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I'PA “SPACE SCHOOL” SIK OJJHA 3 IEPIINX CITPOB
TEU®IKALITI OCBITH B AAITOHII

AHoTamis. CydacHa irpoBa IHIYCTpisi TPaHC(HOPMYETHCS HHUHI y TOTYXKHY
KpeaTuBHY cdepy, 110 BUKIHMKAE 3POCTAIOUMM IHTEpEC MPOTPAMICTIB, XYI0KHHUKIB
Ta CIEHApHUCTIB, Ta CTUMYJIOE iX JIO0 PO3POOKH Irop, sKi 30epiraTUMyTh
aKTYaJIbHICTh Ta MPUBAOIUBICTh MPOTITOM TpUBAIOTO 4yacy. OJIHIEIO 3 KIIOYOBUX
po0OIeM OJHOKOPHUCTYBAIILKUX (CHHITIIUICEPHUX) IrOp € iX 0OMekeHa peirpadenb-
HICTh, OCKUIBKH TIICJISI 3aBEPIICHHS CIOXKETHOT JIiHIT MOBTOPHE MPOXOKEHHS YacTo
BTpaya€ eMOIINHY TITMOUMHY Ta HOBU3HY.

OnHuM 13 pilieHs 1i€i mpooieMu € po3po0Ka Creriani3oBaHuX IrPOBUX MPOEK-
TiB, K1 MOKHa 3aCTOCOBYBaTH B HaBYaJbHOMY Ipolieci. CTBOpEHHSI OCBITHbOT IpH
noTpedye 0COOIMBOI MATOTOBKKA PO3POOHMKIB M yBaKHE CTaBIICHHS 1O JCTalICH,
aJKe He BCl Cy4yacHl KOMIT IOTEpHI Irpy MiAXOAATh Jis TeiiMiikarii oCBITH.

SnoHis BBaXaeThcs OaTHKIBIIMHOK IU(GPOBHX Bifgeopo3sBar. OjHi€0 3
MEePITUX KOMIT IOTEPHHX 1rop B CBITI ctasia Pong, mo Oyna po3pobieHa SmoHChKOIO
kommaniero Taito Corporation 29 nuctonaga 1972 poxky. Ile nmoknano moyarok ajis
irpoBOi 1HAYCTpii B CBOi OCHOBI. SIMOHCHKI PO3POOHHKU OJHUMH 3 MEPIIUX
noOaYMiIn BEJIMKUN MOTEHIIal B IFPOBUX KOHCOJSIX M aKTMBHO iX PO3pOOJISLIN Ta
HiATPUMYBaIH, CTABIINA CBITOBUMH JIiIepaMH 3 IXHbOTO BUPOOHHMIITBA.

3 MOSABOI0 COTEHb KOHCOJBHHMX ITOp, Kl 3aXOMWIH PO3YM IIIPOCTAIOUOTO
MOKOJIIHHSI, MOsIBA OCBITHIX 1rOP JIJIsl 3a0XO0UYEHHS Y HABYAHH1 CTAJIO MTUTAHHSAM 4acy.
OnHaKk TNHTAaHHS TEXHIYHOTO 3a0e3MEUEHHs IIKUT Ta IIKOJSAPIB 3aJUIIaToCs
BIIKDHTHM 0arato pokiB. I Xo4a BapTiCTh irPOBHX KOHCOJEH CTPIMKO
3MEHIIyBaJIach, HE KO’KHA POJIMHA MOTJIa JO3BOJUTH co01 Take mpuadanns. Came
yepe3 11e, BBeAeHHS reimigikaiiii B ocBiTi y 80x OyJio cKopill JOKaJIbHUM Ta

eKCTIEpUMEHTAIbHUM SIBUILIEM.

CMITMBUM KPOKOM Yy HampsIMKy CTBOPEHHS OCBITHIX IrOp cTaja KOMI I0TepHa
rpa Space School, ctBopena nis irpoBoi koHcosi Nintendo Famicom (BizmoMoto sk
Nintendo Family Computer a6o Nintendo Entertainment System). I'pa mana yHi-
KaJIbHE JJIs1 CBOTO 4acy MOEJHAHHS ITPOBOT MEXaHIKM Ta OCBITHHOTO KOMIIOHEHTY,
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CUCTEMY KOHTPOJIO Ta MEPEBIPKU 3HAHb, a TAKOX JESKI TEXHIYH1 PIIICHHS, SKi
3ano6iranu yutuHry (Big anria. Cheating — maxpaicTBo) 3 OOKY HIKOJISIPIB 3151
MOKpaIieHHs OIiHOK. BoHa yCHillIHO Mo€aHaNa CIOKETHY MOTHUBAIIII0, METOJIUYHY
MIMOWHY, TEXHOJIOTIYHY CKJIaaHICTh. [Ipo€ekT He HaOyB MacoBOCTI 1 HE BUUIIOB Ha
CBITOBMI PUHOK Y€pe3 eKOHOMIUHI TPYIHOIIII, TEXHOJOTIUHI IIUKIIH Ta BICYTHICTH
KOMepIiiiHoi Buroau. BomHouac, mosiBa OCBITHIX KOMIT' IOTEPHHX IrOp BiIKpuiia
JUTSL OCBITSIH HOBUH HAIIPSIMOK, SIKUI CTaB MIEPCIEKTUBHUM Y HAIll JTHI — BUBUCHHS
BIUTMBY reiimigikailii Ha 3aCBO€HHS 3HAHb IIKOJISIPAMHU.

KuarouoBsi cioBa: mudpoBizailisi 0CBITH, IrpoBa 1HAYCTPis, KOMIT FOTEPHI IrpH,
po3poOka irop, mporpaMyBaHHS, ITPOBI MEXaHIKM, KOMII IOTEpHA Tpa, IrpoBa
KOHCOJIb, TECTYBaHHS 1rop, TECTOB1 3aBJaHH.
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THE “SPACE SCHOOL” GAME AS ONE OF THE FIRST
ATTEMPTS AT GAMEFICATION OF EDUCATION IN JAPAN

Abstract. The modern gaming industry is currently transforming into a
powerful creative sphere, which arouses growing interest among programmers,
artists and screenwriters, as well as stimulating them to develop games that will
remain relevant and attractive for a long time. One of the key problems of single-
player games is their limited replayability, since after the storyline is completed,
repeated passage often loses emotional depth and novelty.

On the one hand, this problem may be solved by developing specialized game
projects that can be used in the educational process. Creating an educational game
requires special training of developers and careful attention to detail, because not
all modern computer games are suitable for gamification of education.

Japan is considered the birthplace of digital video entertainment. One of the
first computer games in the world was Pong, which was developed by the Japanese
company Taito Corporation on November 29, 1972. This laid the foundation for the
gaming industry at its core. Japanese developers were among the first to see the
great potential in game consoles and actively developed and supported them,
becoming world leaders in their production.

With the advent of hundreds of console games that captured the minds of the
younger generation, the emergence of educational games to encourage learning
became a matter of time. However, the issue of technical support for schools and
students remained open for many years. And although the cost of game consoles




S25)

2026

ISSN 3041-1572 Online

was rapidly decreasing, not every family could afford such a purchase. Therefore,
the introduction of gamification in education in the 80s was rather a local and
experimental phenomenon.

A bold step towards creating educational games was the computer game
“Space School”, created for the Nintendo Famicom game console (known as the
Nintendo Family Computer or Nintendo Entertainment System). The game had a
unique combination of game mechanics and an educational component for its time,
a system of control and verification of knowledge, as well as some technical
solutions that prevented cheating by schoolchildren to improve their grades. It
successfully combined plot motivation, methodological depth, and technological
complexity. The project did not gain mass popularity and did not enter the world
market due to economic difficulties, technological cycles, and the lack of
commercial benefit. At the same time, the emergence of educational computer
games opened a new direction for educators, which has become promising today -
the study of the impact of gamification on the acquisition of knowledge by
schoolchildren.

Keywords: digitalization of education, gaming industry, computer games,
game development, programming, game mechanics, computer game, game console,
game testing, test tasks.

IMocranoBka npodJiemu. Ha choro/iHi irpoBa iHAYCTPisl € BETUYE3HOIO Melia-
IMIIepi€r0 3 TUCAYAMH KOMIIAHIM, CIEIIadicTiB W MUTbApAHUMHU obOepTtamu. Y
PO3pOOKY KOMIT' FOTEPHHUX IrOp 3ay4aroThCsl BETUKI KOUITH, CHOPMYBAIIUCh YiTKi
mpaBWiia po3pOOKH Ta KOHKYPEHIIli, a TaKOX MUIbHOHHU TPaBIIIB 10 BCbOMY CBITY,
SKI YEKAlOTh Ha HOBI MPOEKTH. TBOpYl CHEIIANbHOCTI, TaKi K XYJOKHUKH,
KOMIO3UTOPH, TPOTPaMICTH, MUCHMEHHHUKH, BCE YacTillle 3BEpTAIOTh yBary Ha
ITPOBY 1HIYCTPIIO SIK HA MOCTIHHY POOOTY.

Curif 3rajiaTl MOHSATTA KOMIT'IOTEpHOI rpu. Moro po3yMiroTh SIK Iporpamy,
CTBOpEHY Jisl MEePCOHAIBLHOTO KOMIT I0TE€pa, IrPOBOT KOHCOJI 4u cMmapTdoHa 3
pPO3BakaIbHOIO MeTO10. PO3pOOHMKY MparHyTh CTBOPUTH TaKl irpu, Mpo 5Kl Oy 1y Th
TOBOPUTH U Yepe3 pOKH Micis penizy. Bucoka KOHKypeHIsl Ha pUHKY U CTaHJapTH,
10 MOCTIIHO 3MIHIOIOTHCS, 3MYILYIOTh PO3POOHUKIB aaNTyBaTUCh MiJ] HOB1 pealtii
Ta MPUIAYMYBAaTHU BcE OUIbII YHIKAaJbHI MPOEKTH, $KI MIHIMAJIBHO CXOXI Ha
NOTIePETHUKIB.

Cripo6u 3anpoBauTH €1eMEHTH reiMidikailli OCBITHBOTO IMpoluecy Oyiu mie
B enoxy 8-01THUX KoHcozel. Tak, 11e 0 MosBY Cleliali30BaHuX HAaBYAIbHUX 1r0p,
icHyBanu «xjoHm» NES y ¢opmi knaBiaTypu, siKI BUKOPHCTOBYBAJIUCH JIs
BUBUYEHHs MOBM nporpamyBanHs BASIC.

AHAJI3 OCTAHHIX JOCTIA)KEeHb I myOJrikamii.

Baprto 3a3HauuTH, 110 HUHI BUBYEHHS JIOCBIYy PO3POOKH Ta 3aCTOCYBAaHHS
KOMIT IOTEPHHUX 1rOp B OCBITHBOMY MPOILIECI Cy4acHOI MIKOJIU MOKU 110 He Ha0yJio
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CUCTEMHOCTI 1 3/1IIICHEHO HE MOBHOIO Miporo. OHAK BXKE € MEBHI HamlpaltoBaHHSI
cepell BITYM3HSIHUX BYeHUX. [eiiMidikailiio sSK METOJ ONTUMI3alllii HAaBYAaHHS Ta
YUHHUK TMiaBUIIeHHS edektuBHOCcTI BuBYainu J[. BepOomenpkuii, O. ['opbanp,
O. Makapesuu, M. Manenpka, H). Moiicetok, O. Ilaciunuk, C. IlerpeHko,
JI. Camuyxk, C. Tomouxko, C. Uypok Ta iamri [1]. ['eiimidikariis sk 3aci0 miaBUIICHHS
e(eKTUBHOCTI HAaBYaHHS B MOYATKOBIN IIKOJ1 PO3MIIsaanacs TAKUMU BUECHUMHU, SIK
JI. XKuninosa, O. Kapa6in, K. JIsmenko; reliMidikaliito OCBITHROTO TPOIECY i
Yyac BUBYEHHS HaBYAJIbHUX MPEIMETIB y 3arajibHii cepeAHiil OCBITI TOCIIIKYBaIU
I. bopuciok, M. Map’enko, O. Ilinuyk, H. ScekoBa. I'eiimidikariis sk MeTOM
ONTHUMI3aIlli BHKJIAJaHHSA aHTJIIMCHKOI MOBH CTYJICHTaM 3aKJajiB BHIIOI OCBITH
BuBdanacsa K. amammn; reimidikamis y npodeciiHo-neaaroriyii  mjaroToBIli
MaioyTHhoTO BunTens — I'. Kobepauk; hopmyBaHHs nmpodeciitHOi KOMITETEHTHOCTI
Mai0yTHHOTO BUMTENSI IHO3EMHOT MOBHY 3 BUKOPHUCTAHHSIM €J€MEHTIB redMidikarii —
C. JleHbraeBoro; mejaroriyHi yMOBH 3aCTOCYBAaHHSI KOMIT FOTEPHUX JTHIAKTUYHUX
irop y ¢gaxoBiii mAroToBii MaOyTHIX Y4YUTENIB MaTeMaTUKU Ta 1HPOPMATUKU —
H. Kupunenko Ta iH. OJHAaK HEAOCTATHHO JOCTIIKEHUM 3aJIUIIAETHCS ACTIEKT
PO3pOOKH Ta TECTyBaHHSI KOMI IOTEpHUX 1rop [6].

Meta cTaTTi — AOCHiIUTH cripoOy BIPOBAKEHHSI KOMIT IOTEPHOI Irpu Space
School B Smownii sk 3aci6 reiimidikarlii 0CBITHBOTO MPOIECY HA MPUKIAAi BepcCiit
TpH JJis1 BUBYEHHSI MAaTEMaTHKH.

Buxknaa ocHoBHoro marepianay. I[IpoTsrom Bci€i icTopii JrOACTBa rpa
3QIMIIAETHCSA OJTHIEIO 3 OCHOBHUX (POPM JTIOJICHKOI AISTBHOCTI, IO CIIPSMOBaHA Ha
BIITBOPEHHSI Ta 3aCBOEHHS JOCBIAY, Y XOJ1 SIKOTO (OPMY€ThCS Ta BIOCKOHA-
JIOETHCS TOBEIIHKAa OCOOMCTOCTI, MOYKJIMBOCTI caMOKepyBaHHs Hero. I'pa 3gaTHa
32I0BOJIBHATH COLIATbHUM, TCUXIYHUN, €MOMIWHUANA, MOPAIBHUNA PO3BUTOK, OTOXK
BUKOPHUCTAHHSI ITPOBUX €JEMEHTIB y HaBYaHHI MPaKTUKYEThCS JaBHO. Y Tpi
JI0JIMHA, HAa4Y€ aKTOp Ha CLIEHI, Tpa€ NMEBHY POJIb Ta BUKOHYE meBHI 1utl. Came min
Yac rpy JIOM BCTYTAIOTh Y Pi3HI BIIHOCUHU: CHIBPOOITHUIITBA, B3a€EMO/IIi, B3aEMO-
JOTIOMOTH TOIIIO.

Cepen 3HAUHOTO MAacHUBY IMEAroTriYHUX OCBITHIX IFOp OKpeMe Miclie 3aiMaroTh
KOMIT FOTEpHI irpy, Ha SKi Bce OUIbINE TOCTITHUKIB BKa3ylOTh SK Ha €(PEKTUBHUI
3aci0 HaBuaHHs. CydacHI Menarord BBaXkarOTh, IO KOMIT IOTE€pPHI IrpU MaroTh
3HAYHUM KYJBTYPHUN, COLIATbHUM, €KOHOMIYHUM, MOJITUYHUNA 1 TEXHOJOTTYHUMN
BIUTWB. 3 OTJISIAY HAa IIUPOKY MOIMYJISPHICTH BiIEOIrOp, iXHIO 3aTHICTh MIATPUMY-
BaTU TPUBAIY B3a€EMOJIII0 3 TPABLSAMU, CXWIBHICTh /10 aKTUBHOTO CILUIKYBaHHS 3
HUMH, CTa€ 3pO3yMUTUM IHTEPEC YUUTENIB O IXHHOTO OCBITHBROTO TOTCHITIATY.

[ToHATTS KOMN tomepHoi epu Tiepeadadae mporpamMHe 3a0e3MeueHHs, B3aEMO-
Jis 3 SKUM BiIOyBaeThCcs udepe3 KOMII'OTep abo iHIMMNA TPUCTPid (HAMpPUKIIAI,
IrpoBa KOHCOJIb), 3 BUKOPHUCTAHHSIM OJHOTO 3 JOCTYIMHHX MAaHIMyJSATOPIB (Kia-
Bilarypa, muiia, reimnan, touro) [9]. Ilig nmousarrsam "oceimmui komn tomepni iepu"
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JOCITITHUKU PO3yMIIOTh CIIELIATbHO PO3pO0IIeH] MPOTrpaMHi NPOYKTH, CTBOPEHI 3
METOI0 TOJa4l HAaBYAJIbHOTO Marepially uepe3 IrpoBl MEXaHIKH, 0 BUKOPHUCTO-
BYIOThCSI B KOMIT IOTepHUX irpax [8].

3anpoBa/KEHHS ITPOBUX MEXaHIK Y OCBITHIM IISJIBHOCTI 30UIbIIYE 1HTEpEC
YYHIB JI0 BHUBYCHHS HAaBYAILHUX MarepiajiiB, MIJBUIIYE MOTHBAII, (OpMYye
BMIHHSI KOMYHiKalii. OT0Xk, KOMIT'IOTepHAa OCBITHS I'pa € OJIHUM 3 YHIBEpPCaTbHUX
3aco001B VI cCaMOBHUpPaXEHHS, TMOKpAIlleHHS HaBYaJbHUX HABUYOK W MOTHUBAIIll
[2][8].

Ha cporoguimuiii neHp SnoHis € nigepoM y BUPOOHHIITBI €JIEKTPOHHUX
pO3Bar, 10 SKUX HaJleXkaTh 1 KOMIT I0TepHI irpu. OJIHI€I0 3 MEePIIUX KOMIT FOTEPHUX
irop B cBiti crama Pong, mo Oyna po3poOseHa sMOHCHhKOI KowmraHiero Taito
Corporation 29 nucromana 1972 poky. lle moknano mo4yaTok pO3BUTKY ITpOBOI
IHAYyCTpii B CBOi OCHOBi. SIMOHCHKI PO3POOHMKH OJHHMH 3 MEPUIUX MOOAYUIU
BEJIMKMM TOTEHIlAJl B ITPOBUX KOHCOJSIX MW aKTHMBHO iX pPO3poOJsiiu Ta
HiATPUMYBaIH, CTABIIUA CBITOBUMH JIiIEpaMH 3 IXHbOTO BUPOOHUIITBA.

3 MOSIBOI0 COTEHb KOHCOJBHHUX ITOp, SIKl 3aXOMWIHM PO3YM TiAPOCTAIOUOTo
MOKOJIIHHS, MOSIBA OCBITHIX 1rOp ISl 3a0X0YEHHS Y HABYaHHI CTaJIO0 MUTAHHAM 4acy.
Onnak npoOieMa TEXHIYHOTO 3a0e3MeueHHsl IIKUT Ta IIKOJSIPIB 3alulianacs
HEBHPIIIEHOI0 Garato pokiB. M xo4a BapTicTh irpoBHX KOHCOJIEH CTPIMKO 3MEHIITY-
BaJlach, HE KOJKHA POJMHA MOTJa T03BOJIUTH co0i Take nmpuaoanHsa. Came depes Iie,
BBeZleHHs1 reiMidikaimii B ocBity y 80-x pokax XX croditrss OyJio CKOpIII
JIOKaJTbHUM Ta EKCIIEPUMEHTAIBLHUM SBUIIEM 33 MEPEBIPKU KUTTE3TATHOCTI
i71ei.

OnHi€ero 3 epIIUX OCBITHIX 1rop € KoMl 1oTepHa rpa Space School, ctBopena
11t irpoBoi koHconi Nintendo Famicom (Bimomoto sixk Nintendo Family Computer
a6o Nintendo Entertainment System). I'pa Mana yHIKaabHE JJ CBOIO Yacy
MOEHAHHS ITPOBOT MEXaHIKH Ta OCBITHHOTO KOMITOHEHTY, CHCTEMY KOHTPOJIIO Ta
MEPEBIPKU 3HAHb, a TAKOXK JEAKl TEXHIYHI PIMICHHS, K1 3aM00iraid YUTHHTY (BI]
anri. Cheating - maxpaiicTBo) 3 00Ky IIKOJSIPiB 33151 OKpaIlleHHs! o1iHOK. [TosiBa
OCBITHIX IrOp BiAKpWIa JJIsl OCBITSIH HOBUW HANPSAMOK, SIKH CTaB MEPCIEKTUBHUM
y Hallll JTH1 — BUBYCHHS BIUTUBY KOMIT FOTEPHUX IFOP HAa 3aCBOEHHS 3HaHb IIKOJISIPaAMH.

3nauennsn 8-0imuux KoHcoel 01 PO3BUMKY i2p08oi iHdycmpii

Bubip B sxocti miiargpopmu aiist ocBiTHOI rpu NES 3yMoBieHui kKoJsiocalb-
HOIO TMOMYJISIPHICTIO IrpoBOi KOHCOJI Ha OarpkiBiiuHi. Nintendo Entertainment
System Oyina BumnymieHa y 1983 pomi B Anonii # B 1985 pomi B CIIIA Ta €Bpomi
[11]. KoHcoip mIBHIIKO 3aBOIOBaIa MPUXUIIBHICTh ayIUTOPIi i 32 POKHU ICHYBaHHS
1151 Hel Oyl CTBOpEH1 TUCs Y1 irop. JloMaliiHs irpoBa KOHCOJIb KOIIITYyBaJla 3HAYHO
JICIIEBIIIE 3a MEPCOHAJbHI KOMIT'IOTEpPU TOTO Yacy, OTOX BHUOIp 1 B SIKOCTI
mw1aTGopMu 11 PO3pOOKH TPH MaJI0 €KOHOMIYHHMM CeHC. 3a PI3HUMHU JaHUMH, B
Snownii 6yno npoaano Big 19 no 20 mutH komiid KoHcod1 [9].
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Brecox konconeit Nintendo Famicom/NES Tta Sega Master System y
PO3BUTOK IrpoOBOi 1HAYCTpii Baxko mnepeoinuTu. Ciig 3ragaTd  MUTBHOHH
NPOJAHMUX KOMiN TakuX JereHaapHux irop, sk Super Mario Bros., The Legend of
Zelda, Castlevania, Contra, Metroid, Final Fantasy, Mega Man, Donkey Kong,
Duck Hunt, ta iamri [12]. Briepiie B ictopii irpoBa iHIyCTpis cTaja po3risgaTUCs
HE JIWIIe SK po3Bara, a ¥ sk BeIWKHM Oi3Hec. biapmricts cyyacHux AAA Ta iHmI-
po3poOHuKiB y 80-X - 90-x Oynu IITbMU, SKI ITpaJI Ha BUILIE3a3HAYECHUX KOHCOJISX.
Came 11 irpu HAAUXHYJIH iX IMOB’SA3aTH )KUTTS 13 pO3POOKOIO irop.

Konyenuin 2pu ma it 6uKOHAHHA

Space School (takox Binoma sk NHKZ[E], a6o NHK Gakuen Space School)
BUITyCKaJlacsl y JACKUTBKOX BEpCLX: JJIs BUBYEHHS MareMaTtuku B 4, 5 Ta 6 Kiacax
BiAnoBigHO. KoxeH kypc OyB MOAUICHUM Ha JBa KapTpUIXKi. Irpu po3poOsivcs
cymicHo 3 Tokyo Books Ta simoHchkoro Tenepaniokommnaniero NHK. Kaprpumxi 3
irpamu ¥ amantepu Konami QTA Adaptor, HeoOXinHi i iXHBOI poOOTH,
MOCTABIISIACS €KCKITIO3MBHO Y HaBYANbHI 3aKiaau, W mpuadaTté y 3BUYAHMHOMY
Mara3uHi €JIeKTPOHIKU iX OyJI0o HEMOXJIUBO. Uepe3 Iie B Halll JIHI Il IPUCTPOIi
MarOTh BEIUKY KOJICKIIHHY IIHHICTD.

BaxnuBo Oysio CTBOpUTH TIpy, OpIEHTOBAHYy Ha JuTA4dy ayautopito. Lle
O3Hauae, 110 rpa Majia BIAMOBIIATH TaKUM KpuTepisMm [3]:

® HE MICTHTH XKOPCTOKHX a00 HEOAHO3HAYHMX CIIEH, SIKi MOXKYTh HETaTUBHO
BIUTMBATH Ha MCUXIKY MIAPOCTAI0YOTO MOKOJIHHS;

® KOHTEHT T'pU Ma€ BIJIMOBIIATH BIKOBUI KaTeropii, Ha sIKy BOHa Opi€HTOBaHA
(OKpiM BiJICYTHOCTI KOPCTOKOCTI, TIpa HE Ma€ MICTUTH CEKCyalli30BaHUX
MEPCOHAXKIB, a3apTHI ITPU, PO3NUBAHHS YU PEKIaMy aJIKOTOJIbHUX HAMOIB, MAJIHHS,
Ta 1HIII MKiUMB1 3BUYKH, SIKI MOXYTh HETaTUBHO BIUIMHYTH HA JUTHHY);

® CKJIQJHICTH ITPOBOrO Tporecy Mae OyTH HWKYE 3a CepeaHi0 U He
BIJIBOJIIKATH B1J TOJIOBHOI, OCBITHBOI METH;

® J1iaJIoTH TPU MAIOTh OyTH MPOCTHMH, 3pO3YMUTUMHU ¥ HE MICTUTH HEOIHO-
3HAUHUX CJICMCHTIB;

e 3po3yMila 1 MPO30pa CHCTEMa OIIHIOBaHHS (HAMPHKIAA, TECTH 13 3aKpH-
TAMH 200 JTOBUILHUMH BIATMOBIISMH, MiAPAaxXyHOK OaiiB /Ui BU3HAYCHHS OIHKH,
TOIIO), HA SIKY MOXJIMBO BIUIMBATH BUKIIIOYHO IrPOBUMH HaBUYKaAMU;

® OCHOBHHMM €JIEMEHTOM TE€HMILICI0 Mae OyTU OCBITHIM mpoIiec: po3B’si3aHHs

3aBJaHb, ITOCTABJICHUX BYHUTCIICM.
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Mamwonoxk 1. Obxknaounka epu Space School ons 5 knacy

3a CIOKETOM, JIOJICTBO BHUUIIIO Yy KOCMOC U BCTAHOBWJIO KOHTAaKT 3
IHOIUIAaHETHUMH IuBLII3aIMu. OmgHak BececBIT 3axommieHo TemauM Coro30M, SIKHIA
MOYHA NIEPEMOTTH JIUIIE TOJ1, KOJU AiTH HaOepyTh BUCOKUI 1-piBeHb (BOYEBU/b,
Ma€eThCs Ha yBa3i piBeHb iHTENEKTY). [lig gac reliMIuiero, yuHi MPUITITAIOTh B Pi3HI
3IpKOBI CUCTEMH, SIKi € TEMaMH 3aHsTh. B KOXHIN Takiii cUCTEMI € JeKiIbKa TUTaHeT,
K1 € 3aHATTAMHU Ha KOHKpPETHY Temy. KokHe 3aHSTTS MICTUTH:

®HEBEJIMKUI TEOPETUYHUI MaTepiall, SIKHUM MOXHA TMOBTOPHO MEPEIUBISTUCS
B OyIb-SIKUH MOMEHT;

®pO3B’ 30K NPHUKJIAIIB 3 OITMCOM IMOCTIIOBHOCTI iif;

® ICKUIbKA MPUKIIAAIB, SIKI y4€Hb MA€ PO3B’S3aTU CAMOCTINHO Ha OI[IHKY.

I'pa miaTpumye BBeJEeHHS BIAMOBIIECH 3a TOMOMOTOI0 redMmany. AJTOPUTMH
NEepeBIPSAIOTh BIANOBIAb, ¥ Yy BUNAAKY ii NPaBUIBHOCTI, YYHS HaropoxyloThb
rapHoro omiHkow. Ilig 4dac 3aHsATh MOXKHA MOCHUIKYBAaTUCh 3 BIPTyalbHUMH
OJHOKJIACHUKAMM Ta BUMTENIEM, SIKI € MPEACTAaBHUKAMM IHIIUX BHUIIB W MAaloTh
0a30B1 OCHOBHU 1HJIMB1IYaJIbHOCTI MEPCOHAXKIB.

[Ticns mocmimkeHHsT BCIX YPOKIB, BIIKPUBAETHCA JTOCTYI IO TECTYBaHHS IO
BCiM Temi. BaximBO, 10 TECTOBI 3aBIaHHS PO3MOBCIOKYBAaTUCh pa3oM 13
KapTpUKaMU Y BUIIISIA1 CYNPOBITHUX MarepiaiiB i OyJu AOCTYIHI JIMIIE MiJ] Yac
3aHATH y MIKOJI. BOHM OpyKyBaiiucs Ha marnepi ¥ MICTWIM 3aBIaHHS JJISl YYHIB 3
BiAMOBiAHMX TeM. IX TpebGa Oyno BupillyBaTH KIaCHYHMM METOJOM Yy 3OIIMTI, a
BIJIMIOBIJII 3aHOCWJIMCH O€3MOCEPEIHhO B IPy. Y BHIIAJKy BHECEHHS MPaBUIbHOI
BIJIMIOBI/I1, TPABISIM JEMOHCTPYBaIach 3aCTaBKa MOPA3KU TOJIOBHOTO 3J710M1s TPH, Y
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BUIAJIKy HEBJIaui — Horo nepemMora. BinmoBinHo, Biipi3HsiIack U OIIHKA, SIKY BHUC-
TaBJISIB YUUTEIb.

[licns mpOXOJKEHHST BCIX 3aHATh, BIJKPUBABCS JOCTYI J10 (IHAITBHOTO
€K3aMeHy, SKUW OXOIUTIOBaB BCl BMBYEHI TeMH. byna mepenbadeHa BiapaBKa
KapTpumkiB  y Tenepamiokommnanito NHK ans Bepudikamii pesynbraTiB i
00CITyTOBYBaHHS KapTPUKY JJIS HACTYIHOTO CeMecCTpy (OYHIIEHHS Tam’ ATl 1o
3aBEPIICHHIO CEMECTPY).

Manwnox 2. Ieposuti npoyec Space School

3 mporpaMHOi TOYKH 30py, I'pa BHUKOHAHA HA HAWBUIIIOMY JJIs CBOEI
mwiatdopmu piBHI. BoHa BHKOpPUCTOBYE CKIaaHy Tpadiky, TaOiauil W MICTUTH
BEJIMYE3HY KUIBKICTh CHMBOJIIB, IO JJis §-O1THOi irpOBOi KOHCOJI € BEIIMKUM
HaBaHTaXKEHHSAM. MICTHUIOCA JNEKIIbKa JIAJEKTIB SIIOHCHKOI MOBH, IO CBIJYHTH
PO MOTEHIINHY MacIITabOBaHICTh MPOEKTY Ha iHII npedekTypu. MaremarnudHi
MPUKIAIN CYIPOBOKYIOTHCS aHIMalliero Ta rpadikoro TaMm, Ji€ 1€ MOTPiOHO
(moOynoBa reoMmeTpudHuX (Piryp, Tabaull, piBHIHHS, TOIIIO).
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[lepconaki BUKOHAHI Ha BUCOKOMY PIBHI i CTBOPEHI B aHIME-CTHJIi, a caMe —
TUTAYOMY CTHI1 Kojgomo. @opma Ta 30BHINIHICTH T€pOiB M’siKi, HEarpeCcUBHi, 110
BUKJIMKA€E B yUHS BiIUyTTs koMmpopTy i 6e3neku. Konbopu sickpasi, ajne BogHOYAC
30aJlaHCOBaHI, 110 HE YHWHUTh Ha TMCHUXIKY JIWTUHHA HAIMIpHO 30YyJKyBaJlbHUN
edeKT, aje npu IbOMY 30epirac BUCOKMM pIBEHBb 3allikaBlieHOCTI. Hackpizamii Ta
3pO3YMUIMI CIOKET 1M030aBJICHUM HENHIMHOCTI YU CKJIAJHUX MOJ1H, alie CTBOPIOE
epeKT B3alydyeHOCTI AUTHUHU OO0 MOJIA, 10 BigOyBaroThbcs. [IeBHUM 4YHHOM,
PO3BUBAETHCS BIAMOBINAIBHICTh Y4YHS 3a MOAIl B Tpl, aJKe BiJ YCHIIIHOCTI
CKJIQJICHUX TECTIB PO3BUBAETHCS MOMATBIINI CIOKET.

OTxe, 3 IpOTpaMHOI Ta XyA0KHBOI TOYKH 30Dy, II€ MIOBHOIIIHHA W caMOJ10C-
TaTHA Tpa CBOTO 4yacy, crBopeHa s 8-6itHoi iatdhopmu Nintendo Famicom/NES.
HagiTe y BUManKy CBITOBOTO peii3y I rpa TiAHO BUrIsgaia 60 Ha ¢oHI HAWCHIIb-
HIIIMX KOHKYPEHTIB, X0ua i Mae 1HIlle MPU3HAYCHHS.

Texniuna peanizauis

I'pa Space School po3noBcromKyBatach Ha YHIKaIbHUX KapTpHIKaX, sKi HE
Ooymnu cymicaumu 3 Nintendo Famicom um NES. I'pa motpeOyBana ansi poOotu
Konami QTA Adaptor, amxe mana 40-KOHTaKTHY IUIOIIMHY 3aMICTh CTaHAAPTHOI
st atopmu 60-koHTakTHOI. [le Oy0 CTBOPEHO MJisl YHEMOKIIUBIICHHS 3HATTS
JnaMmmy rpu (KomitoBaHHS (aiiliB IpH 3 IULIIO MIpaTChbKOTO PO3MOBCIOKEHHS YU
JTOCIIKEHHS pOOOTH JIOTIKM TpH) YW MiApoOKM ¢aimiB 30epexeHb, Kl BKe
PO3MOBCIOIKYBAIUCH CBITOM Yy 80-X — 90-X pokax XX CTOJITTS.

Kaptpumxk ckinagaerbest 31 ctangapTHOT iieln-mnam’ aTi, Ha aKy OyJ10 3alucaHo
00pa3 rpu 3 HeMOXKJIUBICTIO Horo Mmoaudikaii. Takoxk Ha TIaTi po3TanioByBaiach
EHEepro3aJiekHa IMaM’siTh, sika KUBWIAcs BiJ HeBenukoi Oarapeiiku CL2032 HaBiTh
TOMl, KOJU KapTPUIK BII €IHAHO BIiJ IrpoBOi KOHCONi. B 1m0 Mikpocxemy
3aMUCYIOThCS JlaHl MIKoJsApa (Horo iM’si, HOMEp, a TaKOXK pe3yJIbTaTh TECTYBaHHS ).
Ile mo3BoJIsIE€ 3pOOUTH KapTPUIK OaraTopa3oBUM, aje JOCTATHLO 3aXHUIICHUM BiJl
30BHIIIHBOTO BTpYy4YaHHs, ajpke mMoaudikamia aitniB 30epexxeHs norpedyBaia 6
crieniaibHOro OOJIaIHAHHS, SKOTO B T1 YacH HE MOIJIO OyTH BIoMa y OUIBIIOCTI
poauH. Takoxk, BTpy4aHHs B CTPYKTYpY (ailny 30epekeHb 3 BEIMKOI0 HMOBIPHICTIO
npu3BoAMiIa 0 70 HOTro MOMIKOXKEHHSI a00 CTHUpPAaHHS BCIX JaHMX (HANPUKIIAJ, IMi]1
4ac KOPOTKOYACHOTO BIJIKIIOUEHHsS Bij Oarapeiiku). TakuM ke UMHOM, 4Yepe3
BUIIMaHHsI OaTapelku Ha JEKUIbKa XBWIHMH, BIIOYyBaJIOCS CTHUpaHHS 30€peKeHb
MOTIEPEIHHOTO MIKOJISIpa Mepe/l, HAPUKIIA/, Nepeaadueto KapTpuaka HOoro HacTyTI-

HUKY.
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Manronox 3. Kapmpuoowe Space School cunvro 6iopizHascs 6i0 inwiux 0is
yiei ieposoi cucmemu 1l nompebysas 0151 pobomu cneyiaibHull adanmep

Binpizasiiiach ¥ KUIBKICTHh KOHTaKTIB Ha KapTpumxki. Ockinbku OyaoBa
MaTEepPUHCHKOI IJIaTH KapTPUIKY Ma€e KOHCTPYKTHBHI BIIMIHHOCTI, Ipa Tparoe 3
JaHUMU 1HIIUM 4yuHOM. Yepe3 Iie Hapasi He iCHye MOBHOTO JaMIily Tpu Space
School, axuii mpamroBaB Ou Ha emynsTopax. Uepe3 I LIHM Ha OPUTIHAIBHHI
KapTpHUIK Ha BTOPMHHOMY PHHKY 30€piraroThbCsi Ha BUCOKOMY PIBHI U € OakaHuUM
KOJICKIIHHUM 00’ ekToM. Uepe3 HeBEIUKHUM THPaK Ta MPUPOIHE CTAPIHHSA KOMI FO-
TEPHUX KOMTIIOHEHTIB, Mpare31aTHUX KapTPHUIKIB TP 3ATHIIMIOCS dYKE MaJIo.

Konami QTA Adaptor OyB He nulie KiroueM sl poOOTH KapTpUIKY, a U
NPOJIOBKCHHSIM amapaTHoi YacTMHU irpoBOi KOHcCoOJ. BiH MicTHB m0maTKOBY
OTNEpaTUBHY Ta Bifeomam’siTb JJiS BUBOAY po3iupeHoi rpadiku. Lle mo3sossie
00poOIATH OLTBITNN 0OCST TaHUX W BUBOJAUTH OUTBII CKJIQJIHI 300payKeHHS.

[Tocriiina maM'sTh, Ha SKild OyJia 3amucaHa rpa, € 3aXHIIEeHO0 Bif 3amucy. [1in
yac 3allyCKy rpa mepeBipsie, M He Oyno BTpyYaHHs y MaMm’siTh, MEPEBIPAIOYU
KOHTPOJIbHI CyMHU rom-daitny. Y BUMAAKy YCIIIIHOI NEpeBipKH, Tpa TMOBEpPTaE
cratyc «OK» 1 IPOJOBXKY€E 3aBaHTAXKECHHsA. Y BUIAJKy IOMWIKH, I'Pa 3aBUCAE.

Buknuku ma npooénemu, 3 aKumu 3imKHYIUCA RIO UAC 6NPOBAOHCEHHA 2PU
Y HasuabHI 3aK1a0U

He3Bakaroun Ha Te, 1m0 SINOHIS BBaXKA€ThCS OJIHIECIO 3 HAMOUIBII TEXHOJO-
TYHUX Jep>KaB CBITY, BIOPOBAPKCHHS IHHOBAIIIMHUX TEXHOJIOTIM Yy HaBYaJIbHHMA
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mpoliec Majo TeBHI TpyaHolli. OnHIEI0 3 TOJOBHHX IpoOieM Oyia TEeXHIUHA
CKJIQJIHICTh BHMKOHAHHS TMOJIOHUX 1rop Ta JOCTYIHICTh ITPOBHX KOHCOJIEH Yy
poaunax. Nintendo Famicom, Konami QTA Adaptor Ta kapTpux rpu Mmainu OyTu
B KOXKHOTO YYHs, a IIKOJIH, 1[0 Opaju y4yacTh B €KCIIEPUMEHTI, HE nependadanu
3a0€3MeUeHHsl YUHIB I'POBUMU KOHCOJSMU ¥ KapTpUIKaMu BIOMa.

Uepes CTpiMKHII pPO3BUTOK TEXHOJIOTIH, 8-0iTHI IrpoBI KOHCOJI IIBHUIKO
3acTapiiv, W po3poOHMKaM OyJio MOTPIOHO MIBHMIKO aJanTyBaTHCh MiJ HOBITHI
TeXHOoJoril. {7 mKi e o3Hayaao BUCOKI (pIHAHCOBI BUTpPATH Ha MOJEPHI3AIiIO
amapaTHOro 3a0e3neueHHs. Takok BaxJIMBUM OyJia MIATOTOBKA MEAaroriyHOTO
CKJIaJy JIJIi BUKOPHUCTaHHS ITPOBUX KOHCOJEH B OCBITHHOMY Mpolieci, nmodyaoBa
KOMIT IOTEPHUX KJIaciB 3 BEJHMKOIO KUIBKICTIO TeJeBi3opiB. s po3poOHUKIB
CTBOPEHHSI OCBITHIX Irop He Oyia mpuOyTKOBOIO CIIPaBOlO, aje B OUIBIIOCTI
BHITAJIKIB KUIBKICTh KoMK OyJa (hikcoBaHa ¥ oIiadyBajach 3a paxXyHOK JIepKaBH.
Hna npukinany, irpu aist NES, opieHTOBaH1 BUKIIOUHO Ha PO3Bard, MpojaBajllCh
MUTbHOHAMH KOIIH Ta MPUHOCWIH CJIaBy KOMaHAaM PO3pOOHUKIB.

Takox ciifg 3a3HauWTH, IO CBITOBOro penizy Space School Tak i He
B110YJI0CS, SIK 1 OIAJIBIIIOT IHTErpaIlii TPy B HABYAIBLHHUM MPOIIeC OUTBIIO01 KITBKOCTI
SMOHChKUX TIKLI. Po3poOka OCBITHIX Irop — BiINOBIIANbHUM Tpolec, SKUM
noTpedye 10IaTKOBUX PECYPCIB ¥ HE MPUHOCUTh CTUIHKH K (PIHAHCOBOI BUTOH, SIK
peni3 KOMEPIHHOTO TPOoeKTYy. TakoXk, Tpa HE Ma€ aHIIIMCHKOI JOKaii3allli, 1o
3HAYHO YCKJIQJHIOE 11 JOCHIKEHHST 0€3 3HaHb STOHCHKOT MOBH.

Cnaowguna i nooaivuiuii po3eumox ioei

Space School — e ay’xe cMUTMBUI eKCTIepUMEHT 3 reimigikallii 0CBITHBOTO
nporecy, SAKHA B 6araTbOX eNEMEHTaX BHIEpEIHB CBiif uac. M Xoua 3aranbHa
KOHILIEMI[isl Tpu OyJia IIKaBOI i 30UIbIyBajia iHTepec AITeH 10 HaBYaHHS, HU3Ka
BUKJIMKIB, W0 BHHMKJIM TIiJ] 4Yac BIIPOBA/KEHHS TeiMi(iKOBAHOTO IrpOBOTO
CepeloBUINa, HE JO3BOJIMIIA SIBUIILY cTaTh MacoBuM y AmnoHii 80-x — 90-x pokiB XX
cromitTsa. OgHak Hapa3l reiMidikailisi OCBITHHOTO MPOIIECY BUKIMKAE BCE OUTHIITUN
IHTEpeC cepel BUCHUX, TOMY BUBUCHHSI ICTOPIi JJOCB1Y IIbOTO MPOIIECY € BAKIUBOIO.

[Mopanpmri inei reiMmidikariii MpoJOBKUIUCST HA OUIBII MacoBii iaThopmi —
nepcoHaIbHUX KOMIT toTepax. CTpiMKa MOMyJspu3allisl bOTO BUIY €JIEKTPOHIKH,
CTpIMKE 3JICIIEBIICHHS, OLUIbIlIa THYYKICTh amapaTtHux IiaTGopM © OuIbII
IHTYITUBHO-3pO3YyMIJI€ KEPYBaHHS JO3BOJWIO 3’ SABUTUCA IHIIUM TPOEKTaM, SKI
HacuinyTh npukian Space School. Tak, y 2010-x pokax BUHMKIA JereHaapHa
wiatgopma s reiimidikaiii ocBitHboro npoiecy Classcraft, a B noganbimomy — ii
aHasioru. I[HTerpamis (QYHKIIH IITYYHOTO IHTEIEKTY PO3IIUPIOE MOKIUBOCTI
CTBOPEHHSI YHIKQTbHUX CIIEHAPIiB B3a€EMOJII1 YUHIB 3 MEPCOHAXKAMU ¥ TIEPETBOPIOE
HaBYAJIbHUN TPOILIEC HA IHTEPAKTUBHY MPUTOMAY, 3[aTHY SK MOKPAIIUTH 3aKpil-
JIGHHS Marepiajy, TaKk W 3aJIMIIUTH MMO3UTUBHI CIOraju Mmpo HaBuyaHHi. Came Taki
criorajgu KoJiuch 3anuinmia Space School.
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BucHoBku. Takum 4MHOM, MOXXEMO 3pOOUTH HU3KY BUCHOBKIB I1IO0 POJIi TPU
Space School y po3Butky reimidixkartiii B ociti. I[lepenycim, rpa Space School (s
koHcoii Nintendo Famicom/NES) Oyna ogauM 13 mepmmux 1 HAMOUTBIT aMOITHHX
EKCIIEpUMEHTIB 13 reiimidikamii HaB4aHHS. BoHa YyCHIITHO TOEAHANA CHOMHCEMHY
momusayito (6oporsda 3 «Temaum Coro30M» depe3 MiABUIICHHS 1HTENEKTY YUHIB),
Mmemoouury 2nubuny (Kypc MaTeMaTUKd OyB aJanTOBAHMUM ITiJT BIKOBI 0COOJUBOCTI
(CTWIIb KOAOMO), MaB YITKY CTPYKTYypy (Teopis, BIpPaBH, KOHTPOJIb) Ta CUCTEMY
3amo0iraHHs CIUCYBAaHHIO;, MeXHON02IUHY CKIAOHicmb (Tpa BHKOPHCTOBYBaja
JIOIATKOBY omiepaTuBHY MaM’sTh (uepe3 agantep Konami QTA) Ta eHepro3anexHy
naMm’sITh JIJIs1 30€pEKEHHSI 1HAUBIIYaIbHOTO MPOTPECY YUHS.

JlocBim k€ BIPOBAKEHHS KOMIT IOTEpHHUX 1rop y 80-x pokax XX CTOMTTSA
MiATBEPAMB, IO ITPOBI MEXaHIKM CYTTEBO IMIJBUINYIOTh MOTHBAIII0O Ta IHTEpEC
YUHIB 10 CKJIQJIHUX TMPEIMETIB (HanpUKIIaj, MaTeMaTHKH), CTBOPIOIOTH Oe3MeUHe Ta
KOM((DOpTHE CEepEeOBUIIE JIJII CAMOBUPAKEHHSI Ta KOMYHIKAIli, GOpPMYIOTh y JITEH
MOYYTTS BIAMOBIAAIBHOCTI 3a Pe3yJbTaTH HaBYaHHS depe3 IrpOBHUI Mporpec.

Opnak, He3Bakalo4ud Ha 1HHOBAIMHICTH, MPOEKT HE HAOyB MAacoBOCTI 1 HE
BHMIIIOB Ha CBITOBUI PHHOK Yepe3 HU3KY (DAKTOPIB, a caMe: eKOHOMIUHI mpyOHOW,
3Ba)KAIOUM HA BUCOKY BapTICTh OONagHaHHS (KOHCOINb + amantep + KapTpUmIK) s
KOYXHOT pOJAMHU Ta BUTPATH IIKLT HA KOMITIOTEPHI KIIACH; MEXHON02IUHI YUKIU, AJ[KEe
IIBUJIKE CTapiHHA §-O1THHX IUIATHOPM BUMArajio MOCTiHHUX (PIHAHCOBHUX BJIMBAaHb
Yy MOJICPHI3alLlII0; 8I0CYMHICMb KOMEPYIUHOI 6U200uU, OCKUIBKH PO3pOOKa OCBITHIX
IrOP € CKJIaJIHIIIOI0 Ta MEHII MTPUOYTKOBOIO MOPIBHSIHO 3 PO3BAXKATBHUMHU POEKTAMH.

Boanouac, Space School 3akmana d¢yHmameHT i1 CydacHMX OCBITHIX
wiargopm (Ha kmtant Classcraft). ChoronHimHii po3BUTOK TEXHOJOTIH, 30KpemMa
MITY4YHOTO IHTENEKTYy Ta JOCTYMHICTh MEPCOHAIBHUX KOMIT IOTEPiB, J03BOJISIE
peanizyBaTu i€l SAMOHChKUX PO3pOoOHMKIB 80-X pokiB XX CTOMITTS Ha HOBOMY
piBHI, pOOJSiYM HaBYaHHS IHTEPAKTUBHOIO mpurogor. Space School Oyna
MPONYKTOM, SIKMM BHIEpenuB cBiM yac. BoHa goBena eQeKkTHBHICTH 1rop sk
JTUJAKTUIHOTO THCTPYMEHTY, MPOTe Yepe3 TEXHIUHI Ta (hiHaHCOB1 OOMEXXEHHS €TIOXH
8-0ITHMX KOHCoJIel redMidikaris 3aJuIIuIacsi JOKaJIbHUM EKCIIEPHUMEHTOM, IO
YyeKaB Ha PO3BUTOK KOMITIOTEPHUX TEXHOJIOTIN JJIsl MOBHOIIIHHOT peai3aliii.
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