitbinpmmii  BimeoxoctuHr YouTube € wdactuHO kommanii Google, ska dYacTo
BUKOpHCcTOBYe MOBY Python. YouTube Takox He cTaB BHHSATKOM 1 BCS ISl TiraHTChKa Iuiardopma
HamrcaHna Ha pperiMBopky Django;

2. Clicbot - me poOoT, CTBOpEeHMH JUIsi TpW Ta HABYaHHSA JiTell pPOOOTOTEXHIKH Ta
porpaMmyBaHHs B IpocTiii 1 3axoruuBiid ¢opmi. PobGor ysiimoB go Tom-100 iHHOBamii y
pobotorexHimi 3a miacymkamu 2020 poky, mociBmm 15 wmicne. s peamizamii mporpamMHOi
YaCTUHHU I[LOTO po00Ta BUKOpUCTOBY€EThCs Python;

3. Hacammepen ckpuntoBa MoBa Python mae 3mory BiOKpEeMUTH irpOBY JIOTIKY BiJl yChOTO
iHmoro (rpadiku, (i3uKH, BBEICHHS/BHBEICHHSA, MepexeBoi B3aemonii). Ckpuntu Ha Python
MOXYTh 3aCTOCOBYBATHCS JJISi HAIUCAHHS B3a€EMOJIl MEPCOHaXIB, 3allyCKy CIEH, IiaJoriB,
B3a€MozLi$[ NPC 3 Tpurepamu (Hanpukiam, Xoap0a 1ech, 3ynuHKa, 00 TIOTOBOPHTH 3 iHmuM NPC,
a MOTIM TIPOJIOBKUTH OirTH KyJJI/ICL) CTAaTHCTHKA CYNPOTUBHHKA (310POB’S, MIBUKICTH, TOYHICTB),
a Takok 00poOku pisHux momiit. Cxpuntu Python MoXKHA BUKOPHCTOBYBATH, HaBiTh SIKIIO rpa
HamMcaHa iHmor MoBor. Python BukopucroByBascs B Battlefiled, Sims, Civilization, World of
Tanks, Vampire: The Masquerade: Bloodlines 1 me 6araro xe;

4. Python € momyaspHOIO MOBOIO TIPOTPAMYBaHHsI B Tally3i HAyKU MPO JaHl 3 KUTBKOX MPUYHH.
Bona mae Benmke ¥ aKkTUBHE CITIBTOBAPUCTBO KOPHUCTYBadiB, IO O3HA4Ya€ HasBHICTH Oe3midi
pecypciB Ui HaBUaHHS Ta pPO3B’sA3aHHsA npoOneM. Ll cmimpbHOTa TakoX po3poduiaa HHUBKY
MOTYXHHX O10JTI0TEeK /IS aHami3y Ta Bisyaunizamii gaHux, Takux sk NumPy, Pandas i Matplotlib [7].

Sxmo nopiHioBatu Python 3 iHIIMMU MoOBaMM MpOrpaMyBaHHS, TO MOXXHA BHJLIUTH HOTO
MPOCTOTY B OCBOEHHI, JICTKHH CHHTAKCHC, BENHKY KUIBKICTh iHCTPYMEHTIB, IIO OXOILTIOKOTH
BEJIMKY KUJIBKICTh PI3HUX cueHapnB HAIHMCAHHS IPOTPAMHOTO 3a0e3MeyeHHs, MOCTiIHHI OHOBJICHHS
Ta BIIOCKOHAJICHHS SIK CaMOi MOBH, TaK 1 JIOKYMEHTallli, 3aBJISKH BEJIUKIH CIIBHOTI PO3POOHHKIB.

BucHoBku. Y pe3ynbTaTi JOCHIKEHHS CTal0 O4eBUIHUM, 10 Python 3Haiine BuKOpUCTaHHS
B UHCJICHHUX Tally3sX, KOXKHA 3 SKUX TOTpeOye BIACHUX IHCTPYMEHTIB Ta IMIXOMIB ISl BUPIIICHHS
3aBmaHb. lle CBITYUTH MPO BHCOKY akTyalbHICTh Python i1 #Horo HeBHWYEpIHI MOXIJIMBOCTI B
Maii0yTHhOMY. PO3poOHMIIbKA CITITBHOTA 3HAl/IE HOBI 3aCTOCYBAaHHS I1i€] MOBU B OyIb-sIKiil Tamysi,
sIKa MOK€ BUHUKHYTH B MallOyTHHOMY.
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EDUCATONAL TECHNOLOGIES IN THE CONTEXT
OF DIGITALIZATION OF THE SOCIETY

Educational technologies have several definitions as they can be characterized from different
points of view. To understand what the educational technology is, it’s worth discussing the most
frequently used definitions.

First of all, the educational technology is an organized system of interaction between an
educator and a student as a recipient of the higher education. This system is represented by
designing and planning, correlating and orienting of the whole pedagogical process for achieving
the main goal of education.

From the other point of view educational technologies can be considered as systematized
methods of planning and evaluating of educational process, level of knowledge acquisition
by recipients of the higher education, consideration and estimation of technical and human
resources which are involved in the educational process.

Among other popular definitions of educational technologies are the following: it is an
organized and purposeful process for solving didactic tasks in the sphere of management
of educational process; educational technologies can also be considered as a set of methods and
tools which are directly used in the educational process.

So we can conclude thatthe educational technology is a system of interaction
between recipients of the higher education and educators based on particular ideas, methods,
means, principles and goals of education.

The contents of  educational technologies are represented by the
following interactive components. First of all it’s mutual (common) activity of all participants of
educational process which is directed to achieve goals and get final results; it’s a full cycle of the
management of educational activity by an educator; it’s the direction of activity of recipients of
higher education to get skills of self-education and self-management of educational process;
it’s the creation of comfortable conditions of interaction between all sides of educational process;
it’s the creation of the conditions for organizing the search, research, project and other developing
activities of recipients of higher education.

As there are many definitions of educational technologies and they differ very much, it’s
important to find out in what way the educational technology differs from non-technologies, that is
methods, forms or others. In this regard the following criteria of technological approach have been
grounded:

- Consistency - interconnection of the main components of the technology — goals, forms,
methods, means of interaction - with the final result.

- Efficiency - the ratio of the result to the amount of resources used.

- Optimality - obtaining the maximum result at low cost.

- Algorithm — a set of actions or a sequence of actions.

- Diagnostics — defining the goal and diagnosing the achieved result as the main precondition
of activity.
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