BEPISIHCHKUI JIEPXKABHUI TIEJATOTTYHUI YHIBEPCUTET

dakyapTeT Pi3UKO-MATEMATHYHO1, KOMII ‘FOTEPHOT Ta TEXHOJIOTTYHOI OCBITH

Kadenpa dizuku Ta MmeTonnku HaBYaHHS (Pi3uKH

IosicHIOBAJIbHA 3alIACKA
710 BUITYCKHOT KBasi(ikamiitHoi poooTu
Marictepcbka pobora
Ha 3700y TTA OCBITHHOTO CTYNEHS MaricTp
Ha TeMy: BukopucTaHHsS KOMI IOTEPHUX TEXHOJIOT1H Mpu BUBUEHHI (Di3UKH

B CcTapIii npoduUIbHIM KO

Bukonag: 3100yBau BHUIIOi OCBITH 2 KYypCY,
rpynu  cnemiansHocTi  014.08  Cepenns
ocBirta ((izuka)

IIpouenko Jlenuc OnekcanapoBUY

KepiBHuk KaHIuaaT b13uKo -
MaTeMaTUYHUX HayK, JIOIEHT

Konomoers 'agna 'ennaaiiBaa

PerieH3eHT MOKTOp TMENaroriyHWX Hayk,
npodecop lkoma Onexcanap BacuiboBud

bepasiaebk - 2022 poky



PO3JILI I
AHAJII3 IOTOYHOI CUTYALII 3A HAITPSIMKOM JOCJILIXEHb.............7

1.1. CkitamoBa KOMIT IOTEPHUX TEXHOJIOTIN y TPOIeCi BUKIAAaHH (i3UKU

B YMOBAX CTAPIIOL MPOMIUTBHOT IIIKOIIH . . .. v v vt tetvneenteeenaeeentaeeenneeeanneeennneeannneenaaness 7
1.2. AHAITI3 TEOPIT HABUAHHS . . .« tuvveeentteeneessenteeennteeanneeeenneeennneeanneeeanneeennaneennes 9
1.3. XapaKTepUCTUKA HABUATTBHUX ITOPD . .+ uvtenetenniiinteennaeenneenneenneenneeanneenneenanns 18
G T2 1 €2 1c 101010 1 7 23
BUCHOBKMU [0 HEPLHOI'O PO3IITIY ...t 24
PO3I1JI 11

®OPMYBAHHS METOUKHNU Y HABUAHHI ®I3UKU 13 3BACTOCYBAHHSAM
KOMITTOTEPHUX TEXHOJIOTTM. ..ot 25
2.1. CKIIaI0B1 €JIEMEHTHA CUCTEMM HABUAHHS . - .« e v eeeene e e eeeeee e e e e et e e e e eeaen s 25
2.2. OpraHi3alliAHO-TEXHIUHT BAXOH . . .t uvteennteeenneeeenneeenaeeaneeeanneeenneeeaaneeenaaens 29
2.3. OcOONMMBOCTI OLITHKU 3aCBOEHHS MATEPIAIIY . .. vv e eeteenteenteenneeaneeeneeenneenneenneannns 39
BUCHOBKMU JO APYT'OI'O PO3IIJLY ...t 40
PO3JI1JI 111

AHAJII3 PE3VYJIBTATIB JOCJIAAKEHHS. ... 41
3.1. BBeneHHST IHPOPMALIIT IS OOPOOKH ..'uvveette et e ettt eeitee et e eeeeneeananeenns 41
RN -6 0 € ) 1 0. O 42
3.3. OmiHKa peanizarii 38424 JOCITIIIKEHHS . . ...t etteenteeenneeeeteeeaneeennreeanneeennnens 58
BUCHOBKMU 1O TPETBOI'O PO3IIJIY ...t 59
BUCHOBK. ... e 60

CIHHUCOK BUKOPUCTAHUX JAKEPEJL. ... 62



HEPEJIIK YMOBHHUX ITIO3HAYEHb

KT - xomm’toTepHi TEXHOJIOT1]

HIT - undpoBi iIHTEpaKTUBHI TEXHOJIOT1i

IM - iHTepakTUBHI MaHIMYJISIIIT

KHC - xomm’1oTepHi HaBYaJIbHI CEPEIOBUINA

IMHC - iHTepakTUBHE MYJIBTUMOJAIbHE HABUAJILHE CEPETOBUILIE
BM - BipTyanbHi MaHITyJSIil

13 - monepeHi 3HaHHS

AH - akTBHE HaBYaHHS

[IH - nacuBHe HaBUaHHSA

TEH - Teopist ekcnepruMeHTaIbHOTO HaBYaHHS

OC - omepariitHa cucrema



BCTYII

AKkmyanvHicmbs memu 00Ci0NHceHHA 3yMOBJICHAa THUM, IO 3HAYHA KIJIBKICTh
HAyKOBUX HAIPSIMKIB MalOTh CIIPaBy 3 aOCTpPAaKTHUMH Ta 0araTOBUMIPHUMH ABUIIAMHU. Tak,
YYHSIM YacTO BaXXKO 3pPO3YMITH TEOPETWYHI Ta CKJIagHI alOcTpakiii 1 3acTOCyBaTh iX
HAyKOB1 KOHIIEMI[li B KOHTEKCTI peajabHOro >kUTTA [1]. OIuH 3 IIUX HAYKOBHUX HAMPSMKIB,
SAKUN CYMPOBOKYETHCS TEOPETUYHUMU Ta CKJIAJIHUMM aOCTpakuisMmu, € (izuka. Di3uxky
TPaJAMIIIITHO BUKJIAIAI0Th Yepe3 BUBUCHHS MaTeMaTUYHUX (DOPMYIT Ta piBHAHG [2]. 3riAHO 3
JNESKUMH JOCHIIKEHHAMH [3; 4], yuH1 MOBUHHI BMITH a0CTPAaKTHO KOHCTPYIOBAaTH MOJEIIL,
SIK1 MOKHA TIEPEBIPUTH Ta THYYKICTb, III00 OBOJIOIITH KOHIICTIIISIMU B HAYKOBUX O0JIACTSX.

PosymiHHs mOHATH (I3UKK € CKIAJHUM 3aBAaHHSAM I Oararbox yuHiB. lle
BBAXKAETHCSA HEOOX1AHUM, OCKIIIBKH B Kypcax (p13MKH CTapILIOi IIKOIH MiAKPECTIOETHCS, 1110
IMOOKe pO3yMiHHS (PI3MYHUX TIPOIIECiB 3abe3nedye (QyHIaMEHTaaIbHy OCHOBY IS
Maii0yTHHOTO BUBUEHHS PUPOIHUYNX HayK [5].

Psn nocmimHUKIB MPOMOHYBaNM KijbKa CHOCOOIB €(EeKTUBHOTO HaBUaHHS (Di3WKH.
Tak, moBeneHO, IO BUKOPUCTAHHS METOJIB I1HTEPAKTUBHOIO 3aydeHHS MOKpaIlye
3IaTHICTh YYHIB OCBOIOBAaTH CKJIAJIHUW HaBYAJbHUWA Marepiall (PI3HOMAHITHI TPyNH B
CepeHIX MIKOoIaX, KoJie/Kax Ta YHiBepcuTeTax) [6].

VY mnotouHiii poOOTI ONMHUCAHO METOMOJOTII0 OCBITHBOI MIJCHCTEMHM, SIKa BKITHOYAE
3aCTOCYBaHHSI HABYAJIBHOTO KOMIT IOTEPHOTO CUMYJSTOpa. BUKOpHCTaHHS Takoro BapiaHTy
MOTHUBYETHCSI ~HEOOXINHICTIO OTPUMaHHSA I1HCTPYMEHTYy, SKUH MokHa Oyno 0
BUKOPHUCTOBYBATU JJI PO3IIMPEHHS Bapialliii BUKIAJEHOTO0 Marepianxy Ta MiJBUIIEHHS
3araabHOl €()EKTUBHOCTI 3aCBOEHHS 3HaHb Y4HSAMU. OUiKyBaHUM pE3YJIBTaTOM €
nmporpama, sika KepyBaTUMEThCS IHTYiTUBHO, JacTh YITKHHM Ta LIFOCTPATUBHHM rpadiuHUiA
BUX1J 1 Oyae KopucHOw st y4yHiB. CUMynATOp NOBUHEH OyTH CYMICHMM 3 PI3HUM
IPOrpaMHUM 1 amapaTHUM OOJaJHAHHSAM KT TepeadadyBaHoro 1wiargopmoro € OC
Windows y pi3HHX BepcCisiX.

Memoto Oocnioxycennna € BU3HAUCHHS €(EKTUBHUX METOAIB BUKOPUCTAHHS

KOMIT'FOTEPHUX TEXHOJIOT1H Yy HaB4aHH1 ()13MKM B yMOBaX CTapIIOi MPOQiIHHOT IIKOJIH.
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OcHOBHaA ifiesl TonsAra€e B TOMY, IO UIFOCTPATHBHUM NPUKIAA SIBUINA 3HAYHO
HOJIETIIyE HOro YysBIEHHA Ta po3yMiHHS. ONTHUMaJbHUM pILICHHSIM MOXE OyTH
CIIOCTEPEKEHHS 32 TUM, SIK MepediratoTh Il Mpolecu y peaabHocTi. OHAK e HE 3aBKIU
MOXJIMBO 4Yepe3 OOMEeXeHI MOMXIMBOCTI (PI3UYHOIO CIIOCTEPEXKEHHsS (4a, TEXHIYHI
MOXJIMBOCTI oOmanHanHs). [ mpencraBieHHs CKIaTHUX (PI3UYHUX MPOIECiB MOTPiOHI
BIIMOBIAHI 3acoOu. Hampukian, mpoTikaHHS €JEeKTPUYHOTO CTPYMY IO MPOBIAHUKY HE
BUJIHO HEO30POEHUM OKOM HAaBITh 32 JOMOMOIOK0 ONTUYHOIO MiKpockomna. ToMmy moTpiOHO
BUKOPHUCTOBYBATH BUMIPIOBaNIbHI NMPUJIaan. | HaBITh Y TAKOMY BUMAJKY, TOOAUUTH MOXKHA
JMIIE HACHIJKHA, a HE MPUYMHHU Nepediry 1boro mpolecy, TOMy 3acCTOCYBaHHS 3ac00iB
cuMymsIii pi3MIHUX MPOTIECIB € JOCUTh aAKTYaTbHUM MTUTAHHSIM.

006’°ckmom 0ocnidxcennsn € OCBITHI KOMIT IOTEPHI CUCTEMH.

IlIpeomemom Oocnidxcenns € METOOU Ta 3aCO0M 3aCTOCYBaHHS KOMIT FOTEPHUX
CUMYJISITOPIB Y KOHTEKCT1 TOCTIKEHHS (PI3UYHUX MPOIIECIB.

3ae0annsa 00CniONCEHHA:

[ - mpoBecTH aHaji3 TPOOIEMATUKH 32 HAMIPSIMKOM JOCTIKEHb;

2 - chopmyBaTu €€MEHTH METOJOJIOTi MOTOYHOTO JTOCIII>KEHHS;

3 - BU3HAYUTH €(QEKTUBHI METOAU Ta 3acO0M KOMIT IOTEPHUX TEXHOJOTIH, fAK1
JI03BOJITFOTH OMTUMI3YBaTH MPOIEC HaBUaHHA (I3UKM B YMOBax CTapiioi mpodiabHOI
IIKOJIH;

4 - mpoBecTH aHa3 €(h)EeKTUBHOCTI pO3pOOIEHUX 3aX0/I1B;

5 - ckiacTy BUCHOBKU 3a pe3ysbTaTaMHu poOOTH.

TekcT MaricTepchbKoi AucepTallii moAiJIeHO Ha PO3ILIH.

[Tepmmii po3miT TPUCBSIYEHO aHANI3y NPOOIIEMAaTUKH 3aCBOEHHS OCBITHHOTO
Matepiany 3 (Gi3UKH YUHSIMHU CTapIioi mpodiIbHOT MIKOIH.

Jpyruil cTOoCy€eThCs aHANI3Y NPHUHIMIIB MaTeMaTUYHOTO MOJAEIOBAaHHS (I3UYHHUX
SIBUII] T4 METO/IIB OI[IHIOBAaHHS 3aCBOEHHS BiIOBITHUX 3HAHb YUHSIMHU.

VY TperboMy pO3aUII BUKIAAEHO OCOOMMBOCTI peanmizauii Ta (YHKIIOHYBaHHS
3ac001B CUMYJIALIIT HABEACHUX MPOIIECIB.

CkrazieHO BUCHOBKH 3a pe3y/IbTaTaMu JOCI1HKCHHS.



BUCHOBKU

3a pe3yapTaraMu JOCTIKEHb y TMEPUIOMY PO3JUIT BU3HAYEHO, IO JOLUIBHUM €
3aCTOCYBaHHS KOMIT'IOTEpHUX 3ac001B 3 pi3HUMH iHTep(deiicamu (HapUKIIa, KOMIT I0TEPH,
MJIAHIIETH, 3aco0M I1HTEpPaKTUBHOI KOMYHIKailii (mpucTpoi KepyBaHHS »ectamu)). Lle
CYTIPOBO/IXKY€TbCS BUSBICHHSIM TMEBHUX aCMEKTiB (DyHKI[IOHYBaHHS LUX MPUCTPOIB, IO
MOXKE€ BIUTMBAaTH Ha HaBYaJIbLHHUM TIPOILIEC, OCKUIbKHM iHTepdeiicu Oe3nocepeaHbo
BIUIMBAIOTh HAa T€, SIK CIPUUMAETHCA KOPUCTyBadamMu Mepedir (i3suyHUX MpOLECIiB y
IHTEpaKTUBHUX CcHUCTeMax. MarepianbHi iHTep(dEcH € cepeOBUIIEM, B SKUX MHU(PPOBOIO
iHpopMaliero Mo)kHa MaHimymoBatd y (izuuHii dopmi. 1li iHTEpdelich MOXYTh
3a0€3MeunT OCBITHI NepeBaru (pi3MUHUX MAHIMYJALIM HUIAXOM 1HTErpamii (pi3uyHux i
BIpTYaJbHUX MPEJCTABICHb.

3actocyBaHHs 3aC001B CUMYJISILIT B HABYAIBHUX MPOrpaMax BIAIIPa€e BaKIUBY pOJib
y TOMY, SIK y4HI B3a€MOJIIOTH 13 HaBUaJbHUM MarepiasioMm. KpiMm Toro, pesyiasraTé mbOro
JTOCHIDKCHHS MOXYTh OYTH KOPHCHMMH BUMTENISAM 1 BHKJIajadyaM y Mpoleci BHOOPY
e(heKTUBHOT METOJIMKHM BHKJIaJaHHs OCBITHROTO Marepiaiy. P13H1 piBHI monepeaHix 3HaHb 1
J0CBiYy, 0€3yMOBHO, BIUIMBAIOTh Ha PE3yJbTaT HaBUAHHSI.

Busnaueno, 1o BaxJIMBUM € eTanm BHOOPY BIJMOBIIHMX HABYAJIBHUX MaTepiaiiB, a
TaKOXX TUIM B3aEMOI, AKI MOXKYTh MOKPAIIUTH €()EKTUBHICTh 3aCBOEHHS YUHSIMHU HOBHX
3HaHb. Ilemarorn Tako)k TMOBWHHI BHOpATH BIJAMOBIAHI THUIM OIlIHIOBAHHS, SKI ITOBHOO
MIpOIO BIAMOBIAIOTH XapaKTepy HABYAILHOTO MPOIIECY.

Hactymuum eramom po0oTH, € aHami3 MOporpaMHUX 3aco0iB, sKI MOXHA
BUKOPHUCTOBYBATH JIJISi MOJIETIOBaHHS (DI3MYHUX siBUIL. YacCTHHOIO IOTO MPOIECy € BUOIp
BIJIMTOBIIHOTO TpaivHOrO npeacTaBieHHs. Tak, BUPIIIEHO BUKOPUCTOBYBAaTH TPUBHUMIPHY
rpadiky, OCKUTbKM BOHA MOXe OyTH Takor X 1HQOPMATHBHOIO, K 1 JTBOBHMIpHA rpadika,
ajle B TOM e 4Yac ii MOXIMBOCTI € 3HAYHO MMIUPIIKMHU. [0JOBHOIO THEepeBarow €
MOXJIUBICTHh B1IOOpa3uTH Jeski sIBUINA, $Ki, 0e3 Takoi peaii3zailii, HEMOXJIUBO
IPEICTaBUTH. YCKIIAJIHEHHSAMH TPOLIECY PO3POOKH BIMOBIIHUX MPOrPaMHUX 3aCO0IB €

NEBHI OCOOJMBOCTI MOZENIOBaHHSA (PI3WYHUX SBUL] 33 JIONOMOIOK KOMIT IOTepa:



BUSIBJICHHS 3ITKHCHb OO0 €KTIB; BH3HAUCHHS B3a€EMHOTO TIOJIOKEHHS TOYOK Yy IPOCTOPI;
poboTa 3 BekTopamu (ITOBOPOT, BU3HAYCHHS BIAMOBIIHUX KYyTiB); 3HAXOKEHHS IEHTPIB
0araroKyTHHKIB; 0COOIMBOCTI BUKOPUCTAHHSA rpadiuHuX 010110TeK.

3a pe3ynpraTaMy MOTOYHOTO JOCHTIKEHHS C(OPMOBAHO METOOJIOTII0 BUKIIATaHHS
Ta OI[IHIOBaHHS €()EKTUBHOCTI 3aCBOEHHS MaTepially Ha ypokax (Di3uKH.

Takox, HaBeJIeHO JeTaJbHUN ONUC €JIEMEHTIB Ta 0COONMUBOCTEH (DYHKIIIOHYBaHHS
3ac001B CUMYJISLIT 1 TpadiyHOro MpeACTaBieHHS nepediry (i3MYHUX MPOLECIB, IO A€
MO>KJIUBICTb 3HAYHUM YMHOM MOKPAIIUTH €(PEKTUBHICTh HABYAILHOTO MPOIIECY.

TakuM 4MHOM, y TOBHOMY 00CSI31 pealli30BaHO MOCTaBJIEH] 3aBJaHHs POOOTH.
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