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B pobomi onucani 38'asku mioxc xomnomenmamu STREAM-oceimu (Science, Technology,
Reading/Writing, Engineering, Arts, Mathematics) ma emanamu po3poOKU KOMN HOMepHUX
iecop  (StoryTelling/Scripts, ~GameDesign, 2D/3D-Computer graphics, Programming,
Functional/Emotional Testing, Game Level, Marketing) na npuxnaoi suxopucmanHs ceHcopis
KOHMpoaio pyxy moounu. [lokazani npuxiaou exkcnepumeHmis nio uac opeaizayii 080X
maticmep-knacie Meet and Code 2018.

Knrouosi cnosa: STEAM, npoexmhue HABYaHHA, KOMN IOMEPHA 2pa, CEHCOPU KOHMPOIIO DYX)
JIIOOUHU

Beryn. Ilporsrom OaraThoX pOKIB IeJaroriyHa Hayka IIyKae CIocoOU 3alydeHHs
1HTepeCy MOIIKUIBHAT 1 MIKOJSAPIB J0 MPOLECy HaBYAHHSA B CyYaCHHUX YMOBaX IEpPEXOay Bil
MOCTIHJIYCTPIAJIbHOTO CycHUIbCTBA 10 1H(opmariitHoro. 3'sBuBcs HampsmMok STEM sk
akpoHiM Science, Technology, Engineering ta Mathematics [1]. Woro craB MmBHAKO
3MiHIOBaTH HanpsiMok STEAM, mo nonaB 10 MPUPOIHUYNX 1 TEXHIYHUX JUCHUILUIIH TBOPUI Ta
XYOXKHI TUCUUIUIIHA y BUTISAL Jitepu A — Arts [2]. Y cBoto uepry, Hanpsmok STREAM
nonaB OykBY R - Reading / Writing sk HaBUYKH NHCbMa 1 pO3yMiHHS CEHCY TeKCTy [3, 4]. Y
TOM K€ 4ac, OJIHICI0 3 BaXIWBUX (HOPM 3aidydeHHs IiTell B Oyab-sKi MPOIECH € irpH, sKi
CHOTOJHI HABiTh BHMIIUIM 32 PAaMKH CYTO TUTSUOTO CBITYy, CTABIIM E€JIEMEHTOM TaK 3BaHOI
reiimigikarmii (irpodikarii) ocBiTHiX 1 O0i3Hec mponeciB [5, 6]. STREAM axTtuBHO
BUKOPHUCTOBYE MPOEKTHE HABYaHHS, 3aJTy4alouu JIITeH y BUPILIEHH] TEXHIYHUX 3a]iay, aje Mpu
BOMY I'pa MOXe MepelTu 3 QOpMHU THCTPYMEHTY JOCSTHEHHS METH Yy (opMy camMoi MeTH,
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NPOMOHYIOUM BHUPINIYBaTH 3aBAaHHS redMidikamii yepe3 CTaHIAPTHHUM Mpolec po3poOKu
koMi'totepHoi Tpu (Game Design/Development) [7]. 3 1iHmoro OOKy, B TOTOYHOMY
JECSTUIITTI 3'SIBHIIMCS HOBI CIIOCOOM B3a€MOJIl T'paBUsS 3 BIpTyaJbHHUM CBITOM Ha OCHOBI
npupogHoro inrepdeiicy (Natural User Interface- NUI), Hanpukiaa, uepe3 CEHCOpHU
KOHTpoto pyxiB mmoauaun MS Kinect, Leap Motion, a Taxox Web-xamepu IOMOBHEHOI
peanbHOCTI I HACTUIBHUX KOMI'toTepiB 1 cmaprdoniB [8]. TakuM dYHHOM, BUHHKIA
HEOOXiMHICTh OHOBIEHHS STREAM ocBiTH 3 ypaxyBaHHSIM ocoOnuBocTi  Game
Design/Development i NUI. Tomy MeToro 1€l poOOTH CTaJl0 BCTAaHOBIICHHS 3B'SI3KIB MiXK
STREAM-xomnioneHnTamu 1 etaniamu Game Design/Development 3 NUI, Ha OCHOBI IKUX MOKHA
Oyne OHOBUTH MeTOA0JI0T1H0 STREAM-0CBITH B Cy4acHHX YMOBax.

OcHoBHa 4actuHa. STREAM-ocBiTa BKIIIOYAa€ HACTYIHI KOMIIOHEHTH Ta Ba)KJIMBI
HABUYKH, SIKI HUMHU 3a0€3MeUyIOThCS:

1) Science — xpuTHYHE CTABJIEHHS A0 HENEpPEBIpEeHUX (DaKTiB, MPOBEACHHS JOCTIIKEHD 3
MOIIYKY 3aKOHOMIPHOCTEH Ta aHali3 pe3yibTaTiB;

2) Technology — BUKOpUCTAHHS MPOTPAMHO-AMapaTHUX TEXHOJOTIN JUIsl CIPOIICHHS
IpoIelypy BUKOHAHHSA MPOIECIB Ta 3SMEHIICHHS 1X TTOMUIIOK;

3) Reading/Writing — BMiHHS TIepelaTH Ta OTPUMATH PE3yIbTaTH pOOOTH;

4) Engineering — CTBOPEHHsI MPOTOTHIIIB MaTePiaJIbHUX MPOAYKTIB ISl CTIOKUBAYIB;

5) Art —TBOpUIN WiIXix OO TOWIYKY pilIeHb 3aBIaHb, BUKOPHUCTAHHS MOKINBOCTEH
MUCTEITBA MPU CTBOPEHHI MPOTYKTIB JJIsl KOPUCTYBAya;

6) Mathematics — dopmamizaiiss TBOPYMX MPOIECIB, BUKOPHUCTAHHSI MaTEMaTHYHHUX
3aKOHIB y BUPILIEHHI 3aBJJaHb

Busznaueno 3B’s13ku KoMmoHeHT STREAM-ocBitu 3 etaniamu Game Design/Development:

1) (Science-kOMIOHEHT) CTBOPEHHS KapTU eMIAaTii rpaBUiB K NOTEHUIMHUX CIIOKUBAYiB
T'pH, TOCIIIKEHHS 1X IICUXOTHUITY Ta po3podka Gamification Model Canvas;

2) (Reading/Writing-KOMIIOHEHT) CTBOPEHHS CIOKETYy, CIIEHapil0 Ta PO3KaJIPOBKU
(StoryTelling/Scripts)

3) (Reading/Writing-koMnoHeHT) omuc TmepcoHaxiB Tpu (Characters) 3 ypaxyBaHHS
MPOTAroHICTIB Ta AHTATOHICTIB;

4) (Reading/Writing-kOMIIOHEHT) OINUC IrpoBOro CBiTy (Seftings) 4depe3 dYacoBi
(icTopuuHi) , MicIie

5) (Technology-xomMnoHeHT) BU3HAUY€HHs irpoBoi mexaHiku (GamePlay): Play-npasuia
«Bubpatu» (Select), «3anucatn» (Write), «KepyBatu» (Manage), «OtpumaTu Baauy»
(Random), «Ctpinatun» (Shoot), «Pyxatucs» (Move) ta Game-npaBuna «CTBOpPIOBaTH»
(Create), «PyitnyBat» (Destroy), «Yuukatny (Avoid), «Ilorogutu» (Match);

6) (Art-KOMITIOHEHT) CTBOPEHHS MAJIOHKIB MPOTOTHUIIIB MIEPCOHAXKIB Ta IrPOBOTO CBITY Y
dopmarti 2D-rpadiku, 2D+i3omeTpii a6o 3D-rpadiku (Art Description);

7) (Art-xommnioneHT) onuc 3BYKY (Sound Description): My3udH1 KOMIIO3UIIIi Ta CHEIiaIbH1
e(heKTH Mo/l iIrpoBOTO CBITY;

8) (Art-KOMIIOHEHT) OMHUC CIICHAPII0 CIOKETHUX Ta peKIaMHHUX Bieo-TpekiB (Video
Description);
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9) (Technology-xoMmnoHeHT) BU3HAUYECHHs 1HTep(delicy B3aeEMOii rpaBls 3 IrPOBUM CBITOM
(User Interface): xnaBiarypa, mMO3UIiiiHI TpUCTpoi (2/3-KHONMKOBHN MAaHIMYJIATOP THUILY
"muma"; Tpex6oi; Joystick; Gamepad); cencopu Topkauus (Touchscreen, Touchpad, Multi-
touch); NUI (po3ni3HaBaHHs pyXiB OJIOBH, PO3Mi3HABAHHS ’KECTIB, pO3II3HABAHHS PYXIB TLIA,
pO3Mi3HABaHHS T'OJOCY)

10)  (Science-xoMmoHeHT) OallaHCYBaHHS PIBHIB 310HOCTEN TPaBIliB Ta iX 3yCHJIb MIPHU
NOJI0JIaHHI MEPEIIKO I irPOBOTO CBITY;

11)  (Reading/Writing-KOMIIOHEHT) MJIAaHYBaHHSI PO3BUTKY CIIEHAPHUX PIBHIB TPH;

12)  (Art-xommoHeHT) po3poOka rpadiku, 3ByKy Ta BiJI€O;

13)  (Technology-xoMmoHEHT) mporpaMyBaHHs TPH SK MpoLec 00 eqHaHHS iHTepdeicy
KopuctyBada, GamePlay-nipaBui irpoBoi MexaHikH 3 Tpadikoro, BiJICO Ta 3BYKOM;

14)  (Engineering-KOMIOHEHT) (QYHKIIOHATbHE TECTYBAaHHS KOMII IOTEPHOI IpOrpamu
rpu ( OeTta-TecTyBaHHS) SIK IE€pEBIpKa BIANOBIIHOCTI poOOTH (YHKLIM mporpamMu A0 ONUCY 3
Game Design;

15) (Engineering-KkOMIIOHEHT) €MOLIIOHAJIbHE TECTYBAaHHSA KOMII IOTEPHOI MpOrpamMu
rpu (anbda-TecTyBaHH:) SIK IEPEBIPKAa MAKCUMAJILHOTO MOKPUTTS BOCbMH BUJIIB €CTETUKHU IS
MOTCHIIIHHOTO TpaBI-CIIOKUBava: BimuyTTs (Semsation), dentesi (Fantasy), po3MOBiIb
(Narrative), Buxmuk (Challenge), OparepctBo (Fellowship), nocmimxenns (Discovery),
camoBupaxeHHs (Expression), manopsaakyBaHus (Submission).

OmuuM 13 mpuknagiB iHTepdeiicy NUI-tuny € BHUKOPUCTaHHA OE3KOHTAKTHOTO
CEHCOPHOrO0 IrpoBoro kKoHtposuepa MS Kinect BiICTeKEHHS PyXy JIOJUHU HA OCHOB1 HA0Opy 3
KOJILOPOBOi KamepH, iHGpayepBOHOTO BUIIPOMIHIOBaYa 1 Jaryuka Woro riauouHu. CrioyaTky
JUIsL CTBOPEHHI 1IrOp Ha OCHOBI KOHTpOJIepa IPOIOHYBaIMCs MOBH nporpamyBaHHst C# ta C++,
SIK1 MAlOTh BUCOKUI PiBEHb BUBUYEHHS IpOLIECYy MpOrpaMyBaHHs Ta 301pKH, HE3M0TaHHUM IS
oinpocTti mkoysipiB. ChOTroHI Ha Ypokax iH(QOPMATHKHU y MIKOJIaX BHKOPUCTOBYETHCS MOBA
BI3yaJIbHOTO OJIOKOBOT'O IMporpamyBaHHs Scrafch, TOMy CTBOPEHHsI IPOrpaMHOi 0101i0TeKH
Kinect2Scratch Bonontepom Stephen Howell 3 Microsoft 103BOIWIO CYTTEBO 3MEHIIUTU LIEH
6ap'ep [9].

AHami3 XapaKTepHCTHUK BIPTYaJIbHOTO CEPENOBUINA, SIKi CTBOPIOIOTHCS CEHCOPOM
KoHTposepy MS Kinect, Ta BpaxyBaHHsI 0OMeKEHHs rporpamu Scratch, 103BOJIWIA BU3HAYUTH
HACTYIHI XapaKTEPUCTHKH, sIKI MOKYTh CTaTH OCHOBOIO MJisl 1HKEHEPHUX Ta TEXHOJIOTIYHUX
STREAM-KOMIIOHEHT: MHOXHWHA CYyrj00iB CKelleTa JIOJIMHM, MPOTPAMHO JOCTYIHHX 4Yepe3
ceHcopu KoHTpoinepa MS Kinect; mpunyCTUMHN Jiana3oH BiJICTaHEW Bij] CEHCOpa KOHTPOJIEPY
MS Kinect no nioavHM; MakCMMajbHa IMIBUAKICTH NEPEMIIIEHHS KOHTPOJbOBAHUX CYTJI00IB
JIFOJIMHU; TUT TPOEKIi 00’€KTIB BIpTyaJbHOTO CEpeNOBUINA (HA Mia031, HA CTiHI); CIOCIO
po3TalryBaHHsl ceHcopa KoHTpojepa MS Kinect MO BiIHOWIEHHIO A0 JIOAWHU; MPHUITYCTHMI
pO3MipH BIPTYaJIbHOTO TIPOCTOPY, SIKE CTBOPIOETHCS MPOTPAMOIO Scratch; KUTbKICTh 0C10, pyXu
AKUX MOKE KOHTPOJIIOBATH CEHCOp KoHTposepa MS Kinect.

3anporoHOBaH1 3B'A3KM J03BOJIMIIN OpraHi3yBaTH [Ba MaicTep-Kiacu 3 MporpaMyBaHHS
BIPTYaJIbHO JIOTIOBHEHOI peajbHOCTI (yTOONBHUX TPEHYBaHb IIKOJSAPIB y hopMarti 1HIIATUBU
Meet and Code twxus xony €C 3a minrpumku [HcTHTyTy KoM totepHux cucrteM (IKC)
Opecbkoro HauioHalIbHOro MoJiTexHiuHoro yHisepcutety (OHIIY) npu BUKOHAHHI MPOEKTY
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ERASMUS+K2 « GAMEHUB: YHIBEpCUTETCHKO-IIMTPUEMHHIIBKE CIIBPOOITHUITBO B irpoBiit
IHIYCTpii B YKpaiHi».

[epmmit matictep-knac BinOyses 20 xoBTHA 2018 poky B IKC OHITY mns 50 mkonsapis 3
pi3HUX paiioHiB ofecbkoi obnacti Ta M. Opmecu [10]. Hpyruit maiicrep-kinac BinOyBcs 23
muctornana 2018 poxy B 30T Ne 10 m. I3main ms 14 mikossipiB 3 pisHuX mikia M. [3main [11].
VY wmalicTep-kiacax BOPOJOBXK JEKUTBKOX TOAWH 17 komaHa 3 3-4 y4JacHHKIB MPOUIILITH
HEBEJIMYKUM NUIAX MDKAMCUMIUIIHAPDHOTO HAaBYAHHS Yepe3 HACTyNHI eTamnu: pealibHi
TPEHYBaHHS 3 M’ SYaMH CEpeJ] YYaCHUKIB KOMAaH[; JTOCIIKEHHS 0COOIMBOCTE MOAETIOBAHHS
G13UYHUX TpoleciB (3ITKHEHHs Tij, BUIbHE MaJiHHS TUIAa) MPU MpOrpamMyBaHHI pyXy M'sya
MOBOIO Scratch; AOCHIKEHHS MOXIUBOCTEH poOoTu MS Kinect; mOCTIIKEHHS] MOXKIUBOCTI
nporpamHoi O16moreku Kinect2Scratch; po3poOka BilaCHHUX BIPTYyaJlbHUX TPEHAXKEPIB Mij
KEepyBaHHSIM TPEHEPIB.

BucHoBku. Pe3ynbratu 1BOX MaiicTep-KJaciB MOKa3alM 3allIKABJICHICTh IMIKOJSAPIB B
y4dacTi y 0araTbOX HaBYaJIbHUX Mpolecax, NoB’ s3aHux 31 STREAM-nanpsmamu:

— BU3HAYCHHS CIIEHApiiB (DI3UYHO AKTUBHHMX KOMIT IOTEPHHUX ITOp, SKMMH IIKABUTHCS
OUIBILIICTh MIKOJISPIB;

— TIPOBEJCHHS €KCIIEPUMEHTIB 3 MOIIYKY (PI3MYHHX BIPaB ISl CIIOXKKBAUIB, SIKI JIETKO
KOHTPOJIIOIOTHCSI CeHCOpaMu KoHTponepy MS Kinect;

— JocCTipKeHHs (PI3UYHUX MPOLECIB AKOCTI pO3Mi3HABAHHS PYXiB JIOJAWHU;

— BHUKOPUCTaHHS 3HaHb 3 MaTeMaTHKW ab00 CaMOCTiiiHEe iX OTpHUMaHHS ISl CTBOPEHHS
AITOPUTMIB KEPYBAaHHA BIpTyaJIbHUMH 00’ €KTaMU;

— cTBOpeHHs 2D-rpadiuHuX MOjenel BIpTyallbHUX 00’ €KTIB;

— TecTyBaHHS poOOTH MPOTOTHUIY MPOTPAMHOr0 TPEHAXKEPY 3 BIPTyaJbHHUX (DI3UUHHX

TPEHYBaHb.
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