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IHTETPAIIIA MPOLHECY PO3POBKHU KOMIT'FOTEPHUX IT'OP 3 JOITIOBHEHOIO
PEAJIBHICTIO Y KOMIIOHEHTH STREAM-OCBITH

Anomauyia. B pobomi onucani 36'ssxu mioe komnonenmamu STREAM-oceimu (Science, Technology, Reading/Writing,
Engineering, Arts, Mathematics) ma emanamu pozpooxu xomn tomeprnux izop (StoryTelling/Scripts, GameDesign, 2D/3D-Computer
graphics, Programming, Testing, Game Level) na npuxnadi suxopucmanus cencopie konmponto pyxy moouru. /s eghpexmusnor
inmezpayii npoyecy po3poOKu KOMN IOMEPHUX i20p 3 0onogHeHoio peanvricmio y komnonenmu STREAM-oceéimu zanpononosano
MEMOOUKY CIMBOPEHHS. PeaibHO OONOBHEHOI BIPMYATbHOCTI MPEHYBANbHUX 8NPAS HA NPUKIAOT MPEHYBAHb 3 M 'AUeM HA OCHOBI
cencopy pyxy MS Kinect. B pesynomami ananizy Xapakmepucmux 6ipmyaibHo20 cepedosuyd, sike CmeopioEmbCs CeHCOPOM KOHMPO-
nepy MS Kinect ma epaxosye obmedncenns npoepamu Scratch, sanpononosano gopmanizyeamu xapaxmepucmuxu ipmyansnoco
cepedosuwya. Hagedeno pesynvmamu ananizy icop, ski RPOROHYIOMbCA GUPOOHUKAMU Npoepamio2o 3abesneuenns LumoPlay ma
MotionMagix y xracax no2iunux, CROPMUGHUX, PO3GANCATLHUX Y DI3HUX [ZDOGUX JICAHPAX MA PELAKCYIOUUX 3i CIeyianbHuMu egek-
mamu. Toxazani npuknadu excnepumenmis nio uac opeawnizayii 0sox maiicmep-knacie Meet and Code 2018 ons wixonspie 3
NPOSPAMYBAHHS GIPMYANLHO OONOBHEHO! PeanbHOCMi QYMOONbHUX MPEHYBAHD, 30 PEe3YIbMAMAMU AKUX NIOMBEPONCEHO 3ayiKasie-
HiCmb WKONAPIE 6 yuacmi y 6aeamvox HAGHANbHUX npoyecax, nos szanux 3i STREAM-nanpsmamu. Pesynomamu pobomu makodic
BUSHAYUIU HANPAMKU NOOATLUUX 00CTIONCEHb Mma pO3poOOK; 8 npoyeci 00CHiONCeHb OYIHKA NOXUOKU GI3yanizayii eipnyanbHux
06 ’exmie gusHauUIA HeOOXIOHICMb PO3POOKU CREYIATBHO20 ANOPUMMY AGMOMAMUYHOI KOPEKYIl KOOPOUHAM PO3MAULY8AHHS GIpMY-
anvbHUX 00 'eKxmis-cnpaiimis, AKi € 4acmuHor €OUHOi epynu 00 ’ekmie mina epagys; 6azamo NpUKIAdi8 i2op KOMEPYIUHUX cucmem
CMBOPEHO HA OCHOBI WADIOHIG, AKI 0380JAIONb WEUOKO 3MIHIOBAMU 2PAPDIUHY YACTURY 2pU, MOMY 6 NOOANbULOMY NIAHYEMbCS

cmeopumu nodioni Scratch-wabnonu ons pozsusarouux izop.

Knrouosi cnosa:. STREAM-ocsima; komn lomepHa epa; 0ONOBHEHA PeabHICMb; CEHCOPU KOHMPOTIO PYXY TH0OUHU

Beryn

IHocTanoBka mpo0JemMn

Peanizanist 3aBnans pedopmu HOBOi yKpaiHCh-
KOl KoM mependavyae CTBOPEHHS Cy4acHOT'O OCBi-
THBOTO CEPENOBHUIIA, 1€ OCHOBHUMH IPUHIUIIAMH
BHUCTYNAIOTh JTUTHHOLEHTPHU3M Ta (pOpMyBaHHS LiJi-
CHOI 0COOMCTOCTI, 3a MapaMeTpaMu yCeOIiYHOro Po3-
BUTKY, 30aTHOCTI KpUTUYHOTO MHUCIICHHS Ta HAOYTTA
KOMITETECHIII{ MPOTATOM KHUTTSI.

CyuJacHi MiaxXoau TOCIiPKEHHS KOMITETEHTHOC-
Ti BUIYCKHUKIB HIKiJI, IK MailOyTHIX rpomaisH iH-
(hopmarriitHoro cycrmiiibctBa 00yMOBJIICHO BUMOTaMH
ChOTOZICHHSI. Bjke HemocTaTHbO MaTu 3HaHHS Ta
YMiHHS B OKpEMHX JAUCIUILTIHAX, 2 HEOOXiTHO BMITH
iX TBOpPYO, iIHHOBAIIMHO TOEJHYBATH I PillICHHS
Oyap-sxoi 3amaui. [Iporsirom OaraThox pokKiB meza-
TOriyHa HaykKa IIyKae CIocOOM 3alydeHHS iHTepecy
JOMIKUTBHAT 1 IIKOMSPIB OO MpOLeCY HaBYaHHS B
Cy4acHHX yMOBaXx I€pexoAy BiJl MOCTIHIYyCTpiab-
HOT'0 CYCIIUIBCTBA A0 iH(opManiiHOro.
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3'sBuBcs HanpssMok STEM sik akponim Science,
Technology, Engineering ma Mathematics [1].

Moro craB IBHMAKO 3MIiHIOBATH HAMPSAMOK
STEAM, mo momaB A0 MPUPOAHUYUX 1 TEXHIYHUX
JUCIMILTIH TBOPYi Ta XYMOXKHI TUCIUILUTIHA B BH-
risini mitepu A — Arts [2]. V cBoro uepry, HanpsMOK
STREAM nonas OykBy R — Reading / Writing — six
HaBHYKH IHChMa i pO3YMIiHHS CeHCY TekcTy [3, 4]. ¥
TOW JXK€ Yac, ONHIEI0 3 BAXIMBUX (HOPM 3aTydeHHS
miTel B OyIb-sKi MPOIIecH € reiimMepizais (refmidi-
KaIlisf) OCBITHBOI MisTTBHOCTi, SAKi CHOTOJAHI HAaBITh
BUHIIIM 32 PaMKd CYTO AUTSIYOTO CBITY, CTaBILIH
eJIEMEHTOM TakK 3BaHOI renmidikamii (irpodikarii)
OizHec mporieciB [5-6], a Takox mporeciB HaBYAHHS
[7], mpomonyrour HOBI KOMIIETEHIl pe3yibTaTiB
HaBuaHHs y dopmarti “Deeper Learning”: “Critical
Thinking™, “Active Learning”, “Flipped Learning”
ma *““Learning from Failure™ [8].

B cBoro uepry, dopmar Deeper Learning axTu-
BHO BUKOPHCTOBYE NMPOCKTHE HABYAHHS, 3aTyqaloun
HiTeld y po3B’sA3aHHSA TEXHIYHUX 3aBHaHb [9], ski
MOXYTh BUKOPHUCTOBYBAaTH 36 MPHUHLMITIB HABUYAHHS
y ¢opmari Bigeo-irop [10]. Edexr Bix BnpoBamkeH-
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Hs reiiMidikalii 3pocrae B JUCHUILIIHAX, SKi CTBO-
pIOIOTH KOMYHIKaTuBHI HaBUuku [11]. B mpoekTHO-
My HaBYaHHI I'pa MOXE TepeiTH 3 PopMu iHCTpyMe-
HTY JOCSITHEHHS MeTH Y hopMy caMoi METH, IPOIIOo-
HYIOYM BHpIIIyBaTH 3aBIaHHs reiMidikamii uepes
CTaHJAapTHUI Tpolec Po3poOKH KOMM'IOTEPHOI Ipu
(Game Design/Development) [12]. 3 inmoro 6oky, B
MMOTOYHOMY JECATHIITTI 3'SBHJIUCS HOBI1 CIIOCOOH
B3a€MOJii rpaBUs 3 BipTyaJbHHM CBITOM Ha OCHOBI
npupoanoro iHtepdericy (Natural User Interface-
NUI), Hanpukiaza, 4epe3 CEHCOPH KOHTPOIIO PYXiB
monauau MS Kinect, Leap Motion, a takox Web-
KaMepu JONOBHEHOI peajbHOCTI Ui HACTLIbHUX
koMn'orepiB i cmaptdoniB [13]. Bei mi TexHomorit
MOXHA PO3TJSIATH K Pi3HOBUJ JONOBHEHOI peajb-
HOCTI, AKi TiJIbKM TOYMHAIOTH MPOBAKYBaTHCS Y
LIKUTBHY OCBITY SIK TOJATKOBHUH 1HCTPYMEHT Hao4-
HOT'O BimoOpakeHHs JeMOHCTPALlifHIX MaTepiaiiB 3
pi3HuX aucruiutiH. lle Bka3ye Ha aKkTyanbHICTH JI0-
CII/KEHb y HAIPSAMKY iHTerpaLii mporecy po3pooKu
KOMIT IOTEPHUX irop 3 JOTOBHEHOIO PEANbHICTIO Y
kommoneHTH STREAM-ocBiTH.

AHaJIi3 0CTaHHIX JOCTITKeHb 1 myOaikamin

B po6oti [14] Bu3HAaueHO, 1110 irpoBa cHCTEMa —
Ll CHCTeMa MpaBWJ, OOMEXYIOUHX i rpaBLiB IpH
iX ydacTi y ITy4HOMY KOH(JIIKT1 OIUH 3 OJHUM, IIO
CYIPOBOJDKYETHCSI EMOITIIMU  3aBJIIKA  CITIBBITHO-
LICHHIO PIBHA 3yCHJIb Ta 31i0HOCTEH rpaBUiB Ta (o-
PMYy€E ITOCBIT TpaBIsl SIK TICUXOJIOTIUHY MOTpedy Io-
BTOPHUTH NPOLIEC I'PH.

BriponoBk IEKITBKOX NECATHIIITH MPOIEC PO3-
pOOKHM KOMIT'IOTEPHUX irop mnepecraB OyTH JHIeE
MHCTELTBOM, KOJIM METOJOIOTTYHOI0 OCHOBOIO L[bO-
ro Tpolecy craja CTpyKTypHa wmogens MDA
(Mechanics, Dynamics and Aesthetics) [15]. MDA
YTOYHIOE TEPMIiHH «irpoBHid mporec» (gameplay) i
«3abaBa» (fun), BUKOpUCTOBYe iX BH3HAYCHHS IS
JEMOHCTpallil CTHUMYJIOIOYHX 1 JECTUMYIIOIYUX
BJIACTUBOCTEH Pi3HOT TUHAMIKM 32 PI3SHUMHU THIIAMH
€CTeTHYHOT0 BUKOPUCTAaHHS TpU. B KOHTEKCTI Ha-
BYaHHS ISl CTBOPEHHS po3BHBarouux irop 1o MDA-
Mozeni Oyiao gomaHo CTpyKTypHy Monens DPE
(Design, Play and Experience) [16], sika moka3ye He
JIUILE aJITOPUTM CTBOPEHHS BiEOTrpH, a i MOBENIHKY
CHCTEMH IpHU K THIOTOpA, {i HABYAJIBHUH BIUIMB Ha
YUYHS-TPABIIS.

Ha ocnoBi xom0iHanii nux Mopaenei B pooOoTi
[17] namu Oyno posrnsiHyTO reiiMidikaiito mpouecy
3aCBOEHHSI OCHOB €KOHOMIYHOi MaTeMaTHKH AIiTbMH
SIBHUX 3HaHb (iHTYIIil, OCSSHHS, 3[0TaI0K), Pe3yb-
TatoM sKoi ctana rpa «lllokomamHa maremaTuka»
anst Android-mipuctpois.
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l'oBopsiuM TpoO MpPOEKTHE HAaBYaHHA, B SKii
yUeHb NOBHHEH YMiIO BUKOPUCTATH Pi3HI 1HCTpY-
MEHTH 151 JOCSTHEHHSI METH CTBOPEHHS POTOTHUITY
MPONYKTY, SIKUM Mae OyTH KOpUCHHMM, HEOOXimHO
PO3TISIaTH YUHS Y HOTO CYyO’€KT-Cy0’€KTHHX B3ae-
MO3B fI3Kax 13 KOMII IOTEPHOIO TPOIO BXKE HE SIK Ma-
CHBHOTO CITOXKHMBAYa, a sK il BIACHOTO TBOPIIs, Gop-
MyIOYi Ba)KIMBI HABHYKM NMPOEKTHUX POJIEH, mpen-
cTaBlieHUX Ha puc. 1.

% Ouzainep %

Cuenapict e KYOOHHAE

Kowmn'worepHa
rpa

MapxeTonor Bineo/aeyKo
anepaTop
Ouzannap % MporpamicT

pissin TacTysansHH1K

Puc. 1. IIpoekTHi poi nporecy po3podKu
KOMII I0TEPHOI TpH

Hagite 3a Ha3zBamMu poieil MOXXKHa BHU3HAYUTH
B3a€MO3B 530K MPOEKTHUX POJIEH Mpolecy po3po0-
KA KOMII IOTepHOi I'pu 3 KomnoHentamu STREAM-
oceitu [25]: Science, Technology, Reading/Writing,
Engineering, Arts, Mathematics. B Ttoii xe uac,
STREAM-nocnipkeHHsI Opi€EHTOBaHI B OCHOBHOMY
Ha CTaHJIAPTHUN HAOIp IIKUTBHUX JUCHUILIIH, KU
0a3yeTbCsl Ha PI3HUX TEXHOJOTIYHUX MpoIecax y
cdepi exonorii, Xximii, Qi3uku, aire He NPUALILE
yBaru TakoOMy TpPOAYKTY  CIOKMBaHHSI  SIK
KOMIT [OT€pHA Tpa, L0 YacTO MOB A3aHO i3 caMUM
HEraTUBHUM CTAaBJICHHAM IIEJaroriB A0 TaKoro
MPOAYKTY CIIOXKUBAHHSI, 1€ TACHBHUM CIIOKMBAYEM
CTa€ MIKOJIAP.

Hns  mucnumninn - «lHpopMaTuka» iCTOTHO
KIIIOYOBOIO TIPOCKTHOIO POJUII0 € TMpOrpamicr.
BrponoBk OCTaHHBOTO JACCATHIIITTS 3’ SIBHIIMCS
CIOCOOH Bi3yaJIbHOTO IPOrpaMyBaHHs, OPiEHTOBaH1
Ha OJIOKM, KON JJIsl CTBOPEHHS MPOrpaM KOPHUCTY-
Bay MOBHMHEH JIMIIE mepeMimaTti rpadivHi Onoku
0e3 HabOpy TEKCTiB 3a BUHATKOM CTBOPCHHS 3MiH-
HUX Ta BBEJCHHS 3HaueHb koHcTaHT [20]. Bigomo,
mo OJOKOBE Bi3yalbHE MPOrpaMyBaHHS 3BUIbHSE
KOpHCTyBaya Bill KOHTPOIIIO 32 MPABUIBHICTIO CHH-
TAKCUCY MPOrpaMH, IO € BEJUKOIO IMiIMOrOI0 Ha
cranii HaBYaHHS MPOrPaMyBaHHIO caMe IJisl ILIKO-
nspiB. HaiiBimoMimmMu TOpUKIagaMu CepeOBHUII
nporpamysanHs € Scratch [21] ta Blockly [22]. dns
po3pobku Android-3actocyBaHb CTBOPEHO IHCTPY-
MeHTadbpHe cepenosumie MIT App Inventor i3 3amo-
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3WYEHHSIM Bi3yanbHoro penakropy Blockly [23].
Bci BkazaHi mporpaMHi cepeloBHINA € MOIIHHO-
OpIEHTOBAaHUMH, JO3BOJISIOUM pealli3oByBaTH Oara-
TO-TIOTOKOBI aJITOPUTMU KEPYBaHHS NEPCOHAXKaMU
KOMIT I0OT€pPHOI TpHU. ANTOPUTMIYHI MOBH NpOrpa-
MyBaHHA He € mnpodeciiHUMHU, aje H03BOISAIOTH
LIBUJIKO CTBOPHUTHU TaK 3BaHHW MPOTOTHUI I'PH, 3BEP-
TalO4M yBary LIKOJSpa caMe Ha alrOpUTMH Ta JIo-
riky poOOTH TpH CHHTAaKCHYHI Ta TEXHOJOTIUHI
Toukori [22]. B Toit xe uac, Bxe moHan 30 pokis
iCHye mapagurMa aBTOMAaTHOTO IIPOrpamMyBaHHS
abo «mporpaMyBaHHA BiJl CTaHiB» AJi1 PO3POOKH
nporpaM Ha OCHOBI KiHIeBux aBTomariB [18]. ITle-
peBaramMu TpadivyHOrO MPEICTaBICHHS IMOBENIHKU
MpOrpaMy Y BUIJISAI MOJIENI KiHIIEBOI'O aBTOMATY
nepes; aNrOPUTMIYHHM HPOrpaMyBaHHSM € CIIPO-
LIEHHSI aHali3y CTBOPEHOTO0 MPOTrpamMHOro KOAY Ta
aBTOMATH3allisl TecTyBaHHSI. B cywacHux iHCTpy-
MEHTaJbHUX CEPelOBHINAX PO3POOKH irop, Hampu-
knaa, Unity 3D, icHye 6arato MOKJIMBOCTEH i3 BH-
KOPHCTaHHS aBTOMAaTHOro nporpamyBanHs [31],
ajie BOHU € JIOCTaTHBO CKIaJHUMHM ISl IIKOJISPIB.
ExcnepumentaabHe ~ mporpamMHEe — CepeiOBHIIE
MetaVerse [29] nmo3Bonmse crtBOproBat 10S-
3acrocyBaHHs Ta Android-3acrocyBaHHsi 3a CIIpo-
LICHUMU CLIEHApisIMU HAa OCHOBI aBTOMAaTHOTO IPO-
rpaMyBaHHS, 3aBISIKH SKOMY BOHO CTaJjO MOMYJISp-
HuMu mkonax CHIA.

B morouHoMy necsATHNITTI 3'SIBUJIMCA HOBI
CHoco0M B3a€MOJii KOpUCTyBauya 3 BIpTyaJbHUM
CBITOM KOMIT FOT€pa Ha OCHOBI MPUPOJHOTO iHTEP-
¢eiicy, HapUKIa, Yepe3 CEHCOPHI TEXHOJOTil KO-
HTpoio pyxiB moauau MS Kinect, Leap Motion, a
takox Web-kamepu JOMOBHEHOI peasbHOCTI st
HACTUTPHUX KOMM'tOTepiB 1 cmMapTdoniB. Bei mi Te-
XHOJIOT1i MOXXKHA PO3TJSIAATH SK Pi3HOBUA JIOIOB-
HeHol peanbHocTi [13]. Ilpu mporpamyBaHHi Jito-
OUHO-MAIIMHHOI ~ B3a€MOJii  BHKOPHUCTOBYIOTHCS
TEXHOJIOT1{, 10 BPaxoOBYIOTb OCOOJIMBOCTI CIeHapi-
iB irop:

— BIpPTyaJbHO AONOBHEHY pEalIbHICTh 4Yepe3
KaMepu cMapT(oHiB,;

— peaJbHO [JOIMOBHEHY BipTyalbHICTh 4Yepe3
CEHCOpU KOHTPOIIO PYyXiB JIOJAWHU Ha MPHUKIALIL
npuctpois tumry Leap Motion i MS Kinect.

Onnum 13 npuknanis intepdeticy NUI-tuny €
BUKOPUCTaHHS OE€3KOHTAKTHOTO CEHCOPHOI'O irpo-
Boro koHTpoiepa MS Kinect BigcrexeHHS pyxy
JIOAMHU Ha OCHOBI HA0OpPY 3 KONBOPOBOI KaMepH,
iH(QpadepBOHOr0 BHUIIPOMiHIOBAYa 1 JaT4yuKa HOro
rmuonan [26]. Cnowyatky ansi CTBOpPEHHI irop Ha
OCHOB1 KOHTpOJIepa MPONOHYBAIUCS MOBH NPOrpa-
myBaHHs C#/C++ 3 BHCOKMM piBHEM BHBYCHHS
mporecy nporpaMyBaHHs Ta 30ipKd, HE3IOJaHHUM
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JUTs OIBIIOCTI MIKOJIAPIB. AJle CTBOPEHHSI Mporpa-
muoi Oiomiorexku  Kinect2Scratch  BomonTepom
Stephen Howell 3 Microsoft mossomuiao cyrreBo
3MEHIINTH 1iel Oap'ep [24].

ToMy AOLITBHO CTBOPIOBATH NMPOTPaMH 3ara-
JBHOTO MPU3HAYCHHS, a TAKOX KOMII IOTEPHI irpH,
sKi 0 moeqHyBaNM B 001 MOXIIMBOCTI TPHU Ta Tpe-
Hakepy 3 TPEHYBaJbHHX BIpPaB B iHCTPYMEHTAJb-
HUX MPOrPaMHHUX CEPENOBHINAX, SIKi TEXHOJIOTIYHO
JOCTYT LIKOJISIpaM, HanpuKiIami, Scratch,
MetaVerse 3 BUKOpHCTaHHSIM CEHCOPHHX TEXHOJO-
rii miJg KepyBaHHAM KOHTPOJIEPIB PyXY JIOIUHH,
Hanpukiaaa, MS Kinect, mo miaTBeppkye akTyalb-
HiCTbh 1i€i poOOTH.

Merta cratTi. MeToro wi€i cTaTTi cTano BcTa-
HOBJICHHS iHTerpaniiinux 3B's3kiB Mix STREAM-
KOMIIOHEHTaMH i eTarnamu Game
Design/Development 3 BUKOpUCTaHHSM TEXHOJOTIi
JIOTIOBHEHOT PEaJbHOCTI, Ha OCHOB1 SIKMX MOXKHA
OyZe 3amponoHyBaTH LUISXHA BIOCKOHAJCHHS Me-
tomonorii STREAM-ocBiTH B yMOBax cCyd4acHOTO
TEXHOJIOTTYHOT'O 1 METOAMYHOT'O OHOBJICHHS ILKIJI.

Metoau nociigxeHHs

B po0oTi BUKOPHCTOBYIOTHCS METOJIM AHAIIIZY
MPOIECiB MPOEKTYBAaHHS KOMII IOTEPHUX irop, aHa-
73y IHCTPYMEHTIB pO3POOKH MPOrpaMHUX 3aCTOCY-
BaHb JIOTIOBHEHOI peajbHOCTi, METOAu abcrpary-
BaHHS aKTHBHHX irop y BUIJISII CLIEHApiiB.

Bukiag ocHOBHOr0 MaTepiany H0CTizKeHHSA

Ha ocHoBi anamizy po6ir [1-4] Bu3Ha4yeHo, 110
STREAM-ocBiTa BKIIOYa€ HACTYMHI KOMIIOHEHTH
Ta BaXJIMBI HABUYKH, SIKi HUMH 320€3MeUyI0ThCS !

1) Science — xpuTHYHE CTaBJICHHS JO Here-
peBipeHUX (akTiB, MPOBEACHHS NOCTiIKEHb 3 MO-
LIYKY 3aKOHOMIPHOCTEW Ta aHalli3 pe3yiabTaTiB;

2) Technology — BuKOpHCTaHHS MPOTPaMHO-
armapaTHUX TEXHOJOTIH IJisl COpPOILEHHS IpOoLeIypH
BHKOHAHHSA MPOLECIB Ta 3MEHIIEHHS 1X TOMUIIOK;

3) Reading/Writing — BMiHHS TepenaTH Ta
OTPUMATHU PE3yIbTATU POOOTH;

4) Engineering — cTBOpEHHS MPOTOTHUIIIB Ma-
TepiaJbHUX MPOAYKTIB IJIsl CIIOXKHUBAYIB;

5) Art — TBOpuUil MiIXix 0 MOIIYKY pillleHb
3aBJlaHb, BUKOPUCTAHHS MOXXJIMBOCTEH MHCTELTBa
[IpY CTBOPEHHI MIPOAYKTIB ISl KOPUCTYBaya;

6) Mathematics — ¢opmamnizamis TBOpYHX
MPOIECiB, BUKOPUCTAHHSI MaTeMaTHYHUX 3aKOHIB Yy
BUpIILICHH] 3aBAaHb.

Ha ocHoBi BU3HaueHHs irpOBOi CHCTEMH i3 po-
0ot [14] 3anmpomoHOBaHO HACTYNHI BHMOTH [0
KOMIT'IOTEPHHX irop:

— Game-irpu 06a3yroTbcs Ha NpaBWiIax, SKi
00MEXYIOTh CBOOOAY IpaBIliB;
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— rpaBui y Game-rpi HamararoTbCsl AOCATTH
METH,

— YCIINIHICTh JOCATHEHHS METH 3aJIC)KUTh
BiJl 3yCHJIb TPaBIIS;

— 3YCHJUIA JA0JIAI0Th MEPEIIKOH Ha IUIIXY 10
METH,

— TMEPelIKOAM BUHHUKAIOTH 4Yepe3 IITYyYHHU
KOH(QUIIKT MIX TPaBISIMU 32 OTPUMAaHHS OyIb-SIKUX
pecypciB, SKi JONOMaraloTh JOCITHYTH METH;

— pIBEHb 3yCHJIb TIpaBIlsl 3aJCKUTh Bil ioro
piBHS 31iI0HOCTEIH;

— 3YCHJUIA TpaBIsl Ta iX pe3yJbTaT CTBOPIO-
I0Th Y HBOI'O €MOIIIT;

— emouii GopMyIOTb JOCBIT IrpaBUs SK HAro-
poza #oro Mo3Ky, 3aBIsSKA 4OMY Y rpaBis Gopmy-
€THCS TICUXOJIOTIUHA MoTpeba (3aJeXKHICTh) HIe pa3
MOBEPHYTHUCS JI0 TIPOLIECY TPH.

3  ypaxyBaHHSM  TpOLECIB  PO3pPOOKH
KOMIT FOTEPHUX IrOp BHU3HAYCHO 3B’S3KH KOMIIO-
HeHr STREAM-ocitn 3  eramamu  Game
Design/Development:

1) (Science-kOMIIOHEHT) CTBOPEHHS KapTH
eMrarii rpaBUiB K MOTEHUIHHUX CIIOXHUBAUiB TPH,
JOOCHIDKEHHsT  1X  TICHXOTHIly Ta  po3poOKa
Gamification Model Canvas;

2) (Reading/Writing-KOMIIOHEHT) CTBOPEHHS
CIOXKETY, CIIEHapilo Ta PO3KaIpOBKU
(StoryTelling/Scripts);

3) (Reading/Writing-KOMIIOHEHT) OMHC Iep-
conaxiB rpu (Characters) 3 ypaxyBaHHsi mpoTtaro-
HICTIB Ta aHTArOHICTIB;

4)  (Reading/Writing-KOMIIOHEHT) OMHC irpo-
Boro cBity (Settings) uepe3 wacoBi (icTropuuHi)
0COOJIMBOCTI, @ TAaKOX OCOOJIMBOCTI MICLIE3HAXO-
JOKCHHS;

5) (Technology-koMnoHeHT) BU3HAYEHHS ir-
poBoi mexaniku (GamePlay): Play-npasuna «Bu6-
patu» (Select), «3anucatu» (Write), «KepyBatu»
(Manage), «Orpumaru Bmauy» (Random), «Crpi-
astu»  (Shoot), «Pyxartucs» (Move) Ta Game-
npaBuia «CrBoproBatu» (Create), «PyiinyBaTu»
(Destroy), «Vuukatu» (Avoid), «Iloroguru»
(Match);

6) (Art-koMIIOHEHT) CTBOPEHHS MAJIOHKIB
MPOTOTHITIB IEPCOHAXKIB Ta irpoBOro CBIiTY y op-
Mmati 2D-rpadiku, 2D+izomerpii abo 3D-rpadiku
(Art Description);

7) (Art-xommonenT) ommc 3ByKy (Sound
Description): My3udHi KOMIO3MIIi Ta CrHeNianbHi
edeKTH Moii IrpoBOro CBITY;

8) (Art-koMIIOHEHT) ONHC CIICHAPil0 CHOXKET-
HUX Ta  pexinamMHuXx  Bigeo-tpekiB  (Video
Description);
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9) (Technology-koMnoHEeHT) BU3HAYCHHS 1H-
Tepdeiicy B3aeMopii TpaBlsl 3 IrPOBHM CBIiTOM
(User Interface): xnaBiatypa, mo3uIiitHi mpucTpoi
(2/3-xHOMKOBUI MaHIMyJISATOP THIY KMHIIA»; Tpe-
kOoi; Joystick; Gamepad); ceHcopu TOpKaHHS
(Touchscreen, Touchpad, Multi-touch);

10) NUI (posmi3HaBaHHsI pyXiB TOJIOBH, PO3-
Mi3HABaHHS KECTiB, PpO3Mi3HABaHHSA PYXiB Tija,
po3mi3HaBaHHS TOJIOCY);

11) (Science-komrioHeHT) OallaHCyBaHHS piB-
HiB 3mi0HOCTEll T'paBLiB Ta iX 3yCHJIb MpPU MOJO-
JIaHHI IEPEUIKOJl irpOBOIO CBITY;

12) (Reading/Writing-kOMITOHEHT) IIaHyBaH-
HS PO3BUTKY CI[CHApPHUX PIBHIB I'PH;

13) (Art-xommoHeHT) po3poOka rpadiku, 3By-
Ky Ta BiJI€O;

14) (Technology-koMmoHEHT) porpaMyBaHHs
rpu siK Tporec 00 eaHaHHs iHTepdeicy Kopucry-
Baua, GamePlay-npaBun irpoBoi mMexaHiku 3 rpa-
(ikor0, BijIcO Ta 3BYKOM,;

15) (Engineering-kOMIOHEHT) (YHKI[IOHAb-
HE TECTYBaHHS KOMII FOTepHOI mporpamu rpu ( Oe-
Ta-TECTYBaHHs) SIK IEepeBipKa BiAMOBiIHOCTI pobo-
TH QyHKIiH mporpamu 1o onucy 3 Game Design;

16) (Engineering-kOMIIOHEHT) eMOIiOHAIbHE
TECTyBaHHSI KOMIT IOTepHOI nporpamu rpu (anbda-
TECTyBaHHS) K MEpeBipka MaKCHMAJIBHOTO TIO-
KPHUTTSI BOCBMHU BHJIIB €CTETHKH ISl TIOTECHIIIHHOTO
rpaBIsI-CIIOKHBAYa.

Bka3zani BiciM BuaiB MDA-kommnonentu «Ec-
TETHKa» BU3HAYAIOTHCS K [15]:

— «BimuyrTs» (Sensation) — rpa sk mo4yTTs
3aJJ0BOJICHHSI, KOJIM TpaBellb BiI4yBa€ MIOCH 30BCIM
He3HailoMe, HaNpUKJIaj, Ui TPaBLs, HEe 3HAHOMOTO
3 rporo Tumy RTS (Real-Time Strategy), rpa
StarCraft Il Bxxe Morna 6 cTatu ceHcarliero abo po-
3yapyBaHHIM uepe3 Oe3Jiu KHOIOK, B TOH ke vac,
rpaBelb, 3araproBaHuii B irpax tumy FPS, He
OTpUMYyBaB OM HiSIKMX BiAYYTTiB, Tpalo4yud B Milb-
HonHuil myTep i3 cepii «/pyra cBiToBa BiiiHa» mo-
KU B HbOMY He 3'SIBUTHCSI YHIKaJIbHa irpoBa MeXaHi-
Ka,

— «®enresi» (Fantasy) — rpa sk Maxisok, ys-
BHHI CBIiT, TOOTO (aHTa3iss — Ile mpolec, uyepe3
KWW TpaBelb NOTparuisie B YABHUN CBIT 1 mpuB's-
3aHUH 10 YOrochk, 110, HA HOTO OYyMKY, MOXE iCHY-
BaTH;

— «Posnosine» (Narrative) — rpa sk npama,
icTOpis, sfiKka 3MYIIy€e TpaBLsl MOBTOPHO MOBEPTATH-
Csl B YSIBHHI CBIT TPH, IO BA)KKO CTBOPUTH JUIS JTU-
3aiiHepa, KOJIM LITbOBa ayAWUTOPis CKIAJAETbCs 3
TUCSY TPaBLiB, a Iu3aiiHepy HEOOXiAHO MOAYMKH
MiAKTIOYUTHCS 1O KOXKHOTO;
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— «Buxmuk» (Challenge) — rpa stk mepermiko-
Iia, 10 3aKJIMKae IpaBUs MIOCH MOJO0NATH, OCBOITH,
MiABUILYIOYM KWMOBIPHICTh MOBTOPHOTO BHUKOpPHC-
TaHHS TPH;

— «bparepctBo» (Fellowship) — rpa sk comia-
JbHE CEPeOBHUILE, CIIBTOBAPUCTBO, B SIKOMY Tpa-
Belb € HOTr0 aKTUBHOIO YaCTHHOIO, YaCTUHOIO 3TYp-
TOBaHOI KOMaHJHW, fKa MOKIAJAal0ThCA Ha CIUIKY-
BaHHS 7151 3aTajIbHOTO YCIIiXY,

— «Jocmimkenns» (Discovery) — rpa sik HeBi-
JIOMa TEPUTOPis, KA 3aKITUKAE JTOCIIHKYBATU CBIT
I'pH, IPY LBOMY PO3MIpH CBITY IOBUHHI CIiBBiJHO-
CUTHCS 3 JUHAMIKOIO MOTO €JIEMEHTIB, a TpaBIli 1o-
BHUHHI MPOBOJUTH IOCITiIKEHHS 32 CBOEIO BOJEIO,
MoB'sI3aHO{ 3 PiI3HUMHU NPUYMHAMU-MOTHBATOPAMH,
HaNpuUKJaj, crelialbHe eKimipyBaHHs, piBHI OOHY-
CiB;

— «Camosupaxenus» (Expression) — rpa sk
caMOMi3HaHHS, BJlacHa TBOPYICTh, L0 BUKOPUCTO-
BY€ cIeniajibHi MepCoHaXi, SKI 0)KUBAIOTh B pyKax
rpaBls B MpOIECi MepeMillleHHs] MO CHelialbHil
MICIIEBOCTI, @ TAKOK CTBOPIOE HOBI BIipTyasbHi LiH-
HOCTI;

— «[lignopsaxysanus» (Submission) — rpa sk
MPOBEACHHS Yacy, MiAKIIOYEHHS J0 TPH 5K Take, He
IUBIISTYNCH HA OOMEXKEHHsI, 10 € HaHCKIaIHIINM
BHJIOM €CTETHKH.

MDA-komMmoneHT «MexaHika» BKITIOYAE:

— Game-mexaHiKy — mpaBuia T, IO BH-
3HA4Yal0Th METY TpH - GAMe-KOMIIOHEHTH;

— Play-mexaniky — npaBuia MaHIImyJsLii, oo
BH3HAYAIOTh OCHOBHI JIii, SIKi TpaBellb MOXE 3aCTO-
CyBaTH B I'pi.

Ha ocHoBi aHani3y icCHyIOUMX MEXaHiK, CTBO-
penux B po6oTi [19] BU3HAUEHO OMHUC MIECTH THITIB
Play-mexanik Ta yotuprox tuniB Game-mexaHik.

Play-mexaHika MicTHTB 6 THITIB :

— «Bubpatu» (Select) — nmpomnonye rpaBueBi
3poOMTH MHOKMHHUH BUOIp €JIEMEHTIB, BHKOPHC-
TOBYIOUM Oy[Ib-SIKUH MPUCTPill BBEICHHS (MaHIITy-
JSITOp «KMUILIA», KJIaBiaTypa Ta iHIIi);

— «3anucatu» (Write) — mpomoHye TpaBueBi
BBECTH CHMBOJIHO-YHCIIOB] 3HAUCHHS,

— «Kepysatu» (Manage) — mpornoHye rpas-
LIEB1 YIIPaBIATH pecypcaMu Ui TOCATHEHHS METH;

— «Otpumatu Baauy» (Random) — npomonye
TpaBLEBI KUHYTH BUKIUK MIaHCY, BHUNPOOYBaTH
BIavy;

— «Crpinsatu» (Shoot) — He posrisgaeTbest B
NpSIMOMY CEHCi, a MPOIOHYE TPaBLEBi TOPKHYTUCS
o0'ekTa, pO3TANIOBAHOTO HAa BijCTaHi, ab0 SKOCH
BILJIMBATH Ha HHOTO

— «Pyxarucsa» (Move) — mpomnoHye TpaBLeBi
nmepeMilaTucs B PI3HMX HampsMmkax (Brmepen
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(forward), mazan (back), namiBo (left), mampaso

(right), Bropy (up), Bau3 (down)), ympaBistu iH-

MU 00'eKTamMu a00 IHIIMMU T€pPOsIMU,
Game-mexaHika MiCTUTb 4 THUIIH:

— «CtBoproBati» (Create) — nmponoHye rpas-
LEBl MPOSIBUTH TBOPUICTh MPH CKIajaHHi, OyIiB-
HUOTBI a00 CTBOpEHHS BIpTyaJlbHUX LIHHOCTEH
TpH;

— «PyitnyBatu» (Destroy) — aHTOHIM KOMIIO-
HEHTI «CTBOPIOBATH», SKHM TMPOMOHYE T'PaBIEBi
3HUIIYBATH 00'€KTH TpH 200 JOBUTH 00'€KTH IS iX
MOJAJIBLIOTO LiJIECHIPAMOBAHOTO 30UMpaHHS Ta Ha-
KOTIMYCHHS

— «Yuukatu» (Avoid) — mpomoHye TpaBLEBi
YHUKATH 3ITKHCHHS 3 00'eKTamMu TpH (MIEeperKoay,
CYIPOTUBHHKH)

— «Y3romutu» (Match) — npononye rpaBuesi
BCTaHOBJIIOBAaTH a00 yTPUMYBATH OJUH ab0 AEKilb-
Ka 00'€KTiB B IEBHOMY CTaHi.

Juis eexTuBHOI iHTETpAIlii IpOIIecy po3poOKH
KOMIT IOTEPHHX irop 3 JOMOBHEHOIO PEabHICTIO Y
kommoHeHTH STREAM-ocBitu Oyno 3ampornoHoBa-
HO METOAMKY CTBOPEHHS peajbHO AONMOBHEHOI Bip-
TyaJlbHOCTI TPEHYBAJIbHUX BIIPaB Ha MPUKIali Tpe-
HyBaHb 3 M’SYeM Ha OCHOBi ceHcopy pyxy MS
Kinect.

Meromuka MICTHTB JIEKIJIbKA €TaIliB, MpeIcTa-
BJICHUX Ha pHC. 2.

Ha emani 1 mpoBonuThecs Qopmanizanis Bip-
TyaJIbHOTO CepeOBUIIa 31 CTBOPEHHSIM HOro cTpy-
KTypHOI MoOZeni 3 ypaxyBaHHSM OOMEXCHb,
MOB’SI3aHUX 3 OCOOJMBOCTSIMH POOOTH CEHCOpiB
kouTponepy MS Kinect ta mporpamu Scratch.

Ha emani 2 npoBoauTthcs ¢opmanizanis Tpe-
HYBaJbHUX BIIpaB Ha OCHOBI MHOXXHHH CIICHapiiB
MPOBEACHHS TPEHYBAIBHHUX BIIPAaB 3 METOIO MiHiMi-
3alii KUJIBKICTh TPEHYBaJbHUX BIIPaB Ta CTBOPEH-
HSM TPYIU BOpPaB B Pi3HHUX BHAAX CIIOPTY Ha MpH-
knaxai pyrooiy.

Ha emani 3 BukoHyeTbcs maOnoHi3amis Tpe-
HyBaJIbHUX BIipaB 3 ceHcopoM MS Kinect 3 ypaxy-
BaHHSM BipTyaJbHUX CYTJIO0IB JIIOJHHU.

Ha emani 4 pospobastoteess  Scratch-
nporpamMm i3 TPOBENEHHS TPYNH TPEHYBaIbHHUX
BIIPaB Yy BIpTyaJbHO JOTOBHEHiH PealbHOCTI 3aco-
6amu cencopuux texnonoriid MS Kinect.

Ha emani 5 mpoBonaThCcst HaTYpHI eKcriepuMe-
HTHU 3 (I3MYHUMH BIIPaBaMH B PEXKHMi BipTyaJbHO
JIOTIOBHEHOT peaibHOCTI 3ac00aMH CEHCOPHHUX TeX-
Hosoriit MS Kinect Ta mpoBOANTHCS OILIHKA TOXH-
0ok Bizyaizamii BipTyaJbHIX 00’ €KTIB.

Ha emani 6 mpoBOAMTHCS KOPETYBaHHS allro-
PUTMY Bi3zyasizauii 11 3SMEHIICHHS MTOXHUOKH.

53



Herald of Advanced Information Technology
Bicauk cydacHux iH(GOpPMAaIiitHUX TEXHOIOTIH

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

Indopmaniiini TexHomorii B ocBiTI

ANrOpHTMIMHO- Evan 1 - Texnonorivgi
- rpaditHi 1:m|.'r.rmr|i'mu.iu CIMEREH HA Bizyanisania
. - . — e
g :-i, PooOMEHCHHA b H-il.'ll VAT H O w T l_'{.'I!C{!'Fl}- |:-|.|F.:|1,:.'|_-||-.HI-E“L
o] TN Yok 3 A
5 momn Sceralch CcepeIOBHIILA ME Kinect ol FRTIR
- Cruchapii B CTpVETYPHL
' "P"Hc"l"'"zﬂ Iilnl':t:"iiin in Q p--‘l'-"r.l.FI:.J:, L |
TPeHY BRI PMaILIAL TNt Etan 5 - ouinka
o e 3 & TRENYRAILINY 'S e et 5
: 5 .4 : noxubor
RIIHE e CepeIoBmLA
p i pizvanizauii
‘\____‘/"’—-_-—\ BipTYaILIHY
' - ol cKTin
t CTpPYKTYpHA Eran Sl
MOTENE wabaonizania
L ¢ TpenyBanEHUY > H“rp:::!fj“;:;"'.";“ Y
h':; BITpaTE PRELT BE po! Iporpasui wadnorx ETan &
M5 Kinect : - ! ]
KOHTPRNTHY PYXIE KOPErYBANHA
AATOPHTMY
Eran 4 - pozpoika ] G b
Scratch-nporpam Scratch-
¥ 3 CCHCOPOM » Nporpasa v
. - A 3 CEHOOPOM
Cuchapsi watmonm MS Kinect MS Kiuﬁn
'I]'IL"H}'HFI."II:HIII HIIP:]H s -

Puc. 2. Meroanka CTBOpEHHsI pealibHO TOMOBHEHOI BIPTYaJIbHOCTI TPEHYBAJIBHHX BIIPAB 3 M’siUeM Ha
OCHOBI ceHcopy pyxy MS Kinect

B pesynbrati aHamizy XapakTepHCTHK BipTya-
JBHOTO CEPEeNOBHIIA, SIKE CTBOPIOETHCS CEHCOPOM
koHTpoiepy MS Kinect ta BpaxoBye 0oOMEXKEHHS
nporpamu Scratch, 3ampornoHoBaHO (hopMaiizyBaTi
XapaKTEPUCTUKU BIPTyaJIbHOT'O CEpeJOBUIIA Yy BH-
TJIS/11 KapTEKy-CIMKH:
< Skeleton, Distance, Velocity, Projection, Location,

Size, Quantity >,
bi(H Skeleton — mMHOXHMHA CYrI00iIB CKeneTa Jifo-
IWHU, TPOrPaMHO JOCTYITHUX Yepe3 CEHCOPH KOHT-
ponepa MS Kinect;

— Distance — nomycTumuii fiana3oH BifcTaHel
BijI ceHcopa koHTposepy MS Kinect no monunm;

— Velocity — makcumanbpHa IIBHIKICTH Hepe-
MIIIEHHS KOHTPOJIHOBAHUX CYTJIO0IB JTHOAUHH;

— Projection — tun npoekii 06’ekTiB BipTya-
JBHOTO CEPEAOBHUINA, SKUH MOXKE MpHHMaTH [Ba
3HAaYeHHA. Ha II1J1031, Ha CTiHI;

— Location — cmocid po3ranryBaHHsS CEHCOpa
kouTponepa MS Kinect mo BigHOIICHHIO A0 JIFOM-
HY;

— Size — gomycTEMi PO3MIpH BIpTYaJIbHOTO
MPOCTOpY, SIKE CTBOPIOETHCS TIporpamoro Scratch;

— Quantity — KiIbKICTh 0Ci0, pyXH SIKHX MOXE
KOHTPOJIOBATH CeHCOp KoHTposepa MS Kinect.

MHOXHWHa CyriIo0iB CKeneTa JIOJMHY, SKi Mpo-
rpaMHO JIOCTYIHI 4epe3 ceHcopu KoHTposepa MS
Kinect mictute 20 cyrno6iB ans MS Kinect v.1:
AnkleLeft — nia nmammkka (m'sata); AnkleRight —
npaBa Jammkka (m'sta); Elbowleft — miBidd nikoTs;
ElbowRight — mpaBwuit nikors; FootLeft — niBa cryn-
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us; FootRight — mpasa crynus; HandLeft — miBa
kuctb pykw; HandRight — mnpaBe kuctp pykwy;
HipRight — npase crerno; KneelLeft — niBe xomniHo;
KneeRight — mnpaBe komino; Spine - xpeOer;
ShoulderLeft — niBe mneue; ShoulderRight — npase
wieue; ShoulderCenter — uentp mewa (migcraBa
mmi); WristLeft — nmiBe 3am'sictst; WristRight — npase
sam'sictsa; Head — romosa; HipCenter — mientp crer-
Ha; HipLeft — xiBe crerno.

[Ticns BUKOHaHHS cepii eKCIIEpUMEHTIB BU3HA-
YEHO MaKCHMaJbHY IIBHUJKICTh IEPEMIIllCHHS! KOHT-
pPOTBOBAHHX CYyIJIOOIB JronuHU, sika nopiBHioe 0,1
TOYKa/CEK.

Crnoci6 posramryBanHs koHTponepa MS Kinect
1O BiHOWICHHIO 10 JronuHu: (ppoHTanbHMiA, Oid-
HuH, ppoHTaTBHO-0IYHUI JIBOCTOpOHHINA abo mpa-
BOCTOpPOHHII)

KinpkicTp 0ocib, pyxu SIKUX MOKE KOHTPOJIIOBa-
TH ceHcop KouTposiepa MS Kinect: oqun; nBa.

B pesynbrati anamizy mporecy KOHTPOIIO Tpe-
HYBaJIbHUX BIpaB 3a JOMOMOTOI0 CEHCOPY KOHTPO-
aepa MS Kinect 3ampomonoBano ¢opmaiizyBatu
(i3u4H1 BOpaBH Y BUTJISAA1 KAPTEXKY-YETBIPKH :

<Picture, Body, Control, Velocity>,
ne: Picture — xapTuHKa i3 300pa)KeHHSIM BipTyaib-
HOro 00'€KTa, II0 BUKOPHCTOBYETHCS y BIIpaBi (Ha-
MPUKIA, M'sY);

Body — crmucok yacTuH Tija JTIOAWHH, SKi Oe-
PYTb y4acTb y BIpaBi;

Control — cucok yacTuH Tina JIIOOUHY, SKi Ke-
PYIOTh BIpTyaJIbHUM 00'€KTOM,;
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Velocity — mBuakicTe pyXy akTHBHHX YaCTHH
TiNa JIOIUHHM M1 4Yac BUKOHAHHS BIPAB.

3anponoHOBaHa paHille METOAMKA IHOTpedye
MPOBENCHHSA BEIMKOI KITBKOCTI €KCIIEPUMEHTIB IS
koxHOT (pizmynoi Brpasu [30]. st 3MeHIIEHHS Ki-
JIBKOCT1 €KCIIEpUMEHTIB HEOOX1HO BUAUIMTH TPYIH
3 MiHIMaJIbHOIO KUJIBKICTIO TPEHYBaJILHUX BIPAB, aje
AKi 32a0€31edyI0Th MaKCUMaJIbHE TIOKPHUTTS XapaKTe-
PHUCTHK 00'€KTA JTOCIiIXKSHHSI.

B pesynbrari ananizy nonag 40 TpeHyBaJIbHUX
BIIPaB 3 M’siueM OyIio BimiOpaHO 3 BIpaBU: pi3aHUMA
yIap BHYTPILIHBOIO YaCTHHOIO MigloOMYy, yaap 3 1o-
Ty JIeTy, BiOWBaHHS M'sTya T'OJIOBOIO.

Jlst miaroToBKM BapiaHTIB 3aBIaHb 3 PO3BHBA-
I0YMX KOMIT IOTEPHHX irop 3 BUKOPHCTaHHSIM CEHCO-
PHUX TEXHOJOTIH HEeoOXiAHO MpoaHai3yBaTH BKe
ICHYIO4l irpd, SIKi TPOMOHYIOTHCS BUPOOHHKAMH
MPOrpaMHOT0 3a0e3MeUeHHs y CBITI.

s ananizy Oyno oOpaHO OBi mporpamHi cuc-
temu: LumoPlay [27] Ta MotionMagix [28].

B pesynbrati ananizy 271 rpu 3 ypaxyBaHHSIM
187 irop mporpamuoi cucremu LumoPlay ta 84 irop
nporpamuoi cucremu MotionMagix Bci irpu Oyio
PO3IiIEHO Ha YOTHPH KJIACH:

— JIOT1YHI;

— CIIOpTHBHI;

— PpO3BakaJbHI y Pi3HUX IrPOBUX KaHpaXx,

— perakcyroui 31 crerialbHUMU epeKTamu;

Sk po3BUBaIOYi irpu BU3HAYEHO irpu KJIacy Jo-
riuHi Ta cnoptuBHi. Ha puc. 3 HaBeneHo npukiaam
eKpaHHUX (OPM JIOTIYHUX irop, a puc. 4 — NpUKIAAN
eKpaHHHUX (POpM CIOPTUBHUX irop, Ha pHC. 5 — Npu-
KJIal1 eKpaHHUX (HOPM PEeTaKCYIOUHX irop.

I'pa «30upaHHs KOIBOPiB» po3paxoBaHa Ha 2-4
rpaBuiB. Ha migmosi rpanpHOro moisi B YOTHPHOX
KyTKax pO3MIIIEHO TaKeTH pi3HOro Kombopy. B
LEHTP1 MOJIsS 3 SIBIISIOTHCA (PILIKK Pi3HOTO KOJIBOPY.
I'paBmi Ha mo4aTKy rpu OOMPAIOTHCA CBOI KOJIBOPH.
Briponos:x rpu 3a 00MexeHHi Yac KOXKEH 13 rpaBIliB
MOBHHEH HOTOI0 INTOBXHYTH (IIIKH Yy NaKeTH
BIAIMOBiAHOTO KONMBOPY. Burpae Toif, XTO BCTHUTHE
Ha30MpaTu HaiOLIbIIE (PIlIOK.

I'pa «mMucnuBens 3a JgiTepaMu» po3paxoBaHa Ha
OJTHOTO TPaBIlA 3 JBOMA THIIAMH MPOCKIIii 00’€KTIB
BIPTyaJIbHOTO CEPEAOBHUIIA!

— Ha MiJyI03i: Ha MiI031 TPaIbHOTO MOl 300-
pakeHo OykBH angaBiTy, a IpaBILI0 HEOOXITHO HO-
raMM HaTHCHYTM Ha OyKBH y TpPaBHWJIBHOMY
andaBiTHOMY MOPSAKY;

— Ha CTiHI! CIPOUICHUH BapiaHT, B SIKOMY Ha
CTiHI JOJJATKOBO 3 SBIISETHCS SKUW-HEOYIb CHUIYET
roJioBu ab0 PyKH IpaBlis, a TpaBelb MOBUHEH TOJIO-
BOIO 200 PYKOIO HATUCKATH Ha OYKBH.
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Puc. 3. Ilpuknaau ekpaHHUX GOPM JIOTIUYHUX irop:
a — 30KUpaHHs KOJNBOPIB, O — MUCIIMBEND 32 JTiTepaMu

o [

ol

(6)
Puc. 4. Ilpuknaau ekpaHHUX GOPM CIIOPTUBHUX
irop: a — Bparap; 0 — XOKeil Ha b0y Ha JIBOX

I'pa «xokell Ha JIbOJY Ha OBOX» pO3paxoBaHa
Ha 2 TpaBIiB 3 ypaxyBaHHAM migyord. Ha momi po3-
TalmloBaHa TMapa BOpIT sl  3aXUCTy JIBOMa
XOKeicTaMU-TpaBIsIMM Ta XOKeWHa Imaiba. [lonat-
KOBO pO3TAlIOBaHI CHJIYETH XOKEHHUX KIIOLIOK,
KOKEH 3 SKHX NPOXOJUTHb dYepe3 [JBi TOYKH,
MOB’S13aH1 3 PyKaMH TPaBLiB, SIKi MOBUHHI BAAPATH
KITFOIIIKaMU TIO MIai01 It TOro, o0 BOHA MOTPaIy-
Jla y BOpOTa CYpOTHUBHHKA.

Ha puc. 5 HaBeneno npukinaan ekpaHHuX Gopm
PENaKCyIOUHX irop 3i crenialbHUMH e)eKTaMH.
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(6)
Puc. 5. [Ipuknanyu ekpanHux Gpopm
PENaKCYIOUHX irop 3i CremialbHUMH epeKTaMu:
a— M SYMKH, O — aKkBapiym

Amnanniz 187 irop nporpamuoi cucremu LumoPlay
BH3HAYMB TX HACTYIHHI PO3IIO/LUI 3 KilacaMu: JIOT19Hi —
4 %; cnoptuBHi — 5 %); po3BaxalbHi y pi3HUX Irpo-
BuX xaHpax — 30 %,; penakcyiodi 31 cneniadbHUMU
edexramu 61 %.

Amnauniz 84 irop nporpamHoi cucremu MotionMagix
BH3HAYKB TX HACTYIHHI PO3IIO/LUI 3 KilacaMu: JIOT19Hi —
14 %; cnoptusHi — 15 %; po3BaxkasibHi y pi3HUX
irpoBux xkanpax — 19 %; penakcyroui 3i criemiainb-
HuMH epexramu 52 %.

AmHai3 CTaTUCTUKU TIOKA3aB HU3BKY KUTbKICTh
JIOTTYHUX Ta CIOPTUBHUX irop, o Moxke OyTH
OB’ 13aHO 31 CKJIQ/IHICTIO CTBOPEHHS IrPOBUX CIIe-
HapiiB Ta HEOOXIAHICTIO JOCKOHAIEHO BUBYATH OCO-
OJIMBOCTI TE€M TUCITUILIIH, SKi POXOATH IIPOIIEC
reiimidikarii.

Ha ocHOBi aHani3y JOriYHUX Ta CHOPTUBHUX
irop BKa3aHUX BUPOOHHKIB aBTOpaMH 3alIPOIIOHOBA-
HO 25 BapiaHTiB IPAaKTUYHUX 3aBAAHb 31 CTBOPEHHS
irop y Scratch mix kepyBaHHSIM KOHTPOJIEPY PYXY
mromuan MS Kinect, sxi Oyae BopoBaKeHo y Makic-
Tep-KJIacu HaBYaHHS 31 IIKOJISPAaMH 3 YpaxyBaHHAM
X MIKITBHUX 3HAHb TA YMIHb 3 iHPOPMATHKH.

[Ipn BHKOHaHHI 3aBIaHb PEKOMEHAYETHCS JO-
TPUMYBATHUCS HACTYIIHUX €TaIliB.

Eman 1. CrBopenns rpadiunux Scratch-
COpalTIiB AJs BipTyalbHHUX 00 €KTIB TPU Ta YaCTUHH
Tija TPaBIIs.

Eman 2. TlporpamyBaHHS  mepeMilIeHHS
00’€KTiB TPH Y BIINOBIAHOCTI i3 IpaBUIIaMH I'PU
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Eman 3. IlporpamyBaHHSI KOHTPOJIO BipTyaib-
HOI YAaCTHHU Tila TPaBLsl 3 BUKOPUCTaHHAM 0a30BO-
ro 3ac00iB KOHTPOIIO Yepe3 KIIaBilli KiaBiaTypu abo
MaHIMyIsATOpa THIA KMHILA.

Eman 4. TecryBaHHSA NpOrpaMu sIK MPOIEC Te-
peBipkn il QyHKIiOHANBHOCTI y BiANMOBIAHOCTI i3
npaBHJIAMHU.

Eman 5. HanamryBanHs anmapaTHOi 4acTHHH
TpH:

a) po3TalryBaHHs MPOEKTOpa 1 BiIMOBITHOCTI 3
THUIIOM IPOeKIIii 300pakeHHs (Imimiora, CTiHa);

0) posramryBanus cencopa MS Kinect

Eman 6. [IporpamyBaHHSI KOHTPOJIIO BipTyaib-
HOI YaCTWUHHU Tijla TpaBlsl 3 BUKOPUCTAHHSIM CEHCOpa
MS Kinect

Eman 7. TecryBaHHS IpOrpamu.

3anponoHOBaHa METOAWKA JO3BOJIMJIA OpraHi-
3yBaTH JIBa MaicTep-KIacH 3 MPOrpaMmyBaHHs BipTy-
aJIbHO JIONIOBHEHOI peasbHOCTI PyTOONBHUX TPEHY-
BaHb IIKOSIPIB y (opmari iximiatuBu Meet and
Code tmwxua xomy €C 3a minTpumku I[HCTHTYTY
koM totepaux cucteM (IKC) Oneckkoro HarioHa-
JBHOTO noniTexHiyHoro yHiBepcutery (OHITY) mpu
BUKoHaHHI mpoekty ERASMUS+K2 «GAMEHUB:
VYHiBepCUTETCHKO-TIANPUEMHHUIIBKE CHIBPOOITHULIT-
BO B irpoBili iHmycTpii B YKpaiHi».

[epmmii maiictep-kiac BigOyBcsi 20 KOBTHS
2018 poxy B IKC OHITY mis 50 mxomnspis 3 pi3HHX
paiioHiB oecbkoi oOmacti Ta M. Onecu [32]. dpyruii
Maiictep-kinac BinOyBes 23 nuctomana 2018 poky B
30LI Ne 10 m. Ismain mns 14 mxomsapiB 3 pi3zHUX
wkin M. [3main [33]. V maiicTep-kiacax BIpomoBk
neKinpkox romuH 17 xomannm 3 3-4 ydYacHUKIB
MPOMIIUIM HEBEIWYKHHA IUISIX MDKIUCHUILTIHAPHOTO
HaBYaHHS 4Yepe3 HACTYMHI eTamu. pealibHi TPEeHY-
BaHHs 3 M’slYaMH cepe]l YYaCHHUKIB KOMaHJ; JOCHi-
JOKEHHsI OCOOMMBOCTE MOJAENIOBaHHA —(Pi3MUHMX
NpoLECiB (3ITKHEHHS TiN, BUTbHE MAJIHHS TiNa) MpU
nporpamyBaHHi pyxy m'sya MoBoro Scratch; mocii-
JOKEHHST MoxJnBocTe# podorn MS Kinect; mocri-
JOKEHHSI  MOXJIMBOCTI  mporpamHoi  6i0mioTexu
Kinect2Scratch; po3poOka BiacHUX BIpTyaJbHUX
TpEeHaKEePiB MiJ KepyBaHHAM TPEHEPIB.

BucHOBKH i TepCceKTHBH MOJATBIIAX
HOCTIiIZKEHD

3ampornoHoBaHa B poOOTiI METOJIMKA CTBOPECHHS
pCabHO JIOTIOBHEHOT BIPTYalbHOCTI TPEHYBaJbHHX
BIIPaB 3 M’S'YEM Ha OCHOBI CEHCOPHOTO KOHTPOJIEPY
pyxy MS Kinect no3Bonmia: popmanizyBatu BipTya-
JIbHE CEePEIOBHUILE 31 CTBOPEHHSIM HOTO CTPYKTYpPHOI
MOZIeNi 3 YpaxyBaHHSM OOMEXKEHb, IOB’S3aHHX 3
0cO0NMBOCTSAMU POOOTH CEHCOpiB KOHTpoiepy MS
Kinect ta mporpamu Scratch; ¢opmainizyBatu Tpe-
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HyBaJibHI BIOpPaBHM Ha OCHOBI MHOXXWHH CIIEHapiiB
MPOBENECHHS TPEHYBAJbHUX BIPAB 3 METOI0 MiHIMi-
3alii KUTbKICTh TPEHYBAJIbHUX BIIPAB TA CTBOPECHHSIM
TpyIU BIOpaB B Pi3HUX BHUOAX CIOPTY HAa MPHUKIAAL
¢byToony; po3podbuTH mpukaamud Scratch-mporpammu
13 IPOBEAECHHS TPy TPEHYBaJIbHHUX BIOPaB y BIpTY-
aJIbHO JONOBHEHIH peajbHOCTI 3ac00aMH CEHCOPHUX
texnonorii MS Kinect; nmpoBectn OIIHKYy MOXHOOK
Bizyani3alii BipTyalnbHUX 00’€KTiB HA OCHOBi HaTy-
PHUX EKCIIEPUMEHTIB 3 (pi3MYHUMH BIIpaBaMu B pe-
KHUMI BIpTyaJIbHO JOTMOBHEHOI pealbHOCTI 3aco0amu
cencopuux texuomoriit MS Kinect.

Crin 3a3HaunTH, 10 3aPONOHOBaHA METOAMKA
Moxe OyTH BHKOPUCTaHa 1 JUIs IHIIMX TPHCTPOIB,
Hanpukiaz, LeapMotion.

B pesynbrati anamizy 271-i rpu xomepuiitHUX
nporpamHux cucreM LumoPlay ta MotionMagix
3amponoHOBaHO 25 BapiaHTIB 3aBJaHb 31 CTBOPEHHS
JIOTIYHUX Ta CIOPTUBHUX irop y Scratch min kepy-
BaHHSAM KOHTpoJepy pyxy noamnu MS Kinect, siki
Oyzxe BIPOBaKEHO y MalcTep-Kjlacu HaBYaHHS 3i
LIKOJIIPAMHU 3 ypaxyBaHHSAM iX IIKUIBHUX 3HaHb Ta
YMiHb 3 iIHQOPMaTHKH.

B mporeci anpobauii pesynbraTtiB podoTH npu
MPOBEICH] MPE3eHTAlli]l IPOrpaMu, MarcTep-KiIacH 3
MporpaMyBaHHs BipTyajbHO IOMIOBHEHOI PeaibHOCTI
¢yTOONBHUX TpeHyBaHb MIKOJIAPIB, IO MiATBEp-
JDKEHO aKTHBI3AII€IO Mi3HABAILHOTO IHTEPECY KO-
JSpiB B yyacTi y 0araTboX HaBUAIbHHX IPOLECaXx,
nos’si3aHnX 31 STREAM-nampsiMaMu: BU3HAYEHHS
cleHapiiB (i3MYHO aKTHBHHUX KOMII'IOTEpPHHUX irop,
SIKUMU IIKAaBUTHCS OUTBIIICTh MIKOJISPIB; MPOBEICH-
HSl GKCIIEPUMEHTIB 3 MOIIYKY (Pi3SMYHUX BIPaB LIS
CIIOJKMBAYIB, SIKi JIETKO KOHTPOJIIOIOTHCSI CEHCOPaMHU
koHTponepy MS Kinect; gocmimpkenHs Gi3UIHAX
MPOLIECIB SIKOCTI PO3Mi3HABaHHS PYXiB JIOJUHH; BU-
KOpHUCTaHHS 3HaHb 3 MaTeMaTUKu abo caMocTiiHe iX
OTPUMAaHHS Ul CTBOPEHHS alrOPUTMIB KEpyBaHHS
BIpTyaJbHUMHU 00’€KTaMu, cTBOpeHHs 2D-rpadiu-
HUX Mojeeld BipTyalbHUX OO0 €KTIB; TECTyBaHHS
poOOTH MPOTOTHITY MPOrPaAaMHOTO TPEHAXKEPY 3 Bip-
TyaJbHHUX (DI3SMYHHUX TPEHYBaHb.

Pesynbprati poOOTH TaKOXK BU3HAUMIM HAIPSM-
K{ TOAAJIBIIUX JAOCTIIKEHb Ta PO3POOOK:

1) B mporieci AOCTIIKEHb OI[IHKA MOXWOKH Bi-
3yami3alii BipTyaJdbHHX 00 €KTIB BH3HAUMIa HEO0O-
XiTHICTD pO3pOOKH CIENiaJbHOTO AITOPUTMY aBTO-
MAaTHYHOI KOpEKLii KOOpAMHAT pPO3TAlIyBaHHS Bip-
TyaJbHHUX 00’ €KTIB-CIPAKTIB, AKi € YACTUHOIO TPYIH
00’€KTiB Tija rpaBIld;

2) GaraTo MPHKJIAIIB Irop KOMEPILIHHUX CHCTEM
CTBOPEHO HAa OCHOBiI MIA0JNOHIB, SKi J03BOJIIOTH
LIBUJIKO 3MiHIOBaTH IpadiuHy YacTHHY I'pU, TOMY B
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MONANBIIIOMY  TUIAHYETHCS ~ CTBOPUTH  TOAIOHI
scratch-maGmonu i po3BHBaOYUX irop;

3) mokanmbHE MOCTIMKCHHS MIiATBEPANIIO MO3HU-
Lil0 aBTOPIB BiIHOCHO 3aJOBOJICHHS IMOTPEOM Ieii-
Migikanii Mi3HaBaJbHO-PO3BUBANBHOI  AiSTIBHOCTI
came y JiTell JTOMIKITEHOrO Ta MOJOJIIOrO MK UTEHO-
ro BiKy, IO OOYMOBJIEHO iX BIKOBUMH 0COOJIHBOC-
TAMUA Ta OCOOUCTICHE OPIEHTOBAaHUM IIiJXOMIOM O

KOKHOI JUTUHH.
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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 proc-
esses. The results of the work also identified the directions of further research and development; in the research process the estima-
tion of the visualization error of virtual objects determined the need for the development of a special algorithm for automatic correc-
tion of the coordinates of the location of virtual sprite objects that are part of a single group of objects player's body; Many exam-
ples 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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UHTETPAIIAS ITIPOIECCA PASPABOTKH KOMIIBIOTEPHBIX UI'P C JOIIOJTHEHHOM
PEAJIBHOCTBIO B KOMITIOHEHTBI STREAM-OBPA3OBAHUSA

Annomauyun. B pabome onucanvl ceéazu mexncdy komnonenmamu STREAM-o6pasosanus (Science, Technology, Reading /
Writing, Engineering, Arts, Mathematics) u smanamu paspabomxu xomnvromepmnwix uzp (StoryTelling / Scripts, GameDesign, 2D /
3D-Computer graphics, Programming, Testing , Game Level) ra npumepe ucnoavzosanus cencopos konmpons 08udicenus. 4enoeexa.
s aghgpexmuenoti unmezpayuu npoyecca paspabomku KOMAbIOMEPHbIX Uep ¢ OONOJIHEHHOU PealbHOCMbl) 8 KOMNOHEHNIbl
STREAM-o6pazosanus npednodicena mMemoouxa co30aHust peaibHO OONOIHEHHOU GUPTYATbHOCIU MPEHUPOBOUHBIX YIPANCHEHUL HA
npuMmepe mpeHupo8oK ¢ MAYOM HA ocHoge cencopa osudicenusi MS Kinect. B pesyiomame ananuza xapakmepucmux eupmydanbHou
cpeobl, komopoe cozoaemcs cencopom konmponrepy MS Kinect u yuumsieaem oepanuuenus npoepammer Scratch, npednoscerno
Gopmanuzoeamsv Xapakmepucmuky UpMyanbHou cpedsl. IIpugedensl pe3yibmanivl aHATU3A USp, KOMOpble NPeodiazarmcs pou3eo-
oumensmu npozpammmozo ovecneuenus LumoPlay u MotionMagix ¢ xraccax nosuueckux, CnopmueHvix, pazenekamenbhblx 6 pas-
JIUYHBIX USPOBBIX HCAHPAX U PENAKCUPVIOWUX CO CReyuanbHbiMu d¢g@exmamu. Tlokazanvl npumepsl SKCNEPUMEHMO8 NPU OPeaHU3a-
yuu deyx macmep-xknaccos Meet and Code 2018 0ns wkonbHUKO8 O NPOSPAMMUPOBAHUIO GUPMYAILHO OONOJIHEHHOU PealbHOCIU
DymOONbHLIX MPEHUPOBOK, NO PE3VILMAMAM KOMOPLIX NOOMEEPIHCOCHA 3AUHMEPECOBAHHOCHTb WIKOIbHUKOB 8 YYACTUU 60 MHOSUX
yuebHwlx npoyeccax, ceszannvix ¢ STREAM-nanpasnenusim. Pesyniomamol pabomsl maxace onpedeiui HanpagieHusi OWibHetuux
uccnedoganuil u paspabomor:. 6 npoyecce UcCied08aHull OYeHKa NOZPEUtHOCMU BU3YATUZAYUY BUPMYATbHBIX 00BEKIM08 Onpedenuid
HeobX00uUMocms paspabomK CHEYUALbHO20 AN2OPUMMA A8MOMAMUYECKOU KOPPEKYUU KOOPOUHAM MeCMONOL0NCEHUS SUPTYAib-
HBIX 00BEKMOB-CRPALiMo8, KOnopbie A6JIAMCA YACHblo eOUHOU 2PYNNbl 00bEKMOos meid UepoKd; MHO20 NPUMEPO8 Uep KoMmepie-
CKUX CUCmeM CO30aHbl HA OCHOBe WABIOHO8, KOMOpble NO38OIAIOM ObICIPO USMEHAN SPAPUUECKYIO YACMb USPbL, HOIMOMY 8 0dib-
HeliweMm naanupyemcs cozoams nodobusie Scratch-wabnons: ons pazsusarowux uzp.

Knrouesvie cnosa: STREAM-obpasosanue; komnvromepHas uspa, OONOIHEHHAS. PEATbHOCHb; CEHCOPbL KOHMPOIA O8UNCEHUs.
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