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IHTEI'PAIISA HPOLHECY PO3POBKHU KOMIT' IOTEPHUX IT'OP 3 JOITOBHEHOIO
PEAJIBHICTIO Y KOMIIOHEHTHU STREAM-OCBITH

Anomauis. B pobomi onucani 36's3xu mioc xomnonenmamu STREAM-oceimu (Science, Technology, Reading/Writing,
Engineering, Arts, Mathematics) ma emanamu po3pobku komn tomeprux icop (StoryTelling/Scripts, GameDesign, 2D/3D-Computer
graphics, Programming, Testing, Game Level) na npuxnaoi euxopucmarms ceHcopie Konmponio pyxy moounu. /s egpexmugnoi
inmezpayii npoyecy po3poOKu KoMn 10mMepHux ieop 3 0onognenoio peanvhicmio y komnonwenmu STREAM-oceimu 3anpononosano
MemOOUKY CIMBOPEHHs PeabHO OONOBHEHOI BIPMYaNbHOCT MPEHYBANLHUX 6NPAS HA NPUKAAO] MPEHYBaAHb 3 M 'A4eM Ha OCHOBI
cencopy pyxy MS Kinect. B pesynbmami ananisy Xapaxmepucmuk 6IipmyanbHO20 cepedosuuyd, siKe CMEOPIOEMbCs CEHCOPOM
xonmponepy MS Kinect ma epaxogye obmedxcenns npoepamu Scratch, 3anpononoeano gopmanizyeamu XapakmepucmuKu
sipmyanvhozo cepedosuuja. Hasedeno pesynomamu aumanizy icop, aKi NpONOHYIOMbCA BUPOOHUKAMU NPOSPAMHOZ0 300e3neyeHHs
LumoPlay ma MotionMagix y xknacax n02iunux, CNOPMUGHUX, PO3BANCANLHUX Y PI3HUX IZPOBUX JICAHPAX MA PENaAKCYIOYUx 3i
cneyianoHumu egpexmamu. Tlokazani npukiadu excnepumenmie nio uac opeauizayii 0sox maiicmep-kiacie Meet and Code 2018 ons
WKONAPIB 3
npocpamysants GIPMyanbHO OONOBHEHOI peanbHOCmi QymOONbHUX MpeHy6aHb, 3d pe3VIbmamamu AKUX NiOMeepOHCceHo
3ayiKaeIeHicCmb WKOAAPI6 6 yuacmi y 6azamvox Hasyanbhux npoyecax, nog szanux 3i STREAM-nanpsimamu. Pezynomamu po6omu
MAaKoNC GUIHAYUIU HANPIMKU NOOANLUUX OO0CTiOJICeHb ma po3poboK; @ npoyeci OOCHIOdCeHb OYiHKa NoXubKu eizyanizayii
8ipmyanvHux 00’€kmi6 eusHauula HeoOXiOHICMb pPO3POOKU CHEYianbHO20 ANCOPUMMY ABMOMAMUYHOT KOpeKyii Koopounam
DO3MAULYBAHHS GIDMYATLHUX 00 €KMiIG-cnpatimis, sKi € YacmuHoio €0uHoi epynu 00 ’ekmie mina epagys; 0Oazamo npuxkiaoig ieop
KOMEPYIUHUX cuUcmeM CMEOPeHO HA OCHO8I WAONOHI8, AKI 003601AI0Mb WBUOKO 3MIMIOBAMU 2pAIuHy 4ACMUHY 2pu, Momy 6
NOOANLULOMY NIAHYEMBCS cmeopumu nodioni Scratch-wabionu ons possusarouux izop.

Kniouoei cnosa: STREAM-ocsima; komn tomepHa epa; 00nosHena peanbHicmy; CeHcopu KOHMPOLIO PyXy H0OUHU

Beryn HOCTIHyCTPIabHOTO CyCHiIBCTBA bi (0]
IMocranoBKa MpodIeMu iH(OopMarriitHorO.
Peamizamis 3aBIaHb pedbopmu HOBOI

©T. P. I'ymennukoBa; T. A. JIyrosa; O. 1. Psmienko;
10. JI. TpostHOBCBKa; 2018
3'seuBcst HanpsiMmok STEM sik akponim Science,
Technology, Engineering ma Mathematics [1].
Moro craB mBHIKO 3MIiHIOBATH HAIpPSMOK
STEAM, mo nomaB 10 MPUPOAHUYNX 1 TEXHIYHUX
MUCHHIUIIH TBOPYI Ta XyMOXKHI JUCIUIUTIHA B

YKpPalHCBKOI  ILIKOJIHA repenbadae  CTBOPCHHSI
CY4acHOI'O OCBITHBOI'O CEpEIlOBHIIA, /1€ OCHOBHHUMHU
NPUHLUIAMH BHCTYNAlOTh JUTHHOLCHTPU3M Ta
(hopMyBaHHSI UTICHOTI 0COOMCTOCTI, 3a TapaMeTpaMu
yceOiYHOrO  PO3BUTKY, 3IJATHOCTI  KPHUTHUYHOTO
MHUCJIEHHS Ta HaOyTTd KOMIETEHIIH MpOTIroM

KHUTTA. S
Cvaacki HiXOIH ocnizkenny  PATUAL iTepH A — Arts [2]. YV cBow uepry,
yi : VIXOM eI : Hanpsmok STREAM nonaB 6yksy R - Reading /
KOMIIETEHTHOCTI BHITYCKHHMKIB HIKiJ, SIK ManHOyTHiX
. .\, . Writing — sk HaBHYKK THChMA i p03yM1HHsI CeHCY
rpoMajsH iHpopmManiiiHoro CYCHiNIbCTBA
Tekcty [3, 4]. Y Toli ke 4ac, OAHIE€I0 3 BAXKIMBHUX
00yMOBIICHO =~ BHMOTaMH  CbOTOJIEHHA.  Bixe

(opMm 3aimydeHHs [iTel B Oyab-sIKi IPOIECH €
reI/IMep13au1;1 (reI/IMlquaum) OCBITHBOI JiSUIBHOCTI,
AKi CbOTOOHI HAaBiTh BHHMIUIM 32 pPaMKH CYTO
JUTAYOTO CBITY, CTaBIIM €JIEMEHTOM TaK 3BaHOI
reiimidikanii (irpodikarnii) 6i3Hec nporuecis [5-6], a
TaKOX IPOLECiB HaBYaHHS [7], MPOIOHYIOUYM HOBI
KOMITETEeHIii pe3yJbTaTiB HaBuaHHI Yy (Qopmarti
“Deeper Learning”: “Critical Thinking”, “Active

HEIOCTATHRO MAaTH 3HAHHS Ta YMIHHS B OKPEMHX
TMCIHIUTIHAX, a HeoOXiqHO BMITH IX TBOpYO,
IHHOBAIIHO TOEIHYBATH JUIA PillleHHs OyJb-sSKO1
3amaui. [Iporsrom Oaratbox pOKIiB TiemarorigHa
HayKka [IyKae CIOCOOM 3allydeHHsS IHTepecy
JOMIKITBHAT 1 IIKOMSPIB 10 MpolleCy HaBYAHHS B
CY4acHUX yMOBaX nepexony Big
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Learning”, “Flipped Learning” ma “Learning from

Failure” [8].
B cBowo uepry, d¢opmar Deeper Learning
AKTHUBHO BHUKOPHCTOBYE IIPOCKTHE HaBYaHHS,

3allydarodyu JiTed y pPO3B’sI3aHHS  TEXHIYHHUX
3aBaaHb [9], sKi MOXYyTh BHKOPHUCTOBYBaTH 36
NPUHIUITB HaBYaHHS y ¢opmari Bineo-irop [10].
Edexr Bin BnpoBamkeHHs reimidikallii 3pocTae B
JTUCIMILTIHAX, SKI CTBOPIOKOTh KOMYHIKATHUBHI
HaBuuku [11]. B mpoekTHOMY HaBYaHHI Ipa MOXeE
neperTr 3 GOpMHU IHCTPYMEHTY OCSTHEHHS METH Y
dbopMmy camoi MeETH, MPOMOHYIOYH BHUPIIIYBaTH
3aBJlaHHA TeiMidikallii yepe3 CTaHJapTHHH MPOIec
PO3pOOKH KOMIT'FOTEpHO1 rpu (Game
Design/Development) [12]. 3 iumoro 00Ky, B
MOTOYHOMY JECATHIIITTI 3'IBUJIMCS HOBI CrIocoou
B3a€EMOJIIi TPaBIls 3 BIPTyaJIbHUM CBITOM Ha OCHOBI
npupoanoro intepdeiicy (Natural User Interface-
NUI), nampukmian, yepe3 ceHCOpH KOHTPOIIO PYyXiB
monuau MS Kinect, Leap Motion, a taxox Web-
KaMepy JOIMOBHEHOI peajbHOCTI JUIsi HACTUTBHHUX
komm'torepiB i cmaptdonis [13]. Bei 1i TexHomorit
MOXHA PO3TISAATH  SK  PI3HOBHJ  JIOIOBHEHOI
peanbHOCTI, SIK1 TUTBKH MTOYNHAIOTh
[IPOBAKYBATUCS y LIKUIBHY OCBITY SIK JOAATKOBHI
THCTPYMEHT Ha0YHOT'0 BigoOpaskeHHS
JMEMOHCTPAIIMHNX MaTepiajiB 3 PI3HUX AWCIHILIIH.
Ile Bka3ye Ha aKTyaJdbHICTH JOCTIKEHb Y HAIIPSIMKY
IHTerparii Iporecy po3poOKu KOMIT IOTEPHUX irop 3
JIOIIOBHEHOIO PeajibHICTIO Y KoMIioHeHTH STREAM-
OCBITH.

AHAaJI3 0CTaHHIX JOCTITKeHb i myOaikaniii

B po6ori [14] BusHaueHo, 110 irpoBa cucTEMa —
Ile CHCTeMa MpaBHJI, OOMEXYIOUUX Mii TPaBIiB TpU
iX y4acTti y mrydHoMY KOH(IIIKT1 OAWH 3 OJHHUM, IO
CYIPOBOIXKYETHCS eMOLIAMHU 3aBJISIKU
CHIBBIIHOIIEHHIO pIiBHA 3yCHJIb Ta 3AI0HOCTEl
rpaBmiB Ta (GpopMye JOCBIT TPABI K MCUXOJIOTIYHY
noTpedy MOBTOPUTH MPOLEC TPH.

BriponoBxx  EKiNBKOX — JECATHIITH  IPOIIEC
PO3pOOKH KOMIT IOTEPHHX irop mepectaB OyTH JTUIIIe
MHUCTELITBOM, KOJM METOJOJIOTIYHOI0  OCHOBOIO
BOTO TIpPOIleCy cTama cTpykrypHa Momens MDA
(Mechanics, Dynamics and Aesthetics) [15]. MDA
YTOYHIOE TEPMIHM «IrpoBHid mporec» (gameplay) i
«3abaBa» (fun), BUKOPHCTOBYE iX BH3HAYEHHS IS
JNeMOHCTpalil CTHUMYJIOIOYHUX 1 JECTUMYIIOIOUUX
BIIACTUBOCTEW Pi3HOI TWHAMIKM 3a PI3HUMH THIIAMHU
€CTeTMYHOTO BUKOPUCTAaHHS TpU. B KoOHTeKcTi
HaBYaHHS JAJIs1 CTBOPEHHS PO3BUBAIOYUX Irop 0
MDA-mogneni Oyno A0AaHO CTPYKTYpHY MOJIENb
DPE (Design, Play and Experience) [16], ska
MOKa3ye HE JIMIIE aJlfOPUTM CTBOPEHHS BifeOrpH, a

# TOBEmIHKY CHCTEMH TpH SK ThIOTOpa, il
HABYAJILHUI BIUIMB Ha YYHS-TPaBIISL.

Ha ocHoBi xoMOiHarii 1ux Momeneii B poOOTi
[17] mamu Oyno po3risiHyTO reiiMidikaliito mporecy
3aCBOCHHSI OCHOB €KOHOMIYHOI MaTeMaTHUKH HITbMH
JIOIIKITPHOrO BIKYy Ha OCHOBI aKTHBI3aIlil IXHIX
HESIBHUX 3HaHb (IHTYIIII, OCSSHHS, 370TaJI0K),
pesyabratoM  sikoi  crana rpa  «lllokonagHa
mMaremaTrkay» st Android-npucTpois.

I'oBopsiuM PO NPOCKTHE HABYaHHS, B SKii
y4eHb TOBHHEH YMIIO  BHKOPUCTaTH  Pi3Hi
IHCTPYMEHTH I JOCSATHEHHSI METH CTBOPEHHS
MPOTOTHUILY TPOAYKTY, SKHi Ma€ OyTH KOPHUCHUM,
HEOOXITHO PO3IJISIaTH y4YHSA y HWOro  Cy0 €KT-
Cy0’€KTHHX B3a€MO3B SI3KaX 13 KOMII IOTEPHOIO
TpOI0 BXKE HE SIK MAacHUBHOIO CIOXKHMBaya, a K il
BJIACHOTO TBOpILS, (OPMYIOYi BaKJIUBI HABUYKU
MIPOEKTHUX POJICH, IpeACTaBIeHUX Ha puc. 1.

e X9

CuenapicT rpu XyAoXHUK

% Komn'toTepHa %
MapkeTonor rpa Bineo/aByko
oneparop
[OuaanHep % Mporpamict
piBHiB TecTyBanbHUK

Puc. 1. IlpoextHi po:i mporecy po3poOku
KOMII IOT€PHOI TpH

Hagite 3a Ha3BaMu poyicii MOXKHA BU3HAYHTH
B3a€MO3B SI30K  NPOEKTHUX  poOJed  mporecy
pPO3pPOOKH KOMII IOTEPHOI TPH 3 KOMITOHCHTAMH
STREAM-oceitTn  [25]: Science, Technology,
Reading/Writing, Engineering, Arts, Mathematics.
B Toit xe gac, STREAM-nocnimkeHHs opieHTOBaHI
B OCHOBHOMY Ha CTaHIApPTHUH HaOip MIKITbHUX
JHACIUTIIIH, SIKAM OazyeThCst Ha pi3HHX
TEXHOJIOTIYHUX TpoIecax y cdepi ekomorii, Ximii,
(hizuKy, aje He MPUALIAE YBaru TaKOMY TPOIYKTY
CIOXMBAaHHSA $K KOMII IOTEpHAa TIpa, MO0 4YacTo
[OB'513aHO 13 CaMHM HETraTUBHUM CTaBJICHHSM
NeNaroriB 70 Takoro NPONYKTY CHOXUBaHHSI, €
NACUBHUM CIIOKHBA4YEM CTA€ MIKOJISP.

s mucummninn - «lHpopMaTHka» icTOTHO
KIIOYOBOIO IPOEKTHOIO POJUII0 € MPOrpamicT.
Brponosxx OCTaHHBOrO AECATHIIITTS 3’ SIBUIIMCS
crocoOu Bi3yaJIbHOTO IIPOrpaMyBaHHs, OPiEHTOBaH1
Ha ONOKM, KOJMM [UId CTBOPEHHS Mporpam
KOpUCTYBay MOBHHEH JIMIIE IepeMimaTtd rpadiuni
Onoku 0e3 Habopy TEKCTIiB 32 BUHATKOM CTBOPEHHS
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3MIHHHUX Ta BBEACHHS 3HA4YeHb KOHCTaHT [20].
Bimomo, mo OnokoBe Bi3yajbHE HpOrpamMyBaHHS
3BIIPHSE  KOPUCTYBaya  Bil KOHTPOJIO  3a
MPaBUJIBHICTIO CHHTAKCHCY MpOrpaMu, M0 €
BEJIMKOIO  MIAMOrOo Ha  cramll  HaBYaHHSI
MporpamMmyBaHHIO came JUIs HIKOJISIPIB.
HaiiBimoMmimumu MIPUKJIalaMU CepeIOBHII
nporpamysanHs € Scratch [21] ta Blockly [22]. dus
pO3p0o0KH Android-3acTocyBanb CTBOPEHO
iHcTpyMenTanbHe cepepouiie MIT App Inventor i3
3al03MYCHHSAM Bi3yalibHOrO penaktopy Blockly
[23]. Bci Bka3zani mnporpaMHi CepeloBHUINA €
MO/IIHHO-OPIEHTOBAHUMH, JTO3BOJIAIOYHN
peai3oByBaTH 0arato-moToKoRBi aJIrOPUTMHU
KepyBaHHSl TIEPCOHAXKAMU KOMIT FOTEPHOI  T'pH.
ANTOPUTMIYHI MOBHM TpOrpaMyBaHHS HE €
npodeciiHuMH,  ajie  JIO3BOJISIFOTH  IIBUIKO
CTBOPHUTH TaK 3BaHHWH MPOTOTHI TP, 3BEPTAIOYU
yBary MIKOJsipa camMe Ha alTOpPUTMH Ta JIOTIKY
pOOOTH I'PH CHHTAKCHYHI Ta TEXHOJIOTTYHI TOHKOIII
[22]. B roit xe uac, Bxe moHag 30 pokiB icCHYe
napagurmMa aBTOMAaTHOTO IpPOrpaMyBaHHS a0o
«IIpOrpaMyBaHHS BiJI CTaHiB» JUIS PO3POOKH
mporpaM Ha OCHOBI KiHIeBMX aBromaris [18].
[TepeBaramm rpadigHOTO TP EICTaBICHHS
MTOBEIHKN TPOTPAMH y BUTJISAAI MOJEN KIHI[EBOTO
aBTOMATy Hepes alrOpUTMIYHUM IPOrpaMyBaHHIM
€ CIIPOLICHHS aHaJli3y CTBOPEHOI'0 IMPOrPaMHOTO
KOy Ta aBTOMAaTH3allil TECTyBaHHA. B cydacHuMx
ITHCTpYMEHTAJIBLHUX CEPEIOBUINAX PO3POOKH irop,
nanpukaaa, Unity 3D, icHye 6arato MOXIMBOCTEMH
i3 BUKOPHCTAaHHS aBTOMATHOTO IIPOrpaMyBaHHS
[31], ame BOHM € IOCTAaTHBO CKIIAJHUMH IS
IIKOJISAPIB. ExcriepuMenTanbHe porpaMHe
cepenosuie MetaVerse [29] no3Bosisie CTBOPIOBATH
i0S-3actocyBannss ta Android-3acrtocyBanHs — 3a
CIIPOIICHUMH CIICHApiIMHA HAa OCHOBI aBTOMAaTHOT'O
NporpaMyBaHHs, 3aBISIKH SKOMY BOHO CTallo
nonyyisipaumu mkonax CHIA.

B morouHOMy AecATHNITTI 3'SBUIHCS HOBI
crocoOm B3aeMOil KOpHUCTyBada 3 BipTyallbHUM
CBITOM KOMII'IOT€pa Ha OCHOBI TPHPOAHOTO
iHTepdeiicy,  HAmpHWKIaA,  4Yepe3  CEHCOpHIi
TEXHOJIOTil KOHTpoo pyxiB smomuan MS Kinect,
Leap Motion, a takoxx Web-kamepu Q0MOBHEHOI
peaTbHOCTI Ul  HACTIIBHHX  KOMITIOTEpPIB 1
cmaptdoniB. Bei i TexHOIOTIT MOXKHA PO3TISAAATH
SK pi3HOBUA 1omoBHeHOI peanbHOCcTi [13]. Tlpm
nporpaMyBaHHI  JIIOJMHO-MAIIMHHOI  B3aeMOIIl
BUKOPHCTOBYIOTbCS TEXHOJIOTIi, IO BpPaXxOBYIOTh
0co0IMBOCTI ClIeHapiiB irop:

— BIpTyaJlbHO JONOBHEHY peajJbHICTh 4depe3
KaMepH cMapT(oHiB;

— peanbHO [OMOBHEHY BipTYyaJbHICTh 4Yepe3
CEHCOpU KOHTPONIO PYXIB JIOAWHU Ha MPHKIAZIi
npuctpoi Tury Leap Motion i MS Kinect.

Opnum i3 mpuknanis intepdeiricy NUI-tumny €
BUKOPUCTaHHS  OE3KOHTAKTHOTO  CEHCOPHOTO
irpoBoro koutposniepa MS Kinect BigcrexeHHs
pPyXy JIIOJMHA Ha OCHOBI HaOOpy 3 KOJbOPOBOI
KaMepd, IH(QpPauepBOHOI'0  BUIIPOMIHIOBaYa 1
maturka #oro rmbuam [26]. Coowatky s
CTBOPEHHI  irop Ha  OCHOBI  KOHTpoiepa
NPOMOHYBANMCsT MOBU mporpamyBanHs CH#H/C++ 3
BUCOKHM piBHEM BHUBUYCHHS nporecy
nporpaMmyBaHHS Ta 30ipKH, HE3JONaHHUM IS
OLIBIIOCTI MIKOISAPIB. AJle CTBOPEHHS IMPOrpaMHOI
6iomiorexu Kinect2Scratch Bomontepom Stephen
Howell 3 Microsoft qo3Bonmiio cyTTeBO 3MEHIIUTH
eit 6ap'ep [24].

ToMy JOWINBHO CTBOPIOBAaTH  MPOTPaMHU
3arajJbHOr0 MPU3HAYEHHSA, a TAaKOX KOMI IOTEpHI
irpy, ski 60 oeAHYBaIM B cOO1 MOXKJIMBOCTI TpU Ta
TpeHaXXepy 3  TPEHYBAJIbHHUX BIIPaB B
IHCTPYMEHTAIBHUX MPOTPaMHHUX CEPEOBUIIAX, SIKI
TEXHOJIOTIYHO JOCTYIIl IIKOJsApaM, HaIpuKiIai,
Scratch, MetaVerse 3 BHKOPHUCTaHHSAM CEHCOPHHX
TEXHOJIOTIA T KEpyBaHHSAM KOHTPOJIEPIB PYyXy
moanuu, Hanpukinan, MS Kinect, oo migrBepmkye
aKTYyaJbHICTH I1i€i poOOTH.

Mera crarTi. Meroro 1i€i cTarTi CTaNo
BCTAHOBJICHHS  IHTErparliiHUX  3B'SI3KIB  MIiX
STREAM-kommonentamu 1 eramamu  Game
Design/Development 3 BUKOPHCTaHHAM TEXHOIIOTII
JIOTIOBHEHOI pEealbHOCTi, HAa OCHOBI SKHUX MOXKHa
OyJe 3amponoHyBaTH NUISXH  BJIOCKOHAJICHHS
metojonorii STREAM-ocBiTH B yMOBax Cyd4acHOTO
TEXHOJIOTTYHOI'O 1 METOAUYHOI'O OHOBJICHHS ILKLJ.

MeToau nocaifzkeHHs

B po6oTi BUKOPHCTOBYIOTHCS METOIM aHATI3y
MpOIeCiB  MPOEKTYBaHHS KOMI IOTEPHHUX  irop,
aHajily i1HCTPYMEHTIB pO3pPOOKH MPOTpaMHHUX
3aCTOCYBaHb JIOTIOBHEHOI pealbHOCTi, METOIU
a0OcTparyBaHHs  aKTHBHHX Irop y  BUDJISAI
CIIeHapiiB.

BuxkJjax ocHOBHOTO MaTepiaay A0CTiTKeHHs

Ha ocHoBi anamizy po0it [1-4] Bu3Ha4YeHO, 110
STREAM-ocBiTa BKIItOYa€ HACTYIHI KOMITOHEHTH
Ta BaYKJIMBI HABUYKH, SIKi HUMU 3a0€311eUy0ThCA:

1) Science — KpuTHYHE CTaBJIEHHS O
HenepeBipeHnx (aKTiB, TPOBENCHHS JTOCIIHKEHb 3
MIOITYKY 3aKOHOMIPHOCTEH Ta aHalli3 pe3yiIbTaTiB;

2) Technology — BukopHCTaHHS IPOTPaMHO-
anapaTHUX TEXHOJIOTIH JJIsl COPOIIEHHS MPOLeTypH
BUKOHAHHS IPOLIECIB Ta 3MEHIICHHS iX TOMMJIOK;

3) Reading/Writing — BMiHHS TepenaTtu Ta
OTPUMATHU PE3YIbTATH POOOTH;
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4) Engineering — CTBOpPEHHS NPOTOTHUIIIB
MaTepiaIbHUX MPOJYKTIB IS CIIOKUBAYIB;

5) Art — TBOpuYil MiIXix M0 MOIIYKY pillieHb
3aBllaHb, BUKOPUCTAHHS MOXKJIMBOCTEH MHCTENTBa
MIPH CTBOPEHHI MPOIYKTIB JIJIsl KOPHCTYBaya;

6) Mathematics — ¢opmanizamis TBOpUYHX
MPOILIECiB, BUKOPUCTAHHS MaTEMAaTUYHUX 3aKOHIB Y
BHpIIICHHI 3aBaHb.

Ha ocHOBi BHM3HaueHHS irpoBOi cUCTeMH i3
pobotu [14] 3anmponoOHOBaHO HACTYIHI BUMOTH JI0
KOMIT'IOTEpHUX irop:

— Game-irpu 0a3ylThCS Ha MNpaBUiaX, SKi
00MEXYIOTh CBOOOY TPaBIIiB;

— rpaBmi y Game-rpi HamMararOThCs JOCSITTH
METH;

— YCHINIHICTh JOCATHEHHS METU 3aJIeKUTh
BiJl 3yCUJIb TPABIIS;

— 3YCHJUIA JOJIAI0Th MEPEHIKOIM Ha MUIXY JI0
METH;

— TEpelmKOoJAd BHHHKAIOTh 4Yepe3 ITYYHHUN
KOH(QIIIKT MiXK TPaBIISIMU 32 OTPUMAHHS OYIb-SIKUX
pecypciB, SKi I0OOMaratTh JOCITHYTH METH;

— piBeHb 3YCHIIb TPaBIls 3aJKUTh BiJ[ HOro
piBHS 3mi0HOCTEH;

— 3ycWJUIs TpaBlsid Ta IX  pe3yibTar
CTBOPIOIOTH Y HHOTO €MOITi;
— emoIlii ¢GOpPMYyIOTH IIOCBIT TpaBIs 5K

Haropoja ¥HOro MO3KY, 3aBJSKH 4YOMYy Yy TpaBIsd
($hOopMy€EThCST TICHXO0JIOTiUHA TOoTpeda (3aICKHICTD)
1Ie pa3 MOBEPHYTHCS JIO MPOIIECy TPH.

3 ypaxyBaHHSIM MIPOIIECiB PO3pOOKH
KOMIT FOTEPHHX irop BU3HAYCHO 3B SI3KU
komrmoHeHT STREAM-ocBiTm 3 eramamun Game
Design/Development:

1) (Science-kOMITOHEHT) CTBOPEHHS KapTH
eMIIaTii TPaBIliB SIK MOTCHIIIHHUX CIOXKHBAYiB TPH,
OOCTIDKeHHA  iX TICHXOTHINYy Ta  po3poOka
Gamification Model Canvas;

2) (Reading/Writing-KOMITOHEHT) CTBOPCHHS

CIOXKETY, CIIEHaPIfo Ta PO3KaJIPOBKH
(StoryTelling/Scripts);

3) (Reading/Writing-koMmoHeHT) OITHC
nepconaxis rpu (Characters) 3 ypaxyBanHs
MIPOTaroHICTIB Ta aHTArOHICTIB;

4) (Reading/Writing-xoMIToHeHT) OITHC

irpoBoro cBity (Settings) uepe3 wacosi (icropuuHi)

0COOIUBOCTI, a TaKOXK 0COOJIMBOCTI
MICI[e3HAX OPKCHHSI;

5) (Technology-kommonenT) BH3HAYECHHS
irpooi  Mmexaniku (GamePlay): Play-npasuna
«Bubpatn»  (Select),  «3Bammcatu»  (Write),
«KepyBatu» (Manage), «Ortpumatu Bmaudy»
(Random), «Crtpinatu»  (Shoot), «Pyxatucs»

(Move) ra Game-npaBuia «CtBoproBati» (Create),

«PyitnyBatu»  (Destroy), «YHukatu»
«IToromutu» (Match);

6) (Art-koMIIOHEHT) CTBOPEHHS MAaJIOHKIB
OPOTOTHUITIB TIEPCOHAXIB Ta IrPOBOrO CBITY Yy
¢dopmari  2D-rpadiku, 2D+izomerpii abo 3D-
rpadiku (Art Description);

7) (Art-kommoneHT) ommc 3ByKy (Sound
Description): My3uuHi KOMIIO3HUIlII Ta CremiaibHi
e(eKTH MOoJiii irpoBOro CBITY;

8) (Art-komrmoHeHT) OIHC CIIeHapito
CIOKETHHX Ta pekiaMHuX Bigeo-Tpekie (Video
Description);

9) (Technology-koMmoHeHT) BHU3HAYECHHS
iHTepdeiicy B3aemofii TpaBis 3 ITPOBHM CBITOM
(User Interface): knaBiarypa, mo3uiiiHi mpucTpoi
(2/3-xHONIKOBUI  MAHINYJISTOP THIY  KMHIIIAY;
Tpexboir; Joystick; Gamepad); cencopu TOpKaHHS
(Touchscreen, Touchpad, Multi-touch);

10) NUI  (posmizHaBaHHS pPyXiB  TOJIOBH,
pO3Ii3HaBaHHS JKECTIB, PO3Ii3HABAHHS PYXIB Tijna,
pO3Mi3HABaHHS TOJIOCY);

11) (Science-koMITOHEHT) OanaHcyBaHHS
piBHIB 3mi0HOCTEll TpaBIiB Ta iX 3ycWIib NpHU
MOAO0JIaHHI MTEPEITKOT iIrPOBOTO CBITY;

12) (Reading/Writing-kommoneHT)
IJIaHyBaHHS PO3BUTKY CIICHAPHUX PIBHIB TPH;

13) (Art-xommoneHnt) po3pobka  rpadikwu,
3BYKY Ta BiJIcO;

14) (Technology-xoMIoHEeHT) mporpaMyBaHHs
rpu  SK  Tporec o0 emHaHHSA  iHTepdeicy
KopuctyBaya, GamePlay-nipasui irpoBoi MexaHiKu
3 rpadikoro, Bieo Ta 3BYKOM;

15) (Engineering-koMIoHeHT)
(hyHKITIOHATBHE TEeCTyBaHHS KOMIT FOT€PHOL
nporpamu rpu ( Oera-TecTyBaHHS) SK TepeBipka
BIMOBIAHOCTI poboTH (YHKIIA MporpaMu 110
ommcy 3 Game Design;

16) (Engineering-kKoMIIOHEHT) €MOI[iOHAIbHE
TEeCTyBaHHS KOMIT I0TepHOI TIporpamu TpH (anbda-
TECTyBaHHS) SIK TepeBipKka  MaKCHMaJbHOTO
NOKPUTTS  BOCHBbMHM  BHJIB  ©CTCTUKH  JUJIS
MOTEHIIIHHOTO TPaBIA-CIIOKUBAYA.

Bkazani Bicivm Buagie  MDA-komMnoHeHTH
«EcTternkay BuzHauaroThes sk [15]:

— «BiguyrTs» (Sensation) — rpa sk mo4yTTS
3aJI0BOJICHHSI, KOJIM TPaBellb BiTYyBa€ IIOCh 30BCIM
He3HaloMe, HapHUKIiIa, s FPaBIis, He 3HAHOMOTO
3 rpoto Tuny RTS (Real-Time Strategy), rpa
StarCraft Il Bxe morna 6 cratu ceHcamiero abo
po3uapyBaHHIM uepe3 Oe3jiu KHOMOK, B TOW ke
yac, rpaBelb, 3arapToBaHuil B irpax tumy FPS, ne
OTpUMYBaB OW HISIKHUX BIOUyTTiB, Tpar4d B
MinbHOHHUHN mIyTep 13 cepii «lpyra ciToBa BiliHa»

(Avoid),
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MOKKH B HBOMY HeE 3'SIBUTbCA YHIKalbHa IrpoBa
MeXaHiKa;

— «®entesi» (Fantasy) — rpa sk Makisk,
ySIBHHH CBIT, TOOTO (aHTa3is — Ie mpolec, depes
SKHA TpaBelb MOTpaIuisie B YSABHUH CBIT i
MPUB'SI3aHUI IO YOrOCh, 110, HA HOTO TYMKY, MOXKE
ICHYBaTH;

— «Posnoeine» (Narrative) — rpa sk apama,
icTopis, sKka  3MylIye TpaBOsd  [OBTOPHO
MOBEpTaTHCS B YSABHUH CBIT TpH, IO BAXKKO
CTBOPHUTH JIJIsl IU3aiHEpa, KOJIM I[1IbOBA ayauTOPis

CKJIQJa€ThCcs 3 THUCAY TpaBliB, a Ju3aliHepy
HEOOXITHO MOAYMKH ITiIKJIFOUUTHUCS 10 KOXKHOTO;
— «Buximuk»  (Challenge) — rpa sk

MepeIko/ia, o 3aKIMKae TPaBLs IIOCh MOJ0NATH,
OCBOITH, MiABUIIYIOYA HMOBIPHICTH MOBTOPHOTO
BUKOPHUCTaHHS TPU;

— «bparepctBo» (Fellowship) — rpa sk
colliaibHE CEepEIOBUIIE, CIIIBTOBAPUCTBO, B SIKOMY
rpaBellb € HOro akTHBHOI YaCTHHOIO, YaCTHHOIO

3TypTOBaHOI KOMaHJ, SKa TOKJIaJaloThCs Ha
CIITKYBAHHS JIUIS 3aTaIbHOTO YCIiXY;
— «Jocmimkenns» (Discovery) — rpa sk

HEBiJJOMa TEPHUTOPIs, SAKa 3aKIUKA€E TOCHTIIKYBaTH
CBIT TpW, TIPH [HOMY pPO3MIPH CBITY ITOBHHHI
CITIBBIZIHOCUTHCS 3 AUHAMIKOIO MOr0 €JIEMEHTIB, a
TpaBIli MTOBUHHI IPOBOIUTH JAOCIIKEHHS 32 CBOEIO
BOJICIO, TIOB'SA3aHOI 3 PI3HUMH TPUYNHAMH-
MOTHBaTOpaMH, HaIpHUKJIa, crerfiarbHe
eKiMmipyBaHHs, PiBHI OOHYCIB;

— «Camosupaxenns» (Expression) — rpa sk
CaMOIII3HAHHS, BJIaCHA TBOPYICTb, 110
BHUKOPHCTOBYE  CHeIlialbHI  TMEepCOHaXi,  fKi
OKMBAIOTh B PYKax TPaBIls B TIPOIEC] TepeMilIeHHS
TI0 CTIemiadbHIA MICIIEBOCTI, & TAKOX CTBOPIOE HOBI
BipTyallbHi IIHHOCTI;

— «ITignopsaxysanus» (Submission) — rpa six
MIPOBENIEHHS Yacy, MiIKIIOYEHHS 0 TPHU K TaKe, He
JUBISYMCH Ha OOMEKEHHS, IO € HaWCKJIagHIIIHIM
BHJIOM €CTETHKH.

MDA-kommoneHT «MexaHika» BKITIOYaE:

— Game-mexaHiKy — TpaBWiIa IT, IO
BH3HAYAIOTh METY TpH - Game-KOMITOHEHTH;

— Play-mexaniky — npaBuiia MaHIIyJIsii, o
BH3HAYalOTh OCHOBHI [ii, sIKi TpaBelb MOXe
3aCTOCYBaTH B TPi.

Ha ocHoBi aHamizy IicCHyrYHX MeEXaHiK,
CTBOpEHUX B poOoTi [19] BU3HAUEHO OmHC IIECTH
tumiB Play-mexanik Ta gortuphox TumiB Game-
MEXaHiK.

Play-mexaHika MiCTHTB 6 THITIB :

— «Bubpatn» (Select) — mporonye rpaBueBi
3po0uTH MHOXVUHHHUH BUOIp €JIEMEHTIB,

BUKOPUCTOBYIOUH OYAb-SKHH NPUCTPIA BBEACHHS
(MaHIMyIATOp «MHUIIa», KJIaBiaTypa Ta 1HIIi);

— «3anmcatu» (Write) — npornoHye rpaBLeBi
BBECTH CHMBOJIbHO-YHMCIIOBI 3HAUCHHS;

— «KepyBatn» (Manage) — mnpormonye
IpaBlLEBl YNPaBISITH pecypcaMu AJisi JAOCATHEHHS
METH;

— «Otpumatu Brauy» (Random) — npomonye
rpaBlEBl KHHYTH BHUKIUK MIAHCY, BHIPOOYBaTH
BJAYYy;

— «Crpinsgti» (Shoot) — He po3rasgaeTscs B
npsSMOMY CEHCI, a MPOMOHYE TPaBIEBi TOPKHYTUCS
00'eKkTa, pO3TAIIOBAHOIO Ha BIJACTaHi, a00 SKOCH
BIUITMBATH Ha HHOT'O

— «Pyxarucs» (Move) — mpornoHye rpaBueBi
nepeMiliaTucss B Pi3HHX HampsiMKax (Brepen
(forward), masang (back), mamiso (left), mampaso
(right), Bropy (up), BHu3 (down)), ympaBiasTH
IHIIMMU 00'€eKTaMu ab0 THIIUMU TepPOsIMHU;

Game-MexaHika MICTUTh 4 THIIA:

— «CrtBoproBatn» (Create) — mpomonye

IpaBIleBi MPOSBUTH TBOPYICTh MPH CKIIAJIAHHI,

OyniBHHIITBI  a00  CTBOpPEHHS  BIpTYyaJbHHUX
IIHHOCTEH T'pH;

— «PyimyBatn»  (Destroy) —  aHTOHIM
KOMIIOHEHT1  «CTBOPIOBATH», SKHH IIPOIOHYE

IpaBICBl 3HHUINYBAaTH OO0'€KTH I'pu ad0 JIOBUTH
00'eKTH TSI 1X TMOJANBINOTO IIIECIPSIMOBAHOTO
30UpaHHs Ta HAKOITMYCHHS

— «Yuukatu» (Avoid) — mpormonye rpasiieBi
YHUKATH 3ITKHEHHS 3 00'€KTaMu TpH (TEpemKom,
CYNPOTHBHUKH)

— «Y3romutu» (Match) — nmpomonye rpasiesi
BCTAHOBIIOBaTH ab0 yTpUMyBaTH oAwH abo
JIeKiTbKa 00'€KTIB B IEBHOMY CTaHi.

Hna epextuBHOI iHTETpaIllii mporecy po3poOKu
KOMI IOTEPHHUX irOp 3 JOMOBHEHOIO PEaNbHICTIO y
KOMIIOHEHTH STREAM-ocBitn Oymo
3aMpoNOHOBAHO METOJUKY CTBOPCHHS pEallbHO
JIOTIOBHEHOT BIPTYaJbHOCTI TPEHYBAJILHUX BIIpPaB
Ha TpUKIAJi TPEHyBaHb 3 M SYeM Ha OCHOBI
cencopy pyxy MS Kinect.

Meroauka MICTHTD JIeKIbKa €TaIliB,
IpE/ICTaBICHUX Ha pHC. 2.
Ha emani 1 mpoBomuthes ¢dopmanizamis

BIPTyaJIbHOTO CEpEeNOBHINA 31 CTBOPEHHSM HOro
CTPYKTYpHOi MOZENI 3 ypaxyBaHHSM OOMEXEHb,
MOB’SI3aHUX 3 OCOOJHMBOCTSIMH POOOTH CEHCOpIB
kouTposepy MS Kinect ta mporpamu Scratch.

Ha emani 2 mnpoBomutbes (Gopmaizamis
TPEHYBaJIHUX BOpPaB Ha OCHOBI MHOXHUHHU
CIeHapiiB MpOBEACHHA TPEHYBAJbHUX BIpPaB 3
METOI0 MiHiMi3alii KUIBKICTh TpeHYBaJIbHUX BIIpaB

Information technologies in socio-economic,

ISSN 2663-0176 (Print)

organisational and technical systems 53



Herald of Advanced Information Technology
BicHuk cydyacHux iH(OpMaIiitHUX TEXHOIOTIN

2018; Vol.1 No.1:49-61

Iadopmaniiiai TexHomorii B OCBITI

Ta CTBOPEHHSM TPYNW BIpaB B PI3HUX BHAAX
crnopty Ha npukiani yroomy.

Ha emani 3 BUKOHyEThCS TIa0IOHIZAIS
TpeHyBalbHUX BIpaB 3 ceHcopom MS Kinect 3
ypaxyBaHHIM BipTyaJbHHUX CYTJIOOIB JIIOJMHU.

Ha emani 4 pospobasiotecss  Scratch-
OporpaMH i3 MPOBENEHHS TPYMH TPEHYBaJIbHUX
BIIpaB y BIPTyaJibHO JIONOBHEHIN peaJbHOCTI
3acobamu ceHcopuux Texuomoriid MS Kinect.

Ha emani 5  mpoBomAThCS  HATYpHI
eKCHepuMeHTH 3 (i3MYHUMH BIpaBaMH B PEKUMIi
BIPTYaJIbHO JIOMOBHEHOi pealibHOCTI 3acobaMu
ceHcopuux texHonorii MS Kinect ta npoBoauThcst

OlliHKa  TOXMOOK  Bidyamizamii  BipTyaJbHHX
00’€KTIB.
Ha emani 6 mnpoBOAMTBCS KOpEryBaHHS

aJrOpUTMY Bi3yasizamii I 3MEHIIICHHS ITOXUOKH.

AJNropuTMidHO- Ertan 1 - TexHOIOri4HI
ol s rpadiuHi dopmanizauis 00OMeKEHHS Bizyanisawis
= OOMEXCHHS | w BIPTYANBHOrO v | Seemowmemmm  CEHCODY BIpTyaJbHHUX
moBH Scratch cepeIoBHINA = MS Kinect 00 €eKTiB
o Cuenapii Etan 2 — CrpykTypHa \
og’ HPOBEICHHS dopmanizauis MOJIeITb 3 3 -
TpeHYBaIBHEX | Wl rhenveanbmmx BipTyaJbHOTO XAl -gumka
NOXUGOK
BIIPaB cepesoBHUIIa ; e
4 BIpas p Bizyanizauii
\/_\ BipTyaJIbHUX
00'eKTiB
CTpykTypHa Etan .3 e
MOJIENE waodaoHizauis
TPeHYBaJIbHUX
" TpeHyBag];l;l:; o B"gaB}; cercopom ITporpamui mabia0H" ETtan 6 —
MS Kinect KOHTPOIIIO PYXiB KOperyBaHHs
alIrOpuTMy
Ertan 4 - po3podka i
Scratch-nporpam Scratch-
3 CEHCOPOM I nporpaMa '\/
. i 3 CEHCOPOM
CrieHapHi ma6nonu MS Kinect MS Kil?ect
TPEHYBaJIbHUX BIIPAB

Puc. 2. Merozuka CTBOPEHHS peaibHO JIOMOBHEHOI BIpTYaIbHOCTI TPEHYBaIBHUX BIPAB 3 M sYEM Ha
ocHOBI cercopy pyxy MS Kinect

B pesymprari  aHamizy = XapaKTEpPHCTHUK
BIPTYallbHOrO  CEpElOBUINA, SKE CTBOPIOETHCS
ceHcopoM KouTtporiepy MS Kinect ta BpaxoBye
oOMekeHHs1 Tporpamu  Scratch, 3amporoHOBaHO
(dopmamizyBaTH = XapaKTEpPUCTHKH  BIPTYyaJIbHOTO
CEepeOBHIIA Y BUTIISAI KapTEXKy-CIMKH:
< Skeleton, Distance, Velocity, Projection, Location,

Size, Quantity >,
e Skeleton — MHOXMHA CyrioOiB ckenera
JIOIMHYU, TPOTPaMHO JIOCTYITHUX 4Yepe3 CEHCOPH
koHTposepa MS Kinect;

— Distance — normyctumuii miamasoH BifcTaHe#H
Bijl cencopa koutposiepy MS Kinect o moanumu;

— Velocity -~ wMakcuManbHa — IIBHIKICTH
TIepEMIIIeHHS KOHTPOIIbOBAaHUX CYTIIO0IB JIFOTMHM;
— Projection — tam  mpoekiii  00’€KTiB

BIPTYyaJIbHOTO CEpEeNOBHILA, SKUH MOXE NMPUHMATH
JIBa 3HAYEHHS: Ha MJ1031, HA CTIHI;

— Location — cmoci6 po3ranryBaHHsS CeHCOpa
koHTponepa MS Kinect mo BigHOIIEHHIO 10
JIO/INHY;

— Size — pomycTEMi pO3MIpH  BIPTYaJbHOT'O
MPOCTOpY, SIKE CTBOPIOETHCS Iporpamoro Scratch;

Quantity — KiJIbKIiCTh 0CI0, PyXH SIKHX MOXKE
KOHTpPOJIIOBAaTH ceHcop KoHtponepa MS Kinect.
MHoXWHa CyTJI00iB CKeleTa JIIOJUHH, SIKi
IPOrpaMHO JIOCTYIHI Yepe3 CEHCOpH KOHTpoJiepa
MS Kinect mictuts 20 cyrno6is mis MS Kinect v.1:
AnkleLeft — miBa mammxka (m'sta); AnkleRight —
npaBa Jjammkka (m'sta); ElbowlLeft — miBiii smikoTs;
ElbowRight — mnpaBuit mikors; FootLeft JIiBa
crynusi; FootRight — npasa crymnst; HandLeft — siBa
kucte pyku; HandRight — mpaBe kucrte pykw;
HipRight — npaBe crerno; KneelLeft — niBe kosmiHo;
KneeRight — mnpaBe xkomino, Spine — xpeber;
ShoulderLeft — nise rreue; ShoulderRight — mpase
wiede; ShoulderCenter — mentp mieya (migcrasa
mni); WristLeft — miBe 3an'scrs; WristRight — npase

sam'sictsi; Head — romosa; HipCenter — uentp
crerna; HipLeft — niBe crerno.
Ilicnss  BukOHaHHS  cepii  eKCIIEpPUMEHTIB

BU3HAYEHO MAaKCHMAJbHY MIBHIKICTb MEpPEMillIeHHS
KOHTPOJIbOBAHUX CYTJIOOIB JIIOJWHH, SIKa JTOPIBHIOE
0,1 Touka/cexk.

Cnoci6 posranryBanHs koHTpoiepa MS Kinect
[0 BIJHOWIEHHIO 10 JIOAUHU: ((PPOHTAIBHUMH,
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Oiuyanii, QpoHTANBHO-OIYHUI JIBOCTOPOHHINH abo
MPaBOCTOPOHHI)

Kinpkicte ocib, pyxH  AKHX  MOXe
KOHTPOJIIOBaTH ceHcop KoHTponepa MS Kinect:
OJIVH; JIBA.

B pesynabTari aHamizy Tmpoiecy KOHTPOIIO

TPEeHYBaJbHUX BIIPaB 3a JOIOMOIOI0 CEHCOPY
KOHTpOJIEpa MS Kinect 3aIIPOIIOHOBAHO
¢dbopmamizyBaT (i3nUHI BIpaBH Y BUTIISAI KAPTEKY-
YETBIPKH:

<Picture, Body, Control, Velocity=>,
ne Picture — kapruHKa i3 300pakeHHSAM
BIPTYaJbHOIO 00'€KTa, III0 BUKOPUCTOBYETHCS Y
BIIPaBi (HAIIPUKIIA, M'S4);

Body — cmucok dacTMH Tina JIFOAWMHM, SKi
OepyTb yuacTb y BITPaBi;
Control — cmucox yacTuH Tima JIIOAMHH, SIKi

KEepYIOTh BIpTYaJIbHUM 00'€KTOM;

Velocity — mBHAKICTh pyXy aKTHBHHX YaCTHH
Tija JIFOJMHH 111 YaC BUKOHAHHS BIIPaB.

3anpornoHoBaHa paHilie METOAWKa TOoTpedye
MPOBEJICHHS BEJIMKOI KUIBKOCTI €KCIIEPUMEHTIB JIJIst
kokHOi QizmuHoi BrpaBu [30]. Jlns 3meHuIeHHS
KUIBKOCTI ~ €KCIEPUMEHTIB HEOOXIIHO BHILIUTH
TPy 3 MIHIMAJBHOIO KUTBKICTIO TPEHYBAJIBHHUX
BIpaB, aje sAKi 3a0e3medyioTh MaKCHUMabHe
ITOKPUTTS XapaKTEPUCTHK 00'€KTa JOCITIIKEHHS.

B pesynbTaTi anamizy nonan 40 TpeHyBaIBHHUX
BIIpaB 3 M’siueM Oyiio BimiOpaHO 3 BIpaBH: pizaHHi
yaap BHYTPINIHBOIO YAaCTUHOIO WiTHOMY, ymap 3
TIOJTy JIETY, BiIOMBAHHS M'si9a TOJIOBOIO.

JLtst  mOroToBKM — BapiaHTIB  3aBIaHb 3
PO3BHBAIOYNX KOMIT IOTEPHHX irop 3
BUKOPHUCTAaHHSIM CEHCOPHHX TEXHOJIOTIH HEOOXiTHO
MpoaHami3yBaTH  BXe  ICHywo4i  irpu,  sKi
MIPOITOHYIOTHCS BUPOOHHUKAMH MIPOrPaMHOTO
3a0e3medeHHs y CBITI.

Jnsa anamizy Oymo oOpaHO [BI TporpamHi
cucremu: LumoPlay [27] Ta MotionMagix [28].

B pesynbrati ananizy 271 rpu 3 ypaxyBaHHSIM
187 irop mporpamuoi cuctemu LumoPlay ta 84 irop
nporpamuoi cucremu MotionMagix Bci irpu Oysio
PO3IIJICHO HA YOTHUPH KJIACH:

— JIOT14HI;

— CIOPTHBHI;

— PO3BaXKaJbHI y PI3HUX IrPOBUX KaHPAX;

— perakcyroui 3i CremialbHUMHU e)eKTaMu;

Sk posBHBarOYi irpd BH3HAUEHO Irpw KiIacy
moriuHi Ta cmnoptuBHL. Ha puc. 3 HaBemeHo
MIPUKIIAIN eKpaHHUX (DOPM JIOTIYHUX irop, a puc. 4 —
NPUKIaad €KpaHHUX (OpPM CIIOPTUBHHUX irop, Ha
pHuC. 5 — mpUKIaaM eKpaHHUX (OPM PENAKCYIOUMX
irop.

I'pa «30upaHHs KONBOPiBY» po3paxoBaHa Ha 2-4
rpaBuiB. Ha miamosi rpaibHOrO mojsi B YOTHPHOX
KyTKax pO3MIIIEHO TaKeTH pi3HOro Kombopy. B
LEHTPI TOJIs 3 ABJSAIOTHCS (IIIKH PI3HOI'O KOJIBOPY.
I'paBui Ha mo4aTKy rpu OOMPAIOTHCA CBOI KOJIBOPH.
BripomoBsk rpu 3a 00MexeHUH Yac KOXKEeH 13 rpaBIIiB
MOBUHEH HOTOI0 IITOBXHYTH QIIIKA y TaKeTH
BIAIMOBIIHOTO KOJBHOPY. BWrpae Toii, XTO BCTHTHE
Ha30upaTu HalHOLIbIIE (DIlIOK.

I'pa «MucnuBenp 3a JiTepaMm») po3paxoBaHa Ha
OJTHOrO TPaBIlsi 3 JBOMA THIIAMHU MPOEKIlii 00’ €KTiB
BIPTYaJIbHOTO CEPEIOBUIIIA:

— Ha NI03i: Ha MiUI03i TPaNBHOTO IOJIS
300pakeHO OYKBH ajdaiTy, a I'paBILI0 HEOOXIIHO
HOTaMHM HATHCHYTH Ha OYKBH Yy TPaBHIBHOMY
andaBiTHOMY TIOPSIKY;

— Ha CTiHI: CHpOIICHUH BapiaHT, B SKOMY Ha
CTIHI JIOJAaTKOBO 3 SIBJIIETHCS SKUKU-HEOYIb CHUIIYET
rojoBu abo0 pyKH TpaBls, a TpaBellb MOBUHEH
roJI0BOI0 200 PYKOI HATUCKATH Ha OYKBH.

o
]

X W)

(6)
Puc. 3. IIpukinaau ekpanHux (HopM JIOMYHUX 1rop.
a — 30upaHHs KOJIBOPIB; O — MUCIIMBEIH 32 JIITepaMu
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Puc. 4. Ilpuknaau ekpaHHUX POPM CIIOPTUBHUX
irop: a — BpaTtap; 0 — XOKe# Ha JIbOAy Ha JIBOX

I'pa «xokell Ha JBOAY Ha JIBOX» PO3paxoBaHa
Ha 2 TrpaBIiB 3 ypaxyBaHHsAM mijyorn. Ha momi
po3TalioBaHa Tmapa BOPIT JUIsl 3aXUCTy JBOMa
XOKEICTaMU-TPaBLsIMM ~ Ta  XOKeHHa  Imaiiba.
JomaTKoBO  poO3TallOBaHi  CHIYeTH  XOKEWHHUX
KITIOIIOK, KOXKEH 3 SIKMX TPOXOJIUTH Yepe3 JIBi TOUKH,
MOB’s13aH1 3 PyKaMH TPaBIIiB, SIKi TOBUHHI BIApATH
KIIOIIKAMH 10 maibi  aas  Toro, mo0 BoHA
MOTparuia y BOpoTa CylpOTHBHHKA.

Ha puc. 5 HaBeneno npuknaau ekpaHHuX Hopm
pellaKCyIOUHX irop 3i cremiaibHUMHU epeKTaMH.

©)
Puc. 5. Ilpuknanu ekpanHux Gpopm
PENaKCYIOYHX irop 3i cremialbHUMH e(heKTaMHu:
a— M’SIYUKH; O — aKkBapiym

Amwnaiiz 187 irop mporpamuoi ciucremu LumoPlay
BU3HAYMB TX HACTYIIHHMI PO3MOLI 3a KilacaMu: JIOTITHI —
4 %; cioptuBHi — 5 %); po3BaXkanbHi Y pi3HHX
irpoBux xanpax — 30 %; penakcyroui 31
cneniansHUMH eekramu 61 %.

Amanniz 84 irop nporpamHoi cucremu MotionMagix
BU3HAYMB IX HACTYITHAN PO3IIOALI 3a KIIacaMi: JIOTTYHI —

14 %; cnoptusHi — 15 %; po3BaxkasibHi y pi3HUX
irpoBux xanpax — 19 %; penakcyroui 31
crnenianbHUMH epekramu 52 %.

AHai3 CTaTUCTHUKU TIOKa3aB HU3bKY KUIbKICTh
JIOTIYHHX Ta CIIOPTHUBHHX irOp, IO MOXKeE OyTH
OB’ 5I13aHO 31 CKJIAIHICTIO CTBOPEHHS IrpOBHX
CIICHApIIB Ta HEOOXITHICTIO JOCKOHAILHO BUBYATH
0COOJIMBOCTI TEM JTUCIMILIIH, SKi TPOXOIATh MPOLIEC
revimidikarrii.

Ha ocHOBi aHamizy JOTiYHUX Ta CHOPTUBHUX
irop BKazaHWX BUPOOHHKIB aBTOpaMH
3aMpoNOHOBaHO 25 BapiaHTIB MPaKTUYHKX 3aBJIaHb
3i CTBOpeHHsI irop y Scratch min kepyBaHHsIM
KOHTpoJsepy pyxy moauau MS Kinect, sixi 6yme
BITPOB/KEHO y MalicTep-Ki1acu HaBYaHHS 31
HIKOJISIPaMU 3 ypaxyBaHHIM iX MIKUTbHUX 3HAHB Ta
YMiHb 3 THPOPMATHKH.

IIpy BUKOHAHHI 3aBJaHb PEKOMEHIYETHCS
JOTPUMYBATHUCS HACTYITHUX €TAITiB.
Eman 1. CrtBopenns rtpadiuamx Scratch-

CHpaMTIB JJIs BIpTYaIbHUX 00 €KTIB TPH Ta YaCTHHU
Tija TpaBIIsL.

Eman 2. TlporpamyBaHHS  TepeMilllcHHS
00’€KTIB TpH Y BIIMIOBIAHOCTI 13 IpaBUIIaMH TPH

Eman 3. IIporpamyBaHH4 KOHTPOJIIO
BIpTyaJIbHOI YaCTHUHU TiJla TPABIlA 3 BUKOPUCTAHHIM
0a30BOr0 3aco0iB  KOHTPONIO dYepe3  KIIaBimmi
KJIaBiaTypu a0 MaHIIyJIATOpa THTIA «MHUIIIa.

Eman 4. TectyBaHHsS mNporpamu SIK MpPOIEC
nepeBipku 1 (QYHKI[IOHATIBHOCT] Y BIAMOBIAHOCTI 13
IIPaBUIIAMHU.

Eman 5. HanamryBaHHA amapaTHOi 4acTHHU
rpu:

a) po3TalryBaHHS IMPOEKTOpa 1 BiIIOBITHOCTI 3
THTIOM TIPOEKITii 300paskeHHs (ITiyIora, CTiHa);

0) posramryBanus cencopa MS Kinect

Eman 6. IIporpamyBanss KOHTPOJTIO
BIpTyaJIbHOI YaCTHHU TiJia TPABLS 3 BUKOPUCTAHHSIM
cencopa MS Kinect

Eman 7. TecryBaHHs nporpamu.

3anponoHoBaHa METOIUKA JI03BOJIHIIA
OpraHi3yBaTH J1Ba MalCTep-Kiacu 3 MPOrpaMyBaHHS
BIPTyaJIbHO JOMOBHEHOI peanbHOCTI (PyTOOMBHUX
TpeHyBaHb MIKOISIPIB y Qopmari iHimiatuBn Meet
and Code tmxus koxy €C 3a migrpumkn [HeTHTYTY
KOMIT FOTEPHHUX CUCTEM (IKC) Opnecbkoro
HAI[IOHAJTHHOTO  TONITEXHIYHOTO  YHIBEPCHTETY
(OHI1Y) mpu BukonanHi nmpoekty ERASMUS+K2
«GAMEHUB:  VHiBepcuTerchKo-migpHEMHHUIIbKE
CHiBpOOITHULITBO B irpoBiil iHAycTpii B YKpaiHi».

[lepmmii maiictep-knac BigOyBcs 20 KOBTHS
2018 poky B IKC OHIIY mnsa 50 mxonsapis 3 pi3HUX
paiioHiB omecbkoi obnacti Ta M. Onecu [32]. dpyruit
Maiicrep-knac BinOyBcs 23 nmucronana 2018 poky B
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30L Ne 10 m. Ismain mns 14 mxomspiB 3 pisHHX
mkin M. [3main [33]. ¥ maiicTep-kinacax BIPOIOBK
JeKimpKoxX roauH 17 komaHn 3 3-4 ydYacHHKIB
MPOMUIIUTA HEBEIMYKUN UIAX MDKAUCIUILIIHAPHOTO
HAaBYaHHS  uepe3 HACTyMHI  eTamu: peajibHi
TPEHYBaHHS 3 M’SYaMH Cepell YYaCHUKIB KOMaHI;
JOCIIKEHHS oco0nuBoCTEH MOJIETTIOBaHHSI
¢Gi3u4HUX TporeciB (3ITKHEHHsI TiJl, BUIbHE MaMiHHS
TiNa) TpH MporpaMyBaHHI pyxy M'si4a MOBOIO
Scratch; mocmimkennss moxnuBocteit podorn MS
Kinect; nociikeHHS MOXIIMBOCTI  MPOrpamMHOI
oiomiorekn  Kinect2Scratch; pospobka  BmacHuX
BIpTyaJIbHUX TPEHAXKEPIB ITiJl KEPYBAHHSIM TPEHEPIB.

BucHoBKH i mepcneKTHBH MOJANBIINX

AOCTiTKeHb

3anpornoHoBaHa B pOOOTI METOIMKA CTBOPEHHS
peanbHO JIOMOBHEHOT BIPTYaJ bHOCTI TPEHYBAIBHUX
BIIPaB 3 M’SiYeM Ha OCHOBI CEHCOPHOT'O KOHTPOJIEPY
pyxy MS Kinect no3sonmia: ¢opmainizyBaTu
BipTyallbHE CEepEelOBUINE 3i CTBOPEHHSIM HOTro
CTPYKTYpPHOI MOJEIi 3 ypaxyBaHHSIM OOMEKEHb,
MOB’A3aHMX 3 OCOONMBOCTSAMH POOOTH CEHCOpIB
kouTponepy MS Kinect ta mporpamu Scratch;
(dopmaiizyBaT TpeHyBaJbHI BIIpaBU Ha OCHOBI
MHOKMHH CIICHApiiB TPOBEJCHHS TPEHYBAIBHUX
BIIPAB 3 METOIO MiHIMIi3aIii KUTEKICTh TPEHYBAIBHUX
BIIPaB Ta CTBOPEHHSM IPYIH BIIPaB B PI3HUX BHIAX
CIOPTY Ha MpHKIaai GyTooIy; pO3pOOHTH IPUKIAAN
Scratch-nporpamu i3 MPOBEACHHS rpynu
TPEHYBaJbHUX BIPaB y BIPTYaJIbHO IOMOBHEHIN
peanbHOCTI 3aco0aMU CEHCOPHHX TexHojoriii MS
Kinect; mpoBectu omiHKy mOXHOOK Bi3yasizarii
BIpTyalbHMX O0’€KTIB Ha OCHOBI HATYpPHHX
EKCIIEPUMEHTIB 3 ()I3MYHHMH BIIpaBaMH B PEKHMI
BIpTyalbHO JIOTIOBHEHOi pEaJhbHOCTI 3acobaMu
ceHcopHUX TexHomorii MS Kinect.

Cuix 3a3HaYMTH, IO 3aIIPOIIOHOBAHA METOIMKA
MO)Ke OyTHM BHKOPHICTaHAa 1 ISl iHIIUX TIPUCTPOIB,
Hanpukiaz, LeapMotion.

B pesynbrari anamizy 271-i Tpu KOMepumiiHAX
nporpamaux cucreM LumoPlay Ta MotionMagix
3aIpOIIOHOBAHO 25 BapiaHTIB 3aBJaHb 31 CTBOPEHHS
JOTIYHUX Ta CHOPTHBHUX irop y Scratch min
KepyBaHHsIM KOHTposiepy pyxy Jjroauan MS Kinect,
AKi Oy/ie BIPOBA/DKEHO y MaicTep-Kiacu HaBYaHHS
31 IIKOJISIPAMU 3 YpaxyBaHHSM X MIKUTbHUX 3HAaHb Ta
YMiHb 3 iHPOPMATHUKH.

B mporeci anpo0artii pe3ynbTaTiB poOOTH MIPH
NIPOBEIEHI Mpe3eHTallii MporpamMu, MaicTep-Kiacu 3
MporpaMyBaHHs BipTyaJbHO JOMOBHEHOI PeabHOCTI
¢byTOONTBEHIX TPEHYBaHb HIKOJISIPIB, 10
MiATBEPHKEHO aKTUBI3aLI€0  II3HABAJILHOI'O
iHTEepecy WIKOIAPIB B y4acTi y 6araTb0X HaBYaJIbHUX

npouecax, moB’s3aHux 31 STREAM-nampsmamu:
BU3HAYEHHsS  CIEHapiiB  (i3UYHO  aKTHBHHUX
KOMIT FOTEPHUX 1rOp, SKUMH IIKaBUTHCS OLTBLIICTH
HIKOJISIPiB; TIPOBEACHHS EKCIIEPUMEHTIB 3 TIOMIYKY
¢Gi3MyHUX BOpaB s CHOXKHMBAYiB, SIKI JIETKO
KOHTPOJIIOIOTBCSI ~ CEHCOpaMU  KoHTponepy  MS
Kinect; mocmimkeHHs (GIi3HUHUX MPOIECIB  SKOCTI
pO3Mi3HABaHHS PyXiB JIIOJMHU; BUKOPUCTAHHS 3HAHB
3 MaTeMaTHUKH abo caMOCTiiHE iX OTpHUMaHHS s
CTBOPEHHSI QJTOPUTMIB KEpYBaHHS BIpTYaJbHUMH
00’extamu; cTBOpeHHs 2D-rpagiu-HuX Mozenel
BipTyaJbHHX  OO0’€KTiB;  TECTyBaHHsI  poOOTH
MPOTOTUITY MPOIPAMHOTO TPEHAXKEPY 3 BIPTYaIbHUX
(hi3UYHUX TPEHYBaHb.

Pesynpratn  poOOTH  TakoX  BHU3HAYMIA
HAIPSMKH [TOJAJBIINX JTOCTIHKEHb Ta PO3POOOK:

1) B mporeci DOCHIIKEHb OIliHKA MOXHUOKH
Bizyamizalii BIipTyaJbHMX O0’€KTiB BH3HAYMJIA
HEOOXITHICTh PO3POOKH CIIEHIATBHOTO alTOPUTMY
ABTOMATHYHOI KOPEKIlii KOOpJHMHAT pPO3TallyBaHHS
BIpTYaJIbHUX 00’ €KTIB-CIIpalTIB, SKI € YaCTHHOIO
rpynu 00’ €KTIB Tijla TPaBI;

2) 6araTo MPHUKIAJIB Irop KOMEPIIHHUX CHCTEM
CTBOPEHO Ha OCHOBI IMAOOHIB, SKI JO3BOJISIOTH
IIBUJIKO 3MIHIOBATH I'padiuHy YaCTHUHY T'PH, TOMY B

MONANBIIIOMY  IUTAHYETBCS ~ CTBOPUTH  TOAIOHI
scratch-mraGony [y pO3BUBAIOYHX irop;
3) oKampHE  AOCHIMKEHHS  ITATBEPIAHIIO

MO3UIIII0 aBTOPIB BIIHOCHO 3aJ[0BOJICHHS IOTPEOH
revimidikaliii misHaBaIbHO-PO3BHBAIBHOI NiSTIHOCTI
camMe y JiTell JOMKLUIPHOIO Ta MOJOIIIOTO
MIKUTBHOTO BiKy, IO OOYMOBIIEHO IX BIKOBUMH
OCOOJIMBOCTSMH Ta OCOOWCTICHE OpiEHTOBAHUM
MIX0Z0M JIO KOXKHOT JUTHHH.

Cnucok BUKOPUCTAHOI JIiTEpaTypH

1. Kelley, T. R. & Knowles, J. G. (2016). “A
conceptual framework for integrated STEM educa-
tion”, International Journal of STEM Education, 3: 11.
DOI: https://doi.org/10.1186/540594-016-0046-z.

2. Michelle, H. (2013). “Land Full STEAM
ahead: The benefits of integrating the arts into STEM”,
Procedia Computer Science, No. 3, pp. 547-552.

3. Lefever-Davis, S., & Pearman, C. J. (2015).
“Reading, Writing and Relevancy: Integrating 3R's
into STEM ”, Open Communication Journal, No. 9(1),
pp.61-64.

4. Kpyriit, K. STREAM-ocBiTa [IOIIKUIBHAT:
BHUXOBYEMO KYIBTYpYy iHKeHepHoro mucieHHs / K.
Kpyriit, T. I'punmmmnza. / JlomkinbHe BUXOBaHHS. —
2016.—Ne 1. - C. 3-7.

5. Hamari, J., Koivisto, J., & Sarsa, H. (2014).
“Does Gamification Work? — A Literature Review of

Information technologies in socio-economic,

ISSN 2663-0176 (Print)

organisational and technical systems 57



Herald of Advanced Information Technology
BicHuk cydyacHux iH(OpMaIiitHUX TEXHOIOTIN

2018; Vol.1 No.1:49-61

Iadopmaniiiai TexHomorii B OCBITI

Empirical Studies on gamification”, In proceedings of
the 47-th Hawaii International Conference on System
Sciences, Hawaii, USA, January 6-9, 2014, pp. 3025-
3034.

6. Blazhko, O., Luhova, T., Melnik S., &
Ruvinska, V. (2017). “Communication Model of Open
Government Data Gamification Based on Ukrainian
Websites”, 4-th Experiment@ International
Conference (exp.at'17) June 6-th —
8-th, 2017, University of Algarve, Faro, Portugal, pp.
181-186.

7. Bouras, C., lgglesis, V., Kapoulas, V.
Misedakis, 1., Dziabenko, O., Koubek, A., Pivec, M.,
& Sfiri A. (2005). “Game-Based Learning Using Web
Technologies”, International Journal of Intelligent
Games and Simulations, No. 3(2), pp. 70-87.

8. “Deeper learning competencies” [Electronic
resource]. - Access mode ;
https://www.hewlett.org/wp-
content/uploads/2016/08/Deeper_Learning_Defined
April_2013.pdf, — Active link — 03.12.2018.

9. Blazhko, O., Gdowska, K., Gawel, B.,
Dziabenko, O., & Luhova, T. (2017). “Deeper learning
approaches integrated in serious games”. Project,
Program, Portfolio Management. P3M. In The
Proceedings of the International Research Conference,
Vol. 2, pp. 18-21, December. — Available at :
http://dspace.opu.ua/jspui/handle/123456789/6866.

10. Gee James, P. (2018) “What Video Games
Have to Teach Us about Learning and Literacy”.
[Electronic  resource]. —  Access mode
http://newlearningonline.com/
literacies/chapter-2/gee-on-what-video-games-have-to-
teach-us-about-learning-and-literacy, Active link —
03.12.2018.

11. Gdowska, K., Gawel, B., Dziabenko, O., &
Blazhko, O. (2018). ,Gamification in teaching
humanities — ,,GameHub” project”, V E-technologie w
dzialaniach edukacyjnych w projekcie GameHub V
Konferencja e-Technologie w Ksztatceniu Inzynierow
Akademia Gdrniczo-Hutnicza im. Stanistawa Staszica
w Krakowie, Krakéw, Poland, 19-20 kwietnia 2018,
pp. 27-32.

12. Adams, E. (2014). ,,Fundamentals of Game
Design”, New Riders, 560 p.

13. Sandhya Devi, Gogula, & Chanakya,
Puranam (2015). “Augmented Reality in Enhancing
Qualitative Education”, International Journal of
Computer Applications, Vol. 132, No. 14, pp. 41-45.

14. Dormans, J. (2012). “Engineering emergence:
applied theory for game design”. PhD thesis 13. 288 p.
— Available at : http://hdl.handle.net/11245/1.358623.

15. Hunicke, R., LeBlanc, M., & Zubec, R.
(2004). “MDA: A formal approach to game design and

gameresearch” In: Proceedings of the AAAI Workshop
on Challenges in Game Al. Vol. 4.

16. Winn, B. (2009). “The Design, Play, and
Experience Framework. Handbook of Research on
Effective Electronic Gaming in Education”. Richard
Ferdig (editor). Vol, 3, Chapter 58.

17. Jlyrosa, T. A. Po3poOka HaBYalbHUX BiIEO
irop, 3aCHOBaHMX Ha aKTUBI3allii HeIBHUX 3HaHb / T.
A. Jlyrosa, O. A. brnaxko // YnpaBiiHHS PO3BUTKOM
cknagaux cuctem — 2018. — Ne 35. — C. 105-112.

18. bnaxko, O. A. [HcTpyMeHTaIBHI 0OCOOIMBOCTI
ABTOMATHOTO TIPOTPaMyBaHHS KOMIT IOTEPHUX irop /
O. A. braxkko, B. B. Anronrok, 0. JI. TpostHoBchka //
YnpasiiHHS PO3BUTKOM CKiagHux cucrem — 2018, —
Ne 35.—C. 83-92.

19. Damien Djaouti, Julian Alvarez, Jean-Pierre
Jessel, Gilles Methel and Pierre Molinier (2008). “A

Gameplay Definition through Videogame
Classification”, International Journal of Computer
Games Technology, 2008.

http://dx.doi.org/10.1155/2008/470350.

20. David Weintrop & Uri Wilensky. (2017).
“Comparing Block-Based and Text-Based
Programming in High School Computer Science
Classrooms”. ACM Trans. Comput. Educ. 18, 1,
Article 3 (October 2017), 25 p.

21. Louise, P. Flannery, Brian Silverman,
Elizabeth R. Kazakoff, Marina Umaschi Bers, Paula
Bonta & Mitchel Resnick (2013). “Designing
Scratchdr: Support for early childhood learning through
computer programming”. In Proceedings of the 12-th
International Conference on Interaction Design and
Children. ACM, pp. 1-10.

22. Neil Fraser. (2015). “Ten things we’ve
learned from Blockly”. In Proceedings of the 2015
IEEE Blocks and BeyondWorkshop (Blocks and
Beyond). 49-50.

23. David Wolber, Hal Abelson, Ellen Spertus &
Liz Looney. (2014). “App Inventor 2: Create Your
Own Android Apps”. 2-nd ed. Beijing: O’Reilly
Media.

24. Jared, St. J. (2012). “Kinect Hacks Tips &
Tools for Motion and Pattern Detection”. Publisher:
O'Reilly Media, 280 p.

25. bnaxko, O. A. OcobmuBocti STREAM-
OCBITH Ha  OCHOBI  pO3pOOKHM  PO3BHUBAFOUMX
KOMIT FOTEPHUX 1rop 3 BHUKOPUCTaHHAM CEHCOpIB
koHTpormo pyxiB momuan MS KINECT / O. A.
bnaxko, O. 1. Psmenxo // Tesu pomosimeii III
MixHapomHOoi  HayKOBO-TIDAKTHMYHOI  KOH(epeHIIii
P3M-2018 Project, Program, Portfolio Management, 7-
8 rpymus, 2018, Oneca, Ykpaina. — Opneca : banan B.
0.,2018. —Ne 2/1. - C. 11-14.

Information technologies in socio-economic,

58 organisational and technical systems

ISSN 2663-0176 (Print)



Herald of Advanced Information Technology
BicHuk cydyacHux iH(OpMaIiitHUX TEXHOIOTIN

2018; Vol.1 No.1:49-61

Iadopmaniiiai TexHomorii B OCBITI

26. Psmenko, O. 1 Meroauka CTBOPEHHS
pETbHO JIOMOBHEHOI BIPTYalbHOCTi TPEHYBaJIbHHX
BIpaB 3 M’S4eM Ha OCHOBI CEHCOPHOTIO KOHTPOJIEpY
pyxy MS KINECT / O. 1. Psamenko, O. A. bnaxko //
Te3u nomnosizei | MixkHaponHOi HAyKOBO-TIPAKTHYHOT
KoH(epeHii «IMepaTHBr PO3BUTKY TPOMAITHCHKOTO
CYCIIUIbCTBA y  3a0e3ledeHHI HAaI[IOHAJTLHOT
KOHKypeHTOCpoMOkHOCT», Tom 1, 13-14 rpymas
2018 poky, Barymi, I'pysis. — barymi : Publishing
House “Kalmosani”, 2018. — C. 208-210

27. “Lumoplay” [Electronic resource] : — Access
mode : https://www.lumoplay.com. — Active link —
03.12.2018.

28. “MotionMagix” [Electronic resource] : —
Access mode http://www.motionmagix.com/. —
Active link — 03.12.2018.

29. “MetaVerse” [Electronic resource] : — Access
mode : https://gometa.io/ active link — 03.12.2018.

30. “Some examples of the more than 1300
soccer exercises in our database” [Electronic resource]
: - Access mode ;
https://www.footballtraining4all.com/en-
gb/exercises.aspx — Title from the screen. — Active link
—03.12.2018.

31. Jere Miles. (2016). “Unity 3D and PlayMaker
Essentials: Game Development from Concept to
Publishing” (Focal Press Game Design Workshops)
Paperback, Publisher: A K Peters /CRC Press, 506
p.

32. “Meet and Code 2018 in Odessa at ONPU”
[Electronic resource] : — Access mode : https://
youtu.be/ljdOTCIEM1M — Title from the screen. —
Active link — 03.12.2018.

33. “Meet and Code 2018 in Izmail at School
No.10” [Electronic resource] : — Access mode : https://
youtu.be/1hal9XVm7KQ — Title from the screen. —
Active link — 03.12.2018.

Otpumano 10.12.2018
References

1. Kelley, T. R., & Knowles, J. G. (2016). “A
conceptual framework for integrated STEM educa-
tion”, International Journal of STEM Education, 3:
11. DOI: https://doi.org/10.1186/s40594-016-0046-z.

2. Michelle, H. (2013). “Land Full STEAM
ahead: The benefits of integrating the arts into STEM”,
Procedia Computer Science, No. 3, pp. 547-552.

3. Lefever-Davis, S., & Pearman, C. J. (2015),
Reading, Writing and Relevancy: Integrating 3R's
into STEM, Open Communication Journal, No. 9(1),
pp.61-

64.

4. Krutiy, K. & Hrytsyshyna, T. (2016).

“STREAM-education preschoolers: educate the culture

of engineering thinking”, Preschool education, No. 1,
pp. 3-7 (in Ukrainian).

5. Hamari, J., Koivisto, J., & Sarsa, H. (2014).
“Does Gamification Work? — A Literature Review of
Empirical Studies on gamification”, In proceedings of
the 47-th Hawaii International Conference on System
Sciences, Hawaii, USA, January 6-9, 2014, pp. 3025-
3034.

6. Blazhko, O., Luhova, T., Melik S., &
Ruvinska, V. (2017). “Communication Model of Open
Government Data Gamification Based on Ukrainian
Websites”,  4-th  Experiment@ International
Conference (exp.at'l7) June 6-th — 8-th, 2017,
University of Algarve, Faro, Portugal, pp. 181-186.

7. Bouras, C., lgglesis, V., Kapoulas, V.
Misedakis, 1., Dziabenko, O., Koubek, A., Pivec, M.,
& Sfiri A. (2005). “Game-Based Learning Using Web
Technologies”, International Journal of Intelligent
Games and Simulations, No. 3(2), pp. 70-87.

8. “Deeper learning competencies” [Electronic
resource]. — Access mode: https://www.hewlett.org/wp
content/uploads/2016/08/Deeper_Learning_Defined__
April_2013.pdf. — Active link — 03.12.2018

9. Blazhko, O., Gdowska, K., Gawel, B.,
Dziabenko, O., & Luhova, T. (2017). “Deeper learning
approaches integrated in serious games”, Project,
Program, Portfolio Management. P3M. In The
Proceedings of the International Research Conference,
Vol. 2, pp. 18-21, December. — Awvailable at :
http://dspace.opu.ua/jspui/handle/123456789/6866.

10. Gee James, P. (2018). “What Video Games
Have to Teach Us about Learning and Literacy”.
[Electronic  resource]. —  Access mode
http://newlearningonline.com/ literacies/chapter-2/gee-
on-what-video-games-have-to-teach-us-about-
learning-and-literacy. — Active link — 03.12.2018.

11. Gdowska, K., Gawet, B., Dziabenko, O., &
Blazhko, O. (2018). “Gamification in teaching
humanities — ,,GameHub” project”, V' e-Technologie w
dziataniach edukacyjnych w projekcie GameHub V
Konferencja e-Technologie w Ksztalceniu Inzynierow
Akademia Gorniczo-Hutnicza im. Stanistawa Staszica
w Krakowie, Krakéw, Poland, 19-20 kwietnia 2018,
pp. 27-32.

12. Adams, E. (2014). “Fundamentals of Game
Design”, New Riders, 560 p.

13. Sandhya Devi, Gogula, & Chanakya,
Puranam. (2015). “Augmented Reality in Enhancing
Qualitative Education, International” Journal of
Computer Applications, Vol. 132, No.14, pp. 41-45.

14. Dormans, J. (2012). “Engineering emergence:
applied theory for game design”. PhD thesis 13. 288 p.
— Available at : http://hdl.handle.net/11245/1.358623.

Information technologies in socio-economic,

ISSN 2663-0176 (Print)

organisational and technical systems 59



Herald of Advanced Information Technology
BicHuk cydyacHux iH(OpMaIiitHUX TEXHOIOTIN

2018; Vol.1 No.1:49-61

Iadopmaniiiai TexHomorii B OCBITI

15. Hunicke, R., LeBlanc, M., & Zubec, R.
(2004). “MDA: A formal approach to game design and
gameresearch”. In: Proceedings of the AAAI
Workshop on Challenges in Game Al. Vol. 4.

16. Winn, B. (2009). “The Design, Play, and
Experience Framework. Handbook of Research on
Effective Electronic Gaming in Education”. Richard
Ferdig (editor). Vol. 3, Chapter 58.

17. Luhova, T. A., & Blazhko O. A. (2018). Raz-
rabotka obuchayushchikh videoigr na osnove aktivatsii
neyavnykh znaniy [Development of educational video
games based on the activation of implicit knowledge]
Management of Development of Complex Systems,
No. 35, pp. 105-112 (in Ukrainian)

18. Blazhko, O. A., Antonyuk, V. V. &
Troyanovska, Y. L., (2018). Instrumental'nye osoben-
nosti avtomaticheskogo programmirovaniya
komp'yuternykh igr  [Instrumental Features of
Automata-Based Programming of Computer Games]
Management of Development of Complex Systems,
No. 35, pp. 83-92 (in Ukrainian).

19. Damien Djaouti, Julian Alvarez, Jean-Pierre
Jessel, Gilles Methel & Pierre Molinier (2008). “A

Gameplay Definition through Videogame
Classification”, International Journal of Computer
Games Technology, 2008.

http://dx.doi.org/10.1155/2008/470350.

20. David Weintrop & Uri Wilensky. (2017).
“Comparing Block-Based and Text-Based
Programming in High School Computer Science
Classrooms”. ACM Trans. Comput. Educ. 18, 1,
Article 3 (October 2017), 25 p.

21. Louise P. Flannery, Brian Silverman,
Elizabeth R. Kazakoff, Marina Umaschi Bers, Paula
Bonta, & Mitchel Resnick (2013), “Designing
ScratchJr: Support for early childhood learning through
computer programming”. In Proceedings of the 12-th
International Conference on Interaction Design and
Children. ACM, pp. 1-10.

22. Neil Fraser. (2015). “Ten things we’ve
learned from Blockly”. In Proceedings of the 2015
IEEE Blocks and BeyondWorkshop (Blocks and
Beyond) pp. 49-50.

23. David Wolber, Hal Abelson, Ellen Spertus &
Liz Looney. (2014). “App Inventor 2: Create Your
Own Android Apps”. 2-nd ed. Beijing: O’Reilly
Media.

24. Jared, St. J. (2012). “Kinect Hacks Tips &
Tools for Motion and Pattern Detection” Publisher:
O'Reilly Media, 280 p.

25. Blazhko, O. A. & Ryashchenko, O. I. (2018).
Osobennosti STREAM-obrazovaniya na osnove raz-
rabotki komp'yuternykh igr s ispol'zovaniem datchika
dvizheniya cheloveka MS Kinect [Features of
STREAM-Education Based on Computer Game
Development by using Human Motion Sensor MS
Kinect] Procs. of III International scientific-practical
Conference P3M-2018 Project, Program, Portfolio
Management, 7-8 hrudnya, 2018, Odesa, Ukrayina,
Odesa : Balan V. O., No. 2/1, pp. 11-14 (in Ukrainian).

26. Ryashchenko, O. | & Blazhko, O. A. (2018).
Sposob  realizatsii  deystvitel'no dopolnennoy  virtu-
al'nosti  trenirovki s myachom s ispol'zovaniem
datchika dvizheniya kontrollera MS Kinect [Method of
implementation of really augmented virtuality of
training with the ball by using sensor motion controller
MS Kinect] Procs. of the I International Scientific and
Practical Conference “Imperatives of Civil Society
Development in Ensuring National Competitiveness”,
Vol. 1, 13-14 hrudnya 2018 roku, Batumi, Hruziya,
Batumi : Publishing House “Kalmosani”, pp. 208-210
(in Ukrainian).

27. “Lumoplay” [Electronic resource] : — Access

mode : https://www.lumoplay.com. — Active link —
03.12.2018.
28. “MotionMagix” [Electronic resource] : —

Access mode : http://www.motionmagix.com/ — Active
link — 03.12.2018.

29. “MetaVerse” [Electronic resource] : — Access
mode : https://gometa.io/. — Active link — 03.12.2018.

30. “Some examples of the more than 1300
soccer exercises in our database” [Electronic resource]:
- Access mode :
https://www.footballtraining4all.com/en-
gb/exercises.aspx — Title from the screen. — Active link
—03.12.2018.

31. Jere Miles. (2016). “Unity 3D and PlayMaker
Essentials: Game Development from Concept” to
Publishing (Focal Press Game Design Workshops)
Paperback, Publisher: A K Peters/CRC Press, 506 p.

32. “Meet and Code 2018 in Odessa at ONPU”
[Electronic  resource] : — Access mode
https://youtu.be/ljdOTCIEM1IM — Title from the
screen. — Active link — 03.12.2018.

33. “Meet and Code 2018 in Izmail at School No.
10” [Electronic resource] — Access mode :
https://youtu.be/1hald9XVm7KQ - Title from the
screen. — Active link — 03.12.2018.

Information technologies in socio-economic,

60 organisational and technical systems

ISSN 2663-0176 (Print)



Herald of Advanced Information Technology 2018; Vol.1 No.1:49-61
BicHuk cydyacHux iH(OpMaIiitHUX TEXHOIOTIN
Iadopmaniiiai TexHomorii B OCBITI

Tamara R, Gumennykova?, Doctor of Pedagogical Sciences, Professor of the Department of Social Sciences, E-mail:
gumennikoval00@gmail.com , ORCID: 0000-0002-6223-7711

Tatiana A. Luhova?, Candidate of Art Sciences, Associate Professor of the Documentation and Information Activities
Department, E-mail: lug2308@gmail.com, ORCID: 0000-0002-3573-9978

Oksana I. Riashchenko®, Teacher of Informatics, E-mail: oksanaivanovna561@gmail.com,

ORCID: 0000-0002-9242-0752

Yuliia L. Troianovska?, Senior Lecturer at Information System Department,

E-mail: troyanovskaja@gmail.com, ORCID: 0000-0002-6716-9391

'0dessa National Polytechnic University, Odessa, Ukraine

2Prydunai Branch of Private joint-stock company “Higher educational institution “Interregional Academy of Personnel

Management”
3Secondary school No. 10, Izmail, Ukraine

INTEGRATION OF THE PROCESS OF COMPUTER GAME DEVELOPMENT
WITH AUGMENTED REALITY IN STREAM-EDUCATION COMPONENTS

Abstract. This article describes the links between STREAM-education components (Science, Technology, Reading/Writing, En-
gineering, Arts, Mathematics) and the stages of computer game development (StoryTelling/Scripts, GameDesign, 2D/3D-Computer
graphics, Programming, Testing, and Game Level) on the example of using sensors of human movement control. In order to effec-
tively integrate the computer game development process with the augmented reality into the component of STREAM-education, the
method for creating a real-complemented virtual training exercises using an example of training with a ball on the basis of the MS
Kinect motion sensor is proposed. As a result of the analysis of the virtual environment characteristics created by the sensor of the
MS Kinect controller and taking into account the limits of the Scratch program, it is proposed to formalize the characteristics of the
virtual environment. The results of the analysis of games offered by LumoPlay and MotionMagix software manufacturers in logic,
sports, entertaining classes in various game genres and relaxation with special effects are given. Examples of experiments are shown
during the organization of two Meet and Code 2018 master-classes for schoolchildren of virtual programming, complemented by the
reality of football training, which has confirmed the interest of students in participating in many STREAM-related learning process-
es. The results of the work also identified the directions of further research and development; in the research process the estimation
of the visualization error of virtual objects determined the need for the development of a special algorithm for automatic correction
of the coordinates of the location of virtual sprite objects that are part of a single group of objects player's body; Many examples of
commercial game systems are based on new templates that allow you to quickly change the graphic part of the game, so it is planned
to create similar scratch templates for developing games.

Keywords: STREAM-education; computer game; augmented reality; human motion control sensors
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Tlpunynaiickuii pumman YAO Beiciiee yueGHOE 3aBeeHne « MeKpernoHanbHas AKajeMus YIpaBIeHHs IePCOHATIOMY,
M3maun, Ykpauna

306mmeobpasoatensHas mikona mkona Ne 10, Msmaunn, Ykpausa

UHTETPAIIMS TPOIECCA PABPABOTKH KOMITBIOTEPHBIX UI'P C JIOOJJTHEHHOI
PEAJIBHOCTbBIO B KOMIIOHEHTBI STREAM-OBPA30OBAHMUA

Annomayun. B pabome onucanvi censu meoncoy komnonenmamu STREAM-obpaszosanus (Science, Technology, Reading /
Writing, Engineering, Arts, Mathematics) u smanamu paspabomiu komnviomephoix uep (StoryTelling / Scripts, GameDesign, 2D /
3D-Computer graphics, Programming, Testing , Game Level) na npumepe uchonb306anusi CeHCOPOS KOHMPOJISL OBUICCHUS YeN0BEKd.
s aghpexmuenoti unmezpayuu npoyecca paspabomku KOMAbIOMEPHbIX Uep € OONOJIHEHHOU PealbHOCMbI0 8 KOMNOHEHNIbl
STREAM-o6pasosanus npednodicena memoouxa co30anus peaibho OONOIHEHHOU GUPMYATbHOCTU MPEHUPOBOUHBIX YAPAICHEHUU HA
npumepe mpenuposoK ¢ MAYOM Ha ocroge cerncopa osudcenuss MS Kinect. B pesynemame ananuza xapakmepucmux UpmyansHoll
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cpedvl, Komopoe co30aemcs ceHcopom Koumpoanepy MS Kinect u yuumvleaem ocpanuuenus npogpammel Scratch, npeodnoxtceHo
Gopmanuzoeamev  XapaKmepucmuKky SUPMYyanbHou cpedvl. IIpugedeHvl pe3yivbmanmvl aHAIU3A USp, KOMOpble Hpeoidcarmes
npou3BoOUmMenIMU nPocpamMmHo2o obecnevenus LumoPlay u MotionMagix 6 Knaccax 102uteckux, CnOpMuUBHbIX, PA36IeKaAmeIbHbIX 8
PA3IUYHBIX USPOBBIX JHCAHPAX U PENAKCUPYIOUUX CO CheyuanvoiMu sg@exmamu. Ilokazansl npumepvl dKCHEPUMEHMOS Npu
opeanuzayuu 08yx macmep-kiaccoe Meet and Code 2018 011 wKOIbHUKO8 NO NPOSPAMMUPOBAHUIO GUPMYAILHO OONOJIHEHHOU
peanvHocmu (hymoOOoIbHbIX MPEHUPOBOK, NO PE3YbMAMAM KOMOPbIX HOOMBEPHCOEHA 3AUHMEPECOBAHHOCb WKOIBHUKOE 8 YUACTUU
60 MHO2UX YueOHbIX npoyeccax, ceszanuvix ¢ STREAM-nanpaenenusm. Pesynomamoel pabomel makoice onpedenuiu HanpaeieHus
OanbHeUX UCCIe08AHUTL U PA3PAOOMOK. 6 NPOYecce UCCIeO08AHULL OYEHKA NOSPEWHOCIU BU3YATU3AYUY BUPMYWILHBIX 00bEKIM08
onpedenuna HeobX00UMOCHb PA3PAOOMKU CREYUWTILHO2O AT2OPUMMA AGMOMAMUYECKOU KOPPEKYUU KOOPOUHAM MEeCHONONONCEHUS!
BUPMYAIbHBIX 00bEKMOG-CNPAiNOS, KOMopble AGNSIOMCS YACMb) eOUHOU epynnbl 00bEKMos Mmeid U2PoKd, MHO20 NPUMEPOS Uuzp
KOMMEPUECKUX CUcmem CO30aHbl HA OCHO8e WAONOH08, KOMOpble NO360NA0M ObICHPO USMEHANb 2PAMUUECKYI0 4aCmb USpbl,
NO3MOMY 6 OaNbHelueM NAAHUPYemcest co30amv nodooOHvle Scratch-uabaionvl Onist pa3susaruux uep.

Knrouesvie cnosa: STREAM-o6pasosanue; xomnvlomepuas uepa; 0ONOAHEHHAS. PEAIbHOCHIb; CEHCOPbL KOHMPO O8UNCEHUS
uenosexa
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