Penait K.M.
BUKOPUCTAHHSA KAHOOT JJ1S1 HABUAHHS ARDUINO JITEM
HIKIJIBHOI'O BIKY

Bukopucranns nudpoBuX TEXHOJIOTIH IJi1 paHHLOI OCBITH JITEH CTajgo OCOOJIHBO
aktyanpHuM Tig dac maugemii Covid 19. byno npoBeneHo GaraTo JOCHITKEHb BIUIMBY
U(PPOBUX TEXHOJOTIH I 3a0e3MeyYeHHs IUCTAHIIINHHOT OCBITU JITeH IIKUIBHOTO Ta
JOLIKUTFHOTO BIKY, B TOW Yac KOJM TPAAUIINAHI METOAM HAaBYaHHSI HE MA€ MOXKIMBOCTI
BUKOpHCTOBYBaTH. [l]. B ymoBax cy4acHOro pO3BUTKY LHU(PPOBUX TEXHOJIOTIH
BUKOPHUCTaHHA LU(poBi3allli HaBYaHHS NPU MPOBEACHHI SK OHJIHAWH HABYaHHS TaK 1
TPaIUIIAHUX MIKUIBHUX YPOKIB J1a€ 3MOTY MiABUIIUTH PiBEHb MOTHBOBAHOCTI YYHIB IO
M0JIaJIBIIIOT0 HABYAHHSI.

[Tnatdopma Kahoot 11e onmaitH cepBic sl TPOBEICHHS 1HTEPAKTUBHUX 3aHITH Ta
NepeBipKH 3HAHb Y4YHIB y irpoBiit ¢opmi. IIpoBemeHi nocnigkeHHS TOBOPSATH PO
MO3UTUBHUM e(EeKT BUKOPUCTAHHS IIi€l mIaTdhopMu MPU HaBYAHHI JIITEH MIKIJIBHOTO BIKY,
SKAW TIPOSIBISETHCS Y BUIJISAI OLIBIIOT 3allIKaBJICHOCTI HaBYaHHSAM, MOTHBAII s
BUBUYCHHSI PEMETY Ta IMiJIBUILIEHHUM Oa)KaHHSM J[13HABATUCH IIOCh HOBE[2].

Buxopucranns Kahoot npu HaByanHi Arduino ass AiTed HIKUIBHOTO BIKY Mae
3Ha4YHMI OCBITHIM moTeHmian. CydacHa OCBiTa MOTpeOye HOBUX MITXOMIB, SIKI POOJSATH
HaBYaHHS I[IKaBUM Ta IHTepakTUBHHUM, 1 miatgopma Kahoot imeanbHO MIAXOAUTH IS
nporo. Arduino BigKpuBae nITAM 0a30BI TOHATTS EJIEKTPOHIKM Ta MPOTpaMyBaHHS,
CHPUSIOYM PO3BUTKY HABUYOK JIOTIYHOI'O MHCIIEHHS 1 PO3YMIHHIO OCHOB POOOTOTEXHIKH.
[TpoTe 3aCBOEHHS TaKOTO TEXHIYHO CKIJIATHOTO MaTepialy Moke OyTH BaKKHM, OCOOJIMBO
JUISL MOJIOIMX Y4YHIB. |[HTepakTUBHICTB Ta irpoBuid miaxia Kahoot momomararote He e
NOJIETIIMTH TPOLEC HABYAHHS, a W CTUMYJIOIOTH 1HTEpPEC 1 MOTHBALIIO, SKI 4acTo €
BUPIIATBHUMU Y HABYAHHI JITEH.

3aBasku Gopmary Kahoot, o 103Bojsie CTBOPIOBATH BIKTOPUHM Ta TECTYBAaHHS B
1rpoBiit ¢hopmi, AITH JIETIIIE 3amaM'ITOBYIOTh 1H(POpMaIlito po KoMnoHeHTH Arduino, iXHe
MPU3HAYEHHS 1 TPUHIIUIN POOOTH 3 HUMU. ITpOBUIl €IeMEHT MIATPUMYE 3MaraabHUN yX,
110 € €()eKTUBHUM MOTHUBATOPOM JJIsl YYHIB, OCOOJIMBO KOJIM BOHU MPAIIOIOTh Y KOMaH/aX.
Ile po3BuBae KOMaHIHI HABUYKH, JIOIIOMAarae JITSM CITIBIPAIIOBATH 1 B3aEMOISATH T Yac
po0OOTH HaJ MPOEKTAMHU, JIE YACTO MOTPIOHA KOJIEKTHBHA pOOOTA.

Kpim Toro, Kahoot Hamae MOKIIHMBICTh Bi3yallbHOTO HaBYaHHS, SIKE € HAA3BUYANHO
BOKJIMBUM [IJISI TEM, TIOB’SI3aHUX 13 CXEMaMH 1 MIKPOKOHTPOJIEpAMH, 10 XapaKTepH1 s
pobotn 3 Arduino. 3a JOMOMOrol0 IHTEPAKTUBHUX MHTAaHb 13 300paKEHHSIMHU Ta
MOSICHEHHSIMU, YYH1 Kpalle pO3yMIIOTh MOCHIIOBHICTh A1 1 MPUHIMI POOOTH E€JIEMEHTIB
CHUCTEMH, 110 JI0TIoMarae iM OUTBII CB1IOMO MIAXOAUTH 0 CBOiX MPOEKTiB. Bukopucranus
Kahoot Takox 103BoJIsIE BUKIIaadyaM IIBHIKO OTPUMATH 3BOPOTHUHN 3B 30K MO0 PiBHS
3HaHb Y4YHIB, aJanTyBaTH Mporpamy miJ NoTpeOu Kiacy Ta HaJaBaTW I1HAMBIAYyaJbHI
peKoMeHaIli 11 KOXKHOTO.

[aTepakTiBHEe HaBuaHHS Ha ocHOBI Kahoot 3HWXye cTpec Bil TpaguIliiHOTO
OLIIHIOBaHHS, (POPMYIOUH MMO3UTUBHUH JOCBIJ HABYAHHSA, B IKOMY JIITH HE O0SATHCSA POOUTH
nomwiku. lle pomomarae BHUKIMKATH y HHX IHTEpEC A0 TEXHIYHUX TMPEIMETIB 1
BIICBHEHICTh y POOOTI 3 CydYaCHHUMH TEXHOJOTISIMH, a TakoXk (OpMy€e YSBICHHS IIPO
MO>KJIMBOCTI 1H)KEHEpI1i Ta MporpaMyBaHHs Y IIKaBii 1 JOCTYIHIN (hopmi.
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