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30ipHHUK BKJIIOUa€ MaTepiai JOMOBiAEH y4acHUKIB KOHGepeHiii, aki 00'eqHani 3a
TEMaTUYHUMHU HalpSIMKaMHU KOH(EpeHIIii.

30ipHUK OyJile KOPUCHUM SIK JUIsl (PaxiBIIiB 1 MPAIiBHUKIB (QipM, 3alHATHX B 001acTi
pO3pOOKH Ta MPOCYBAHHS KOMI'IOTEPHUX Irop, Tak 1 JJis BHUKIAJAdiB, MAaricTpiB 1
CTYJICHTIB BHIIMX HAaBYAJIbHUX 3aKJaJiB, SKI HABYAIOThCS 3a HampsMaMHu 1
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IHKEHepil, NPUKIAJAHOI MaTeMaTHKu Ta o0poOku iHopmarlii, Oyae KOPUCHUM
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Cy4acHOTO CTaHy CIpaB B MEPEPAXOBAHMX Taly3sX 3HAHb, KU MOXKE JOMOMOITH SIK
cpaxuau;IM TaK 1 CTyJ€HTaM YHIBEPCUTETIB CKJIACTH 3arajlbHy KapTUHY PO3BUTKY
KOMITFOTEPHHX irOp bI MyJIbTUME/Iia Ta MOB'I3aHUX 3 HUMH TTUTAHb.

HayxoBi mpaiii 3rpymnoBaHi 3a HampsMKamMu poOOTH KOH(pEpeHIli Ta HaBeIEHI B
anQaBiTHOMY MOPSIKY MPi3BUILl ABTOPIB.

Martepianu  (Te3u  OMOBiACH)  JAPYKYIOTbCS B aBTOPCHKIM  pelaKiiii.
BianoBiganpHICTh 3a SAKICTh Ta 3MICT ITyOJIiKaIliif Hece aBTop.

Martepianu nogaHo yKpaiHChKOIO Ta aHTJIIHCHKOI0 MOBaMH.
Penakrop 36ipanka Kotk C.B.

©Onecbkuii HAIllOHAIBHUI TeXHOJNOTTYHUN yHiBepcuTeT, 2023
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IHEPEJIMOBA

B nmanmit yac OUIBIIICTh YYEHHMX BHW3HAIOTh, IO OJIHIEID 3 HAMOUIBII MIBHUAKO 1
cTablIbHO TMporpecyrounx obsacte 3HaHb € 1HGOpMaliiHI TexXHojJorii Ta ix
3acrocyBanHa. [lig wac manmemii COVID-19 Tta BilicbkkoBHX i B YKpaiHi pPi3KO
OOMEXKMIIMCS KOHTAKTH MDK JIIOJBMH, 1, BIJIMOBIAHO, 3pOCia 3HAYMMICTh KOMII'FOTEPIB,
cMapTQOHIB Ta IX TOMATKIB.

Kinpka ocTaHHIX pPOKIB OJHUM 3 HaANpsAMKIB 1H()OpMAIIMHUX TEXHOJOTIN, IO
HaWOLIBII MIBUAKO PO3BUBAIOTHCS, CTAIX KOMIT'IOTEPHI Irpu (BXXE TPU POKH TOMY OOCST
JOXOJIIB BiJ IrpOBOT KOMM'IOTEPHOI 1HAYCTpii MEPEBUIIMB AOXOAM BiJ KIHOIHIYCTpIi).
bararo xTo 3anmuTye - 4OMy K BIJICOIrPH CTalK TaKUMH nonyiaspHumu? OJHa KaTteropis
JIOJIeN BBaXKae, 10 rpa Ha KOMI'IOTEPl JO3BOJISIE PO3CTAOUTHCS, 3HATU CTPEC, YHUKHYTHU
MOBCSAKACHHUX TypOOT, a 3apa3oM 1 Ai3HATUCA LIOCh HOBE, MOTPEHYBATH CBI MO30K Y
jorimi. [HImma x xymae, mo irpu - e 3710, BOHM CHPHUSAIOTH BIIXOY 3 PEAIbHOCTI Y
BIPTyaJIbHUI CBIT, 3HWKYIOTh MOTHBAIIIO 10 CBO€I AISUIBHOCTI, HABYAHHS, TBOPYOCTIL. Y
Oy/Jb-IKOMY BHITaJIKy KOMIM'IOTEPHI ITpU CbOTOJIHI MPUCYTHI B KUTTI OYIb-SIKOT JIFOAUHH,
K O BOHA JI0 HUX HE BIIHOCWJIACH (CydYacHI MIJUTITKK B3araji MPOBOMASTH 32 €KPAHOM TI0
KiJIbKa TOJWH Ha JICHB ).

VY miif iHAycTpil mpairoe AOCUTh Oarato mpodeciiiHux ¢ipM 3 BEIUYE3HUM
Oro/pKeToM, (paxiBIl CTBOPIOIOTH HOBI CIOXKETH 1rop, KIHIIEBUH NOPOIYKT CTa€ BCE
SACKpaBIUM 1 AuHaMigHimmMM. Takuii BUOyX 3pocTaHHs momyispHocTi Game - ramysi
BUMarae 30UTbIIEHHS OOCSTY CHITKYBaHHS Ta OOTroBOpeHHs ii po3Butky. | cmpasni,
30KkpemMa, B €Bpori, MIOMICSIS MPOBOAATLCS JIECSITKU 3aXO[lIB, CIPSIMOBAHUX HA y4acTh
PO3pPOOHUKIB KOMIT'IOTEPHUX ITOp — XaKaTOHHW, KOH(EpeHIlii, pecTuBasi, BUCTAaBKH (3apa3
BOHM B OUIBIIOCTI BUMAIKIB MepeadayaloTh PEeKUM OHJIAMH — cHiiKkyBaHHsA). OnHaK B
VYkpaiHi 32 OCTaHHIN pIK KIJIBKICTh TAKUX 1BEHTIB MOXHA NIEpepaxyBaTH Ha NaJIbLSIX OJHIET
PYKH.

CriBpo6iTHUKH OJI€CHKOTO HAIIOHAIBHOTO TEXHOJOTIYHOTO YHIBEPCUTETY BIKE
JITaBHO 3BEPHYJIM yBary Ha IIf0 MOMYJspHY Tanmy3b [T, sika po3BUBAETHCS CEMUMHJIBHUMHU
kpokamu. B OHTY Bxke Tpu pOKH CTYyJI€HTH HABUYaIOTHhCS 32 OCBITHHOI HABYAIBHOIO
nporpamoro «Po3poOka irop Ta IHTEpaKTUBHUX MeJlia y BIPTYaJibHIM peasbHOCTI», BKE
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ABiyli Ha #oro ocHoBi mpoBoamiucs xakaronn GameDave Open Cup Odessa, ski
30Upany JECATKU 3alliKaBICHUX JIIOJIeH. YHIBEPCUTET BUCTYNIUB 3aCHOBHUKOM Ta BIIEpILIE
mpoBiB y 2019 porii BceykpaiHCBKY CTYICHTCHKY OMIMITIaay 31 CTBOPEHHS KOMITIOTEPHHUX
irop. Hamri crygaenTu mocTiiiHo OepyTh y4acTh Ta MepeMararoTh Y 3MaraHHsX CBITOBOTO
YeMITIOHATy 31 CTBOpeHHs komm'iorepHux irop Global Game Jam, sikuii mpoBOIUTHCS
oJIHOYacHO y Oubir Hixk 100 kpaiHax cBiTYy.

I och Hactana yepra nmpojoBXeHHS ILOro ¢opymy daxiBuiB Game-iHAYyCTpii - B
Bepecin B OHTY Oymo mnpoBemeHo TtpeTio KoHdepeHiito, 1o 3ibpana Oarato
3aIrlikaBjaeHUX oci0 (mpuyoMy He Jniie 3 YKpaiHdh, CBOi TE3M JOMOBIAEH HaJiciiaiu
po3pobnuku 3 Kazaxcrany). 3 ypaxyBaHHSIM BIHCHKOBOTO CTaHy B YKpaiHi Il 3yCTpiyu
Mpoillia OHJIAlH, II0 HE 3aBaJuJI0 OOMIHATHUCH TyMKaMH JIOCUTh BEJHUKIM KUIBKOCTI
yuacHukiB. Ha koudepenuito namicnanu 120 te3 momosiaeit, aBropamu sikux Oyiau 163
yosioBika (y Tomy umciai 4 nomomimi 3 Kazaxcranmy, 116 nomoBimeit 3 Ykpainum). Y
KOH(epeHIIii B3sJIM y4acTh NpeacTaBHUKU 38 opraHizaiii. He3Bakarouu Ha MOJIOAIKHUN
CTaTyc, y 3ycTpiul Opaiiu y4acTb 6 TOKTOPiB HayK, mpodecopis, Ta 38 KaHIUIATIB HAYK.

[TigBoas UM MiACYMOK KOH(EpEHIii, o BIAOYacs, MOKHA CKa3aTH, 10 HAPEUITl B
VYkpaini 3'sBunacs ratgopma, Ha SKi MOXKYTh OOMIHIOBATHUCA JyMKamMu PO3POOHUKH
KOMIT'FOTEPHHX 1rOp, AOCIIJHUKHA B 00JaCTl CTBOPEHHS HEOOXITHUX TEXHIYHUX MPUCTPOIB
1 CIOKETIB, B 00JacTi 3actocyBaHHs 1 BukopuctanHs WEB-auzaiiny. Ilin yac 3akpurts
KoH(epeHIli yJ4acHUKH BHCIOBUJIIM TMOJSKY OpraHizaTopaM Ili€l 3ycTpiyi, BiIA3HAYHIA
BHCOKHI piBEHb ii MPOBEEHHS, MO0aXaJld YCIIXiB B IPOBEICHHI HACTYIHOI KOH(EpEeHIlii,
a TaKOX YCITIXIB yCIM yYaCHHKaM Y OCBOEHHI HOBOT'O BIPTYyaJIbHOTO 3aXOIUIIOIOYOTO CBITY

KOMIT'FOTEPHHX 1T0p.
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MPOBJIEMATUKA KOH®EPEHIIIT

1. Oceita (rerimiikamiss B OCBiTi, cepiio3Hi irpu, irposi
HABYAHHS, irPH TA MATEMATUKA)

2. 3MI (kibepcnmoprt, cTpiMiHI, comiajdbHi Mepexi i
reiimigikauis, reiimigikanisa B :;kypHagictuui ta 3MI)

3. bizHec (Diznec-mopeni, free-to-play, aszaprthi irpm,
reimiikaniss B MApKETHHIY, PeKJIAMHI Irpu)

4. TexuoJqorii (BipTyaJbHa PpeajibHICTb, IONOBHEHA
PealIbHICTh, IHTEPHET peuyed, NMPUCTPOI, L0 HOCATHCH,
IITYYHUH iHTEJIEeKT, MAIIMHHE HABYAHHS)

5. In3aiin (redmpaizaiid, JU3ailH PiBHIB, CAYHIi3aiiH, apT)



Mamepianu konghepenyii «Komn'otepHi irpu Ta MmyabTuMeaia sik iHHOBaliiHUM miaxia 10 komyHikamii - 2023»

CIIMCOK
oprasizaunii, mpeJACTAaBHUKHN AKUX Opaju y4acTh y po0oTi koHdepeHuil

Communal institution "Kharkiv Lyceum No. 68 of the Kharkiv City Council

The Chempions Academy, JIbBiB

Turan University, Almaty, Republic of Kazakhstan

BiakpuTuii Mib>kHapOAHUIN YHIBEPCUTET PO3BUTKY JIOAUHU "YKpaiHa'

Binokpemiienuii cTpykTypHUi miapo3ait «OnecbKuil TeXHIYHUN (axoBUil KOJIEIK
OpechbKoro HallOHATBLHOTO TEXHOJIOTTYHOTO YHIBEPCUTETY

Binokpeminenuii CTpyKTypHUN MiApo3iT «P1IBHEHCHKUN TeXHIYHUN (paxoBuit
KoJie/k HaiioHanpHOTO yHIBEpCHUTETY BOJHOTO TOCTIOIAPCTBA Ta
IPUPOTIOKOPUCTYBAHHS

Binaumpkuil HalioHATFHUN TEXHIYHUA YHIBEPCUTET

Bonuncekuit Hanionansanii YHiBepcutet iMeHi Jleci Ykpainku

Jlep>xaBHUI TOPTOBEIBbHO-€KOHOMIYHHI YHIBEPCUTET

JIHinpoBCchKMii HallioHaabHUM yHiBepcuTeT iM. O. ['oHuapa

JlonbOacbka aeprkaBHa MallIMHOOY/TIBHA aKajeMis

Exonomiko-TexHOI0TIYHUM 1HCTUTYT iIMeH1 PoOepTta EnbBopTi

JKuromupcekuii 1ep:kaBHUM yYHIBEepcHUTET iMeH1 IBana dpaHka

3anopi3bKuid HallIOHATIbHUI YHIBEPCUTET

3axiIHOYKpaiHChKHI HAllIOHAJIbHUN YHIBEPCUTET

KpuBopi3bKkuil Aep:KaBHUI MeIaror1YHUN YHIBEPCUTET

Jlyupbkuii HalllOHATBHUIN TEXHIYHUN YHIBEPCUTET

MeniTonoasChKUil IepKaBHUMN MearoriyHuil yHiBepcuteT iMeHi borgana
XMETBbHUIBKOTO

MixkHapoJHUI €KOHOMIKO-TYMaHITApHUN YHIBEPCUTET iMeH1 akajieMika Crenana
Jem’sHuyka

HanionansHuil aepokocMiuHuii yHiBepcuTeT iMmeH1 M.€E. XKykoBcbkoro "XAI"

HanionanpHuii TeXHIYHMMA YHIBEpCUTET «XapKiBCHKUN MOMITEXHIYHUN THCTUTYT»

HanionanpHuii yHiBepcUTET 010peCypCiB 1 MPUPOJOKOPUCTYBAHHS Y KpaiHU

Hamionansuuit yniBkepcuteT "JIbBiBChbKa MoJiTEXHIKA"

Opechkuii HalllOHAJbHUN TEXHOJIOTIYHUI YHIBEPCUTET

[TiBneHHOYKpaiHChKHI HALIIOHAbHUIN Neaaroriyiuil yuisepcuret iMmeni K. /1.
YIUHCBKOTO

CroermamizoBana mkosia 173 m.KueBa

TepHONUIBCHKUI HAIIOHAJIBHUI TEXHIYHUH yHiBepcuTeT iMeHi [Bana [lymros

YkpaiHChbKU# Jiep>KaBHHM yHIBepcuTeT iMeHi Muxaiina JIparomanoBa

YKpaiHChbKUH AepKaBHUM YHIBEPCUTET HAYKH 1 TEXHOJIOT1H

daxoBuii KOJIEHK MPOMHUCIIOBOI aBTOMATHUKH Ta 1HPOPMAIIMHUX TEXHOJIOTIN
OpechKoro HallOHAIBHOTO TEXHOJIOTTYHOIO YHIBEPCUTETY

XapKiBChKHM JiepKaBHUN O10TEXHOJIOTTYHUIM YHIBEPCUTET

XapKiBChbKHI HalllOHaIbHUM niegaroriuanii yHisepeuter iM. I'.C. CkoBopou

XapKiBChKHM HAIlIOHAJIbHUN YHIBEPCUTET MIChKOT0 rocrnojapctsa im. O. M.
bekeroBa




Mamepianu konghepenyii «Komn'otepHi irpu Ta MmyabTuMeaia sik iHHOBaliiHUM miaxia 10 komyHikamii - 2023»

XapKiBChbKHMM HAIllOHATBHUN YHIBEPCUTET PaJII0CICKTPOHIKU

XMeNbHUIIBKUH HAIllOHATBHHUI YHIBEPCUTET

[{enTpanbHOYKpaiHCHKHI Jep>KaBHUHN yHIBepcUTET iMeH1 Boogumupa Bunnnuenka

[{eHTpanbHOYKPATHCHKUIM THCTUTYT PO3BUTKY JIOJMHU BiAKPUTOro MI>XKHApOAHOTO
YHIBEPCUTETY PO3BUTKY JIOUHU "YKpaiHa'

YopHoMOpChKHii HalllOHAIbHUHN YHIBepcuTeT iM. [letpa Moruiu




Mamepianu konghepenyii «Komn'otepHi irpu Ta MmyabTuMeaia sik iHHOBaliiHUM miaxia 10 komyHikamii - 2023»

SMICT

Po3ain 1. Oceira (reiimijikanisi B 0CBiTi, cepiio3Hi irpm, irposi
HABYAHHS, IrPH TA MATEMATHKA)

17

Gamification of the educational process in teaching programming.
Imanbazar A., KimYe.R (Turan University, Almaty, Republic of Kazakhstan)

17

The role of simulation games in the preparation of future professionals.
Kruts M. P., Zdolbitska N.V. (Lutsk National Technical University)

20

Simulation of the operation of the sensor system of a mobile robot in the
Autodesk tinkercad environment. Vladyslav.Yevsieiev (Kharkiv National
University of Radio Electronics), Svitlana Starikova (Communal institution
"Kharkiv Lyceum No. 68 of the Kharkiv City Council™)

21

AHai3 MeTomiB CTBOpPeHHsI aHiMauii B cepexoBuuni po3podoku Unity.
Henon O.J1., ba6iit M.O. (Oznechkuii HalllOHATbHUN TEXHOJIOTIYHUIN YHIBEPCUTET)

23

BuxkopucTaHHsi OCBITHiX cepBiCIB HAa OCHOBi IITY4YHOr0 IiHTEJEKTy i
yac oprasizamii AuUcCTaHUiiHOrOo Ta 3MimaHoro HaByaHHsa. bamac H. JI,
O@panuyk H.II. (YkpaiHcbkuii Jep:kaBHUI yHIBEpCUTET iMeH1 Muxaiina
JlparomaHoBa)

26

InTerpaunist IuTYy4HOro iHTEEeKTY B OCBIiTHIM mpouec. boryr O.M., KOckoBuu-
XKyxoscbka B.1. (MikHapoIHUN €KOHOMIKO-TYMaHITapHUI YHIBEPCUTET IMEHI aK.
Crenana /lem’siHuyKka)

28

BipryanbHa komyHikania sik 3aci0 reimigikanii HaBuyanus. boiiko O.1O.
(3amopi3bKuiil HaIllOHATBHUN YHIBEPCHUTET)

30

Jloriuni irpm B cydacHii MarTreMaTumi JJsi PO3BUTKY PO3yMOBOI
npane3gaTHocti. bproxosuu M. B. (XapkiBchbkuid HalliOHaJIBHUIA MEAaroriqyHUil
yHiBepcuteT iMeH1 ['.C. CkoBopoin)

32

MeToauyHi miaXoau 10 HABYAHHS NPOrpaMyBaHHSl 3a JOIIOMOIOI0 MOBH
processing B HaBYaJbHMX 3akijagax. BacumbeBa A.A. (OKutomupcekuit
nepsxkaBHUM yHiBepcuteT iMeHi [. 5. @panka)

33

IlcuxoJioriuni acnekTu irpoBoro HaB4anHs. Bepxosceka €.1. OKutomupcekuit
Jlep>xaBauii YHiBepcutet iMeHi [Bana dpanka)

34

Hopamu nus po3BUTKY HaBuuku 3D-MonenwBaHHs y reiimaeBi Ta BuHOIp
nporpamMHoro 3ade3neuyeHHsi. [muxuyk JL.A. (BonuHChkuil HaIllOHATBHUIMA
yHiBepcuteT iMeH1 Jleci Ykpainku, M. JIy1ipk)

35

leiimi¢pikaniss B Meroauui BukjIaganHsg wmaremartukum. [opsinoBa K.O.
(XapkiBChbKMI HAIllOHAIBHUI YHIBEPCUTET PAi0EIEKTPOHIKH)

38

BuBuenns KOMII'IOTEPHO 1 TIpM Ta MNIATOTOBKA [0 3MaraHHs.
['purumn J1. 1. (The Chempions Academy, JIbBiB)

41

Ieiimigikanisi, ik 3aci0 NMiABMIECHHS NMi3HABAJBHOI AKTHBHOCTI YYHIB Ha
ypokax indopmatuku. enyx T.A. (OKuromupcekuii nepaBHUN YHIBEPCUTET
imeHi [Bana ®panka)

42

Metoau reimidgikanii B iHTeJIeKTyaubHill cucremi mnpodopieHTaii.
Kabep A.X., Ilamamapuyk €.A. (BiHHUUIBKUN HallOHATHPHUN TEXHIYHHMA
YHIBEPCHUTET)

43




Mamepianu konghepenyii «Komn'otepHi irpu Ta MmyabTuMeaia sik iHHOBaliiHUM miaxia 10 komyHikamii - 2023»

Ki0epcopT y BHIIMX HAaBYAJBbHHMX 3aKJaJaX: PO3BHUTOK Ta MOKJIHBOCTI.
Kepuosuit M.O., batanos C./I., bBparepcrka H.M. (XapkiBchbKuii HallioHATLHUN
YHIBEpPCUTET MiChKOTro rocrnojapctsa iMmeHi O. M. beketosa)

47

HocaigxenHss epeKTHBHOCTI 3acTOCYyBaHHsI IHTEPAKTHBHHUX BIpaB 3
HABYAHHA MaTEeMATUYHUM ocHoBam indopmaTruku. Mazypox T.JI.,
Kupeepa O.C. (IliBneHHOYKpaiHChKUI HAlllOHATBHUN TIEAAroriyHui YHIBEPCUTET
imen1 K.JI. YimmnacbKoro)

49

BnpoBajxkenHss  irpoBux TEeXHOJIOTIH B  HABYAJbLHMHA mpolec.
Kopanpuyk M.B. (OKutomupchkuii nep>kaBHull yHiBepcuteT iMeH1 [Bana ®dpanka)

52

CTBOpeHHs MIariHy Ajds rpd MadHKpadT Ta nporpaMu-noMiYHHUKA IS
agMminictpaTopa cepBepiB Maitnkpadr. Kopemkos O. K. (DaxoBuii koyemx
IPOMHUCIIOBOT aBTOMAaTUKU Ta iH(opmaniiiHux texHosorii OHTY)

53

Peanizanis Jioriku s irpoBux 00’€KTiB Ta esieMeHTIB iHTepdeiicy rpu B
skaHpi «Top Down Shooter» 3 Buxopucrannsam TtexHoJsorii UNITY.
Kpusuenko 10.B., xabpainmoB J[I.B., KpuBuenko A.A. (BimokpemieHuit
CTPYKTYpHUH Mmiapo3ain «Oxecbkuil TexHIuHUN (axoBuil konemx OpecbKoro
HaIllIOHAJIBHOTO TEXHOJIOTYHOT'O YHIBEPCUTETY)

56

The role of simulation games in the preparation of future professionals. Kruts
M. P., Zdolbitska N.V. (Lutsk National Technical University)

59

Posib iHTEpAaKTHMBHHMX Iirop y HmiABHINEHHI cHiBIpaui Ta KOMYHIKauii cepen
cryaenTiB. Kpymensnunpka M. O., CaxapoBa C.B. (Onecbkuii HalllOHaJIbHUM
TEXHOJIOTTYHUN YHIBEPCUTET)

60

Po3po0ka  eKCHepTHOI  peKOMEHJAliMHOI  CHCTeMHM  JJd BUOOpY
cneniajJibHOCTE B 3akjajgax BMINOI ocBitTh Ykpainu. Ky6aii M.O.
(BiHHMIIBbKUY HAIIOHATBHUIN TEXHIYHUN YHIBEPCUTET)

62

BuxkopucTaHHsi CYYacHHX OCBITHIX TeXHOJIOTIH Yy BHKJIAJAAHHI IS
cnemianbHocti 131 «Ilpuxiaaana Mexanika». Makpyxa T. O. (ExoHomiko-
TEXHOJIOT1YHUM 1HCTUTYT iMeH1 Pobepra EnbpBopTi)

63

Buxkopucranns MeroaiB reimigikanii B ynpapJ/iHHi PO3BUTKOM IEPCOHAJY.
Hanugaiiko 1.C., Yaaunna K.O. (YkpaiHCcbkull Jep>KaBHHI YHIBEPCUTET HAYKH 1
TEXHOJIOT1i)

66

Ieiimipikaniss B ocCBiTi: iHHOBAIMHUIA MiAXiA 10 3aJyYeHHS Ta MOTHBaUil
yuniB. Hexaenko K.O., KpuBonoc O.M. (Kutomupcbkuil aep:kaBHUI
yHiBepcuTeT iMeH1 IBana dpanka)

68

Feiimi¢ikaniss B HaBYaHHi: 3MiHa TexHoJIOriyHOi mapagurmu. OBmid A.A.
(Onecwkuii HantionanpHuit TexHOMOT1YHUI YHIBEPCUTET)

71

3acTocyBaHHsI IHTEPAKTHBHHUX TEXHOJIOTIH HAaBYAHHA HAa 3aHATTAX
cneuniagbHocTi 014 cepeansi ocsirta (Inmdopmaruka). Ilactepnak B.B.
(BonuHchKui HalllOHATBHUM YHIBEpCUTET iIMeHI Jleci YKpaiHkn)

72

CupusiHHs CTPIMIHIY $§IK He3ajie:kHi rauay3i posBar. I[lmaxornuk A.B.,
CaxapoBa M.B. (Onecbkuii HalllOHAJIBHUM TEXHOJIOTTYHUM YHIBUPCUTET)

75

Io3uTuBHUII BIUIMB KOMIIKTEPHUX Irop Ha Po3BUTOK aiTeil. PomaHiok
O. H., botiko O.I1., Yexwmectpyk P.}O. (BinHuibkuii HallioHATGHUN TEXHIYHHUMA
yHiBepcuteT), Kotomk C.B. (Opechkuii HaAIlOHAIBHUA  TEXHOJOTIYHUMN
YHIBEPCHUTET)

76
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Eranu crBopeHHss TtpuBuMipHux irop. Pomantoxk O. H., 3axapuyk M./,
CraxoB O. fl. (BiHHUMLBKHI HalllOHANBHUNA TEXHIYHUHN yHiBepcuteT), KoTmmk
C. B. (Onecpkuii HaIliOHAIBHUH TEXHOJIOTIYHUHA YHIBEPCUTET)

78

Gamification as an effective strategy for the formation of the foreign
language lexical competence. Riabka Daria (Bogdan KhmelnitskyMelitopol
State Pedagogical University)

79

AKTHBI3alis Mi3HABAJBbHOI MiSVIbHOCTI YYHIB CTApPIIMX KJIACIB Ha ypoOKax
inpopmaTuku. Cikan A.O., KpuBonoc O.M. (OKuromMupchkoro nep:kaBHOTO
yHiBepcHuTeTy iMeH1 [Bana dpanka)

82

InTepHer-osiMmiaam Ta 3MaraHHsi 3 MaTeMaTHKH ¥ iHOpMAaTHMKH Yy
cydyacHomy ocBiTHbOMY mpoueci. Comenko O.0O. (LleHTpambHOYKpaiHCHKUI
IHCTUTYT PO3BUTKY JIIOJAUHU BiIKpUTOro MI>XHApOAHOTO YHIBEPCUTETY PO3BHUTKY
moauan  «Ykpaina»), Comenko J[.B. (LleHTpaJbHOYKpaiHCBKHI Jep>KaBHUMN
yHiBepcuteT iMeH1 Bomonumupa Bunanuenka)

84

Gamification in  science: game platforms for Learning. Sotnik S.V.,
Andreiev A.S. (Kharkiv National University of Radio Electronics)

87

HigBuimennss MoTuBamii KepiBHOro ckiaay ¢axkyiabsteriB 3BO merogamm
reiimipikanii. Tpimmua @.A., HlecromamoB C.B. (Onmechkuii HallioHaJbHHIMA
TEXHOJIOTIYHUM YHIBEPCHUTET)

90

IIpoOJieMa roTOBHOCTI CTYAEHTIB IHKEHEPHO-NEJATOTIYHUX CHeliaJbHOCTel
A0  3acrocyBaHHsi  Stem-texHosioriii 'y  mpodeciiiniii  gissibHOCTI.
TrotronoB O.B. (KpuBopi3pkuii 1ep>KaBHUN NEAAroriyHuid YHIBEpCUTET)

93

IIpo Bukopuctanust Quizizz.com migx Yac HABYAJIBLHOTO MPOIIECY.
®equenko FO.C., Konosenko H.I'., Motopuuii [.A. (Onecbkuii HallOHaTIbHUM
TEXHOJIOT1YHUI YHIBEPCUTET)

95

Feiimigpikanis B ocBiTi. Opanuyk H.IIL., [MBuayn JI. II. (Ykpaincbkuit
JIep>KaBHUM yHIBepcuTeT iMeH1 Muxaiina JIparomanoBa)

96

I'pagivni irpm Ta HABYAHHSA: BUKOPHMCTAHHA Bi3yaJbHUX CepeloOBUI JIs
CIIPUSIHHSA 3aCBOEHHI0 cKJagHux TeMm. XomoaHsk M.K., Caxapoa C.B.
(Onecpkuii HallIOHATBHUN TEXHOJIOTTYHUI YHIBEPCUTET)

97

3acTocyBaHHsl irpOBHX TEXHOJIOTi Yy HaB4YaHHi podorH 3i ciayxdamu
iHTepHeTy B IKiJIbHOMY Kypci iHpopmaTuku. Mazypok T.JI., UeOpyuan O.O.
(IliBneHHOYKpaiHChKUI HalllOHAJIBHUN menaroriyHuid yHiBepcuteT imeHi K. /.
YUIMHCHKOTO)

99

IMoJsiermenHs B3a€MOil JIIOAUHHM 3 IHKJII03I€10 i cMCTEMHU Yepe3 3aCTOCYBAHHS
irpoBux MeroxiB. Yepemniok O.1., Ilamamapuyk €.A. Koanenko O.O.
(BiHHMIIbKUY HAIIOHATHHUN TEXHIYHUN YHIBEPCUTET)

102

I'eitmidikanis indopmaniiHoi cucreMn AJs1 BUOOPY BHAY CHOPTY HA OCHOBI
MopdodyHkiioHaabHuX noka3HukiB Jdwaunu. [1IBaiiko B.K., Ky3sMmin A.A.,
[arpoBchkuii A.O. (XMeTbHUIBKUI HAI[IOHAJIbHUNA YHIBEPCUTET)

104

Po3zain 2. 3MI (kidepcnopT, CTPIMIHT, COLiaJIbHI Mepexi i
reiimigikanis, reiimipikania B ;kypHajgictuui ta 3MI)

107

Feiimudikania B xkypHajgictuni ta 3MI. JlaGatiok O.0. (VYkpaincbkuit
Jiep>KaBHUM yHIBepcuTeT iMeHi Muxaiina J[paromanoBa)

107
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Po3poOka metoaiB Ta mporpamMHux 3aco0iB cepBepy Ha 0a3i KOMOIHOBAHUX
TexHosoriii. SSG Ta SSR jaas  cHCTeMH KepPyBaHHSI KOHTEHTOM.
[Mansaunsa JI.P., KarenpuikoB [I.I. (BiHHMIbKWY HAIIOHATGHUA TEXHIYHHUMA
YHIBEPCHUTET)

108

Po3nin 3. Bi3znec (0izHec-moae.ni, free-to-play, azaprni irpm,
reiiMmiikanisa B MAPKETHHIY, PEKJIaMHi irpu)

110

Buxopucrannsi raiaysi irpoBoil iHAYCTpii ISl NPOBeJeHHSI €KOHOMIiYHHUX
nociaigxenb. ApamoB O.C., Jlemncrok B.O. (BiHHUIBbKHY HalioHATLHUN
arpapHuil yHiBepcuTeT, BIHHUIIbKUI HaIllOHATHHUM TEXHIYHUNA YHIBEPCUTET)

110

leiimi¢ikaniss sk mnoBexiHKOBa crTparteris Mapkerunry. Bapasa B.C.,
Cnoka M.I'. (/lepkaBHHi1 TOProBeIbHO-CKOHOMIYHHMI YHIBEPCUTET)

111

OcobuauBocTi TecTyBaHHsl IrpoBMx 3acrocyHkiB. Ilwmnenko /[I. IO,
Koasienko O.O. (BiHHMIIbKUN HaIlIOHATBHUN TEXHIYHUM YHIBEPCUTET)

114

TecTyBaHHSI NPOAYKTHUBHOCTI MOAYJIA reimiikanii B cucreMi ynpasBiiiHHA
HapuanusaMm. Ctopoxyk 0. B., Kosanenko O.O. (BiHHMIIbKHN HaIllOHATHHUMA
TEXHIYHUI YHIBEPCHUTET)

116

Buxopucranns reimigikanii Ta HeiipoMepe:xk y MapkeTtudry. KonapareHko
A.O. ([lepxaBHUi TOPrOBEIbHO-€KOHOMIYHUN YHIBEPCUTET)

118

EBosonisn  Oi3Hec-Moaesied y reiiMiHry: aHaji3 IHHOBamiiHMX MIIXOIB.
Opnosebkuii 1.0 (MikHApOJIHUN €KOHOMIKO-TYMaHITapHUN YHIBEPCHUTET IMEHI
akanemika Cremnana Jlem’ssHUyKa)

120

MeToau mNiIBUIIEHHSI SIKOCTI EKCIEPTHOI 0araTOKpUTEpiaibHOI OIIHKH
JKMTJI0BOI HepyxoMocTi B aisioBux irpax. CepikoB A.l., KarenbnixoB JI.1.
(BiHHUIIbKUY HAIIOHATBHUIN TEXHIYHUN YHIBEPCUTET)

122

CucremHuii aHaJgi3 BIJIMBY reiMmigikauii Ha konsepcito B E-commerce:
Teopiss Ta mpakTuku. llkiToB A.A. (I[HCTHTYT KOMIT'IOTEPHUX TEXHOJOTIH
VYHiBepcurtery «YKpaiHa»)

123

Po3ain 4. Texnouorii (BipTyajabHa peajibHICTh, 10IIOBHEHA
peabHICTh, iIHTEPHET peyYeil, MPUCTPOI, 0 HOCATHCS, IITYYHHH
IHTeJIeKT, MAIIMHHE HABYAHHSA)

126

Analysis of methods for finding key points in an image based on akaze, brisk
and orb algorithms. lhor Badaniuk, Dmytro Nikitin (Kharkiv National
University of Radio Electronics, Ukraine)

126

Advantages and disadvantages of using internal adn external controllers in
gaming software. Homeniuk N., Khoshaba O. (National Technical University,
Vinnitsia, Ukraine)

129

Integration of artificial intelligence toolkit and altshuller's invention
algorithm for modeling coloration in gambusia SP. Kalashnikova V.I.
(National aerospace university KhAl)

130

12




Mamepianu konghepenyii «Komn'otepHi irpu Ta MmyabTuMeaia sik iHHOBaliiHUM miaxia 10 komyHikamii - 2023»

Trends and prospects for the development of artificial intelligence and neural
networks in the modern world. Kazantsev R., Zharikov T., Kim Ye.R. (Turan
University, Kazakhstan)

132

Problems of evaluating and eliminating performance bottlenecks in
computer games. Khoshaba O.M. (Vinnitsia National Technical University)

133

Research on the estimation of process modeling effort and cost.
Andrii Kopp, Ibrahim Dag (National Technical University «Kharkiv Polytechnic
Institutey)

135

Software tool for bpmn diagrams evaluation against modeling rules.
Andrii  Kopp, Gulden Egemen (National Technical University «Kharkiv
Polytechnic Institute»)

138

Software tool for business process model comprehensibility assessment.
Andrii Kopp, Vadym Sheveliev, Yagiz Ali Turgut (National Technical University
«Kharkiv Polytechnic Institutey)

141

Educational school of English language. Niyazdzhanov R.R., Ismailova R.T.
(Turan University)

144

Analysis of hard drive operating methods for gaming software. Oliinik M.,
Khoshaba O. (National Technical University, Vinnitsia, Ukraine)

147

Research application of the spam filtering and spammer detection algorithms
on computer games comunications. Oliinyk V., Podorozhniak A.,
Liubchenko N. (National Technical University “Kharkiv Polytechnic Institute™)

148

The impact of the development of embedded processor systems on gaming
software. Ovod D., Khoshaba O. (National Technical University, Vinnitsia,
Ukraine)

151

General methods for investigating performance bottlenecks in game
software. Sychenko V., Khoshaba O. (National Technical University, Vinnitsia,
Ukraine)

153

Increasing game software performance due to threads and processes in the
Linux operating system. Yavorskyi D., Khoshaba O. (National Technical
University, Vinnitsia, Ukraine)

154

Beam scheme development work based on arduino pro micro c¢ using solar
panel. Vladyslav Yevsieiev (Kharkiv National University of Radio Electronics)

155

AHauni3 NPOAYKTHBHOCTI MOOLIbHUX 3aCTOCYHKIB Ha 0asi
kpocmiiarpopmennux ¢QpeiimBopkiB. AHTOHOBa A.P., Oueperenko JI.B.
(Onecbkuii HAIIOHATBHUN TEXHOJIOTTYHHI YHIBEPCUTET)

158

MeTtoa nmpakTH4YHOI MOOYA0BH PO3Mi3HABA4Ya 00’€KTIiB y peajbHOMY CBITI.
bamra A.P., IlaBmoBa O.0. (XMeIbHUUBKWANM HaIlIOHAJBHUN YHIBEPCHUTET,
M. XMEJbHUIIBKUN )

160

Po3poOka wmeroay Ta mnporpamMHoOro 3a0e3snedYeHH MOAYJS IITYYHOrO
inTesekty s rpu "Mononodais'. boromazo J[.B., Karensniko JI.1.
(BiHHUIIbKUH HAIlIOHAJBHUIA TEXHIYHUN YHIBEPCHUTET)

162

MeTtoa oprasizamii CaMOHABYAJIBLHOI KOMII'IOTEPHOI TpPpH  AJTrOPUTMOM
€BOJIOLIHHON0 HABYAHHSA INTYYHMX HeillpoHHux Mepexk. boxuk [.C,
Masypenr O.B., Barpiii P.O., Knimenko B.I.,Tumenko O.0. (XmenbHHIBbKHI
HaI[lOHAIBHUN YHIBEPCUTET)

165
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Heiipoin:keHepHI TeXHOJIOTII YIPABJIIHHA NPUCTPOAMHU 32 J0NOMOIOI0 CHJIU
aymku. bykcanuyk O.A., Kamran C.C. (BinokpemiieHuit CTpyKTypHUI HiAPO3ALT
«PiBHEeHCBhKMI TexHIUHMN (axoBuUW KoiemK HarioHanpbHOTO yHIBEpCUTETY
BOJIHOT'O TOCIIOJIaPCTBA Ta IPUPOIOKOPUCTYBAHHSD)

168

AHaJi3 MeToay CTBOPEHHsI aHiMamlii i BiACTe:KeHHS MiMikM 00JMY4YA 32
ponomoror texHosorii live2d cubism editor. bynax B.O., Kykoseupka C.JI.
(Onecbkuii HallIOHATBHUN TEXHOJIOTTIYHUI YHIBEPCUTET)

169

AHaJti3 0Cc00IUBOCTEM BUKOPUCTAHHS  IMEPCHMBHHX  TeXHOJIOTIM.
BunkoB A.O., XKykopenpka C.JI. (Onecbkuil HallOHAIBHUN TEXHOJOTTYHHUI
YHIBEPCHUTET)

171

OnrTumizanis irpoBoro npouecy rpaBuiB 6araToocioOHMX KOMII’IOTEPHHX irop.
I'itic B.b., Yupumneit M.1. (Jlonbacbka nepxaBHa ManmmmHOOYiBHA aKaaeMis)

172

lenepaniss My3u4YHHX KOMNO3UIIA AJs irop 3a J0MOMOro MAIIMHHOIO
HapuaHHs. ['puropenko H.A., Bbpemixin B.M. (XapkiBcbkuii HamioHaIbHHIA
yHIBepcUTeT MicbKoro rocnojapctsa iM. O.M. bekerosa)

174

IIlo Take mTYy4YHWii iHTeJleKT Ta piBeHb #oro po3BurTky. [po6s3 M.O.
(XapkiBChbKUH HAIllOHAIBHUI YHIBEPCUTET PAIIOCTICKTPOHIKH)

177

KiOep¢iznuni cucremun Ta iHopMaliiiHO-TEeXHOJIOTIYHI MIaT(OpMH
«po3ymHux wmic». Jyma O.M., Mukutumma A, Craapbko A.A.
(TepHOMITBCHKUI HAIIIOHATBPHUN TEXHIYHUH yHiBepcuTeT iMeHi [Bana [lyirost)

179

OcHoBHI  izxei i NPUHLUMIM CUMYJIALI EeKOHOMIKH Y Bijeoirpax.
3enenenpkuii A.O., HenoB O. JI. (Onmechkuii HalllOHATBHUM TEXHOJOTTYHHUI
YHIBEPCHUTET)

181

ABTOMATH30BaHHI aHai3 00OKCOBaHHX JOKYMEHTIB 3acod0aMu
komm’rorepHoro 3opy. Kupnuyk J[.O., Ilenemxo J.J. (Hamionanbpauit
yHiBepCUTET «JIbBIBChKA MOJTITEXHIKA)

182

BruinB TexHOJIOTI BipTyaJbHOI peajibHOCTI HA MeIMYHY peallriTamiio Ta
JIKYBaHHS. Kivak b.B. (HamionaneHuii yHIBEpCUTET OiopecypciB 1
MIPUPOIOKOPUCTYBAHHS Y KpaiHN»)

185

JociiizkeHHs NPO0JIeMATHKH BHKOPHUCTAHHS IUTYYHOIO iHTEJEKTY B
MeauuHiii  giarHoctuui. AntoHoBa A.P., KopamsoB B.C. (Opecwkkuit
HalllOHAJIbHUI TEXHOJIOTIYHUI YHIBEPCHUTET)

186

Bukopucraniss MeTolAiB MAlIMHHOTO HABYAHHA B IrpOBOMY cCepelOBHILI.
Koctrouenko A.Jl. (JIHimpoBcbkui HalllOHANbHUN YHiBepcuTeT iMeHi Onecs
["'oHuapa)

188

IIporHo3yBanHsi pyxy ©miH 3 MOTOKY 3amoBJieHb. KpaBuenko ILK.,
bypnauenko [.B., Onanpkuit B.B. (HopHOMOpChKMii HAIIOHATBHUN YHIBEPCUTET
M. [lerpa Morwim)

191

3acrocyBannss ChatGPT y mpouneci HaBYaHHA NPOrpaMyBaHHI0 B IIKOJI.
Kpusonoc M.O., KpuBonoc O.M. (CKuromupchKkuil Jep)caBHHI YHIBEPCUTET
iMeHI1 [Bana dpanka)

193

BruiuB  irpoBux [a0JaTKIB |y BipTyasbHid peajJbHOCTI Ha PO3BUTOK
KOTHITHBHMX Ta MOTOPHHUX HAaBHM4YOK y aitedl Tta mimmitkiB. Kymuk HO.P.,
barttok A.€. (HamionansHuit yHiepcuret “JIbBIBChbKa MOMITEXHIKA )

196
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Orasig Ta aHami3 Cy4YacHHMX TEXHOJIOTIH JIOKAJbLHOTO TO3MIiOHYBAHHS
MoGinbHuXx mpuctpoiB. Kymmuipenko A. M., HenoB O.JI. (Onecbkuii
HaIllIOHAJTBLHUHN TEXHOJIOTIYHUIN YHIBEPCHUTET)

198

besmacmiradni rpadpm y mammnanomy HaBuyaHHi. Jlemenko A.B. (Onecbkuit
HAI[lOHAJIbHUI TEXHOJOTIYHUI YHIBEPCHUTET)

201

AHaJI3 ICHYyIOUMX QJIrOpuTMiB po3miZHABaAHHSA 0Oe3Jiui 00'eKkTiB Ha
300pakeHHi Ta Bigeomoroui. Irop Hepmogos, Imutpo I'ypin (XapkiBChKuit
HalllOHAJIbHUM YHIBEPCUTET PaJIlOCICKTPOHIKH)

203

Temporal upscaling in computer games: benefits and drawbacks.
Nechai D.L., Batiuk A. Y. (Lviv Polytechnic National University)

206

IloOynoBa 3acobamu Python HeiipoHHOI Mepexi s aHaJi3y BIATyKiB
kopuctyBadiB  InrepHer-marasuny. [lomoxoBuu b.I.,, Kamran C.C.
(Bimokpemnenuit cTpykTypHud miapo3ain «PiBHEHCHKHUN TexXHIYHHM (axoBHii
Koiemx  HarioHanpbHOro  yHIBEPCHTETy  BOJHOTO  TOCIHOJApcTBa  Ta
PUPOJOKOPUCTYBAHHSD?)

207

Oco0amBocTi i mepeBaru 3ropTtkoBoi Heliponnoi mepexki W-NET B 3amauax
AiarHOCTUKH MeAUYHHUX 3axBopioBaHb. [lpouyxan [[.B. (Hamionanpuuit
aepokocMmiuHuii  yHiBepcuter imeHi M. €. JKykoBchkoro «XapKiBChKHIA
aBIalIHUI THCTUTYT»)

210

Bukopucranusa rpagoBuX HEHPOHHMX  Mepex I  aABTOMATHYHOIL
AeTeKUil 3aJIe’KHOCTEed  Mi’k  KOMIIOHEHTAMM B MOHOPEINO3UTOPisX.
O.B.Tlpyc, B.I1.Maiinantok (BinHulbKM1 HAIllOHATBHUN TEXHIYHUM YHIBEPCUTET)

211

CyuacHi indopmaniiiHi TexHOJIOTiI po3Mi3HABAHHS 00pa3iB HA MOOIJIBHHX
npuctposix. b. B. ITlpyc, I b. Pakursnceka (BiHHUIBKHI HaIliOHATBHUAN
TEXHIYHUI YHIBEPCHUTET)

214

@®opMyBaHHA NMANIUIAWHY CTPOBEHHI TPUBHUMIPHOI MOJeJi TPAaHCIOPTHOIO
3aco0y. Pepympkmit O.B., Xykopempka C.JI. (Onmechkuii HaliOHAJIBHUI
TEXHOJIOTIYHUM YHIBEPCUTET)

218

IITtyyHuii IHTeJeKT Ta MAIIMHHE HABYAHHHA B irpax: CTBOPEHHH
peamictruunux iHTepakmid. Cenumno T.C. (OKuromupcbkuii nepxaBHUI
yHiBepcuteT iMeHi I. S. dpanka)

220

I Tyynuni iHTeJIeKT Yy KOMHI'WOTEPHHX irpax Ta MyJbTHMeia.
Cremenko B.JO. (XapkiBCbKHil  Hal[lOHAJIbHUN  YHIBEPCUTET  MICHKOTO
rocrnogapctsa iM. O. M. bekeToBa)

221

MeToa aBTOMAaTH30BAHOI0 NMPUIHATTS PillleHb 010 KEPYBAHHAM irpoBUM
NMEePCOHA)KeM 3 BHKOPHMCTAHHSIM IITYYHOI HEHPOHHOI Mepexi MmepuenTpoH.
Tkauyk b.O., Masypenp O. B., Moxuanoa M. O., Co6ko O. B. (XMeapHUIIbKHIT
HaIllOHAJIBHUI YHIBEPCHUTET)

223

ITtyyHuii iHTenexkT: orusaxa Ta MoxauBocti. TyroB J[.B. (XapkiBcbkuii
Jep>KaBHUM 010TEXHOJOTTYHUN YHIBEPCUTET)

225

IIpobsemu Oe3mexkn Ta KOH(pigeHUIHOCTI iHTepHeTy pedel. YceHko M. IL.,
bannopina JI.M. (VkpaiHCbkuil 1ep>KaBHUN YHIBEPCUTET HAYKH 1 TEXHOJIOTIH)

227

IIporno3yBanHsi KoHBepcii mo kapruHuoi ToBapy. XaitHac O.1O.
(Harionaneuuii YHiBepcuteT «JIbBiBchKa [lomiTexHikay)

229

CTBOpeHHSl MPOrpaMHUX MOJAYJIB CKPAIMHIy Ta MAPCHHIY iHpopmauii nmpo
BakaHcii. Yepba 0O.0., Yepkacoa B.B., bouapor Bb.Il. (XapkiBcekuii

232
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VJIK 004.4

GAMIFICATION IN SCIENCE: GAME PLATFORMS FOR LEARNING
SOTNIK S.V., ANDREIEV A.S.
(svetlana.sotnik @nure.ua, anton.andreiev@nure.ua)
Kharkiv National University of Radio Electronics

The thesis deals with application of game platforms for playing games in academic disciplines in
higher education institutions with technical bias. A detailed analysis of Kahoot! and Quizlet is carried
out.

Problem Statement.

In conditions of modern realities, education is remote process of providing knowledge by means of
traditional environments Zoom, Google Classroom, and in our case dl.nure.ua (this is platform for
learning at Kharkiv National University of Radioelectronics), where teachers post methodological
material and conduct lectures, with subsequent control of knowledge by taking tests or uploading reports
by students on specific tasks.

Distance learning in technical university is significant challenge that requires new approaches to
education [1-3]. In this regard, implementation of gamification (GM) in learning process becomes
relevant and important step. Gamification provides unique opportunity to make distance learning more
attractive, interactive and effective.

Game elements and mechanics such as points, achievements, competitions and rewards can
encourage students to actively participate in learning process and increase their motivation and interest in
the subject. This is particularly important in context of technical education, where students are often
confronted with complex topics and technical skills.

GM is possible by applying special game platforms; it also allows creation of virtual environments
and simulations that help students to understand and apply theoretical knowledge in practice. This
promotes deeper and more practical learning, which is key element of technical education. And
gamification with use of special game platforms in distance learning in technical universities not only
facilitates learning process, but also contributes to its effectiveness and attractiveness for students.

Thus, issues of selecting and analyzing features of work in game environments with their subsequent
application in educational process remain relevant.

Essence of study.

GM in science is of particular interest because application of game elements and interesting design
allows to stimulate and engage students in scientific research processes.

The essence of applying gamification in science is, for example, to engage students in data
collection and analysis; gamified tasks can be used to classify images, annotate text, and even in finding
new solutions in science.

Consider two currently popular gaming platforms, Kahoot! and Quizlet, which offer unique
opportunities for learning and fun, and choice between two depends on teacher's specific goals and
preferences. Teachers test capabilities of these assistants before choosing platform, so let's look at each
one.

Let's start with Kahoot! This is interactive platform for creating and conducting quizzes, and games
for educational purposes. In brief, general algorithm of teacher's work in Kahoot!

- account creation: instructor starts by creating account on Kahoot! (Fig. 1, a) and here there is
option to choose type of institution (Fig. 1, b);

- creating quiz — selecting type of questions and answer options. For each question, you can add
question text and answer choices. Questions can contain images and videos (Fig. 1, ¢);

- customization of quiz parameters, e.g. time for answering question, maximum number of points for
correct answer, etc;

- preparing quiz. The quiz can be accessed on students’ devices through Kahoot! web app or mobile
app, which is quite convenient;
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- quiz begins when students receive link to game, and they are required to enter unique pin code that
is displayed on screen;

- playing game, saving and tracking results. At the end of quiz, correct answers can be discussed and
winners can be announced.

Kahoot! Kahoot!
Describe your workplace
Choose your account type
Sehool ohgher el Business
eeeeeeeeeee nal Other

Kahoot' Enter kahoot title... Settings Q

1 Quiz
Question T~ = o
- Start typing your question o
o — L= o
9 - «
BN/ - . f

Add slide _— SN
4
&

Find and insert media

or drop an image here to upload

“C2 a0
Professional [«
- o
* Add more answer:
& ] (4

c)
Figure 1 — Working in Kahoot

The good points are that in Basic free version, teachers can create up to 10 games. Teachers can
create and share their quizzes in this library with other colleagues, as well as use materials already created
by them. It is possible to create quizzes in Ukrainian, English and other languages.

Now let's consider Quizlet platform. In brief, general algorithm of teacher's work in Quizlet is as
follows: creating account (Fig. 2);

- creation of educational content — creation of flashcards (cards can include questions and answers,
they can be organized into sets). On these flashcards you can add text, images, and audio recordings;

- creating virtual classes or groups and inviting students into them by giving them access code.
Flashcards or study tests can be assigned on any date;

- monitoring and grading. Grades can be manually graded if teacher wants to grade answers to
questions or assignments. Statistics and reports can be used to analyze student progress and performance
data.

Teachers can create and share their quizzes in this library with other colleagues, as well as use
materials they have already created.

Let us make comparative analysis of these platforms in Table 1.
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Py
Quizlet Home Yourtbrary v Q Study sets, textbooks, questions ° w Fres trial
Try these updated features
Send feedback
5 @ 8
[¢ 5
Q -

75% —

More powerful search Improve grades with Learn Be ready for the exam

Find the flashcards you need to learn on any Learn with better questions, more control, and Test with Al-enhanced hints and study direction
subject hints.

Figure 2 — Working in Quizlet

Table 1 — Comparative analysis of g-learning game platforms

Parameter Kahoot! Quizlet
Type of Online platform for creating An online platform for creating
platform and taking interactive quizzes and | and studying flashcards and creating
quizzes. study sets.
Main Quizzes and question-and- Learning and memorizing
purpose answer games for learning and | terms, definitions and facts using
entertainment. flashcards.
Interactivit High. Includes visual Medium. The focus is on
y. questions, timers, and leaderboards. | learning and memorializing materials.
Question Multiple  choice, correct Flashcards, drag and drop
format answer is chosen from given options. | definitions to terms, quizzes to choose
correct answer and  complete
sentences.
Collaborat Supported, multiplayer Supported through group study
ive learning quizzes and competitions can be | modes and sharing sets of flashcards.
created.
Motivatio High. Gamification, Moderate. Emphasis is on self-
n leaderboards, and rewards can | study and repetition.
motivate participants.
Mobile Yes, there is mobile app for Yes, there is mobile app for
Apps 10S and Android. i10S and Android.
Conclusions

This work analyzed well-known game platforms Kahoot! and Quizlet for gamerization in higher
education institutions. Work algorithms in each platform and extensive comparative analysis are given.
As result, it is determined that Kahoot! and Quizlet are two popular online services for teaching and
learning games. They have different features and functions that can be useful in different educational
contexts. Quizlet specializes in learning cards and word sets — convenient platform for learning new
vocabulary and terms. Kahoot! allows you to create interactive quizzes and polls, with addition of audio,
video, text files and there are also variety of game modes such as "Classic", "Voting" and "Group Mode".
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