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AHHOTALIMSA

JlunuiomHuast pabora, 45 c., 13 puc., 1 Tadmn., 12 ucroys.

NMHTEPAKTUBHOE OBbPA3OBATEJIbHOE [IIPMJIOJKEHUE, HWI'POBA
[HEAAT'OI'UKA, MOTUBALIMA, SHARK GAMES, OBYYEHUE, MOBUJIBHOE
[TPMJIOXKEHUE

OOBEKTOM HCCIENOBaHUS SBJISETCS IpoLecC pa3pabOTKU HHTEPAKTUBHOTO
00pa30BaTENIbHOT0 MOOMJIBHOTO MPHIIOKEHUS, OPUCHTUPOBAHHOTO Ha MOAJIEPKKY U
pa3BUTHE yYeOHON MOTHBALIUHU Yy MTOJIb30BATENEH.

[enb paboThl — pa3paboTKa U peanu3alusi HHTEPAKTUBHOTO 00pa30BaTEIbHOTO
npwioxeHuss «Shark Games» ¢ HCHOJB30BAHMEM COBPEMEHHBIX TEXHOJIOTHH U
OPUHLMIOB TeWMU(]UKAIMKM, HANpaBICHHBIX HAa TIOBBIIIEHHE BOBJICYEHHOCTH
y4daluxcs B yueOHbII nponecc.

B kauecTBe METONOB MCCIEAOBAHMS HCIIOJIB30BAIMCH: M3YUYEHUE IPEAMETHOU
o0iacTy, HaMCaHKWe IPOrPaMMHOTO KOJIa U MIPOBEICHUE TECTUPOBAHMUSL.

OcHoBHast uzaess paOOThl 3aKIIOYAETCS B HMHTErPAallid MIPOBBIX 3JIEMEHTOB
oOyueHust u coBpeMeHHbIX WT-rexHonoruili B enuHoe mnpuioxeHue. B pesynbrare
OBLJIO CHPOEKTHUPOBAHO W PEATM30BAHO MHTEPAKTUBHOE MPUJIOKEHUE, BKIIOYAIOIIEE
HECKOJIbKO 00Yy4aroIIMX MUHHU-UTP, TECTOB, CACTEMY OaJUIOB U MYJIBTHUILIEEP.

OO0nacTh MpUMEHEHUs Pe3yIbTaTOB — UCIOJIb30BaHUE MPUIIOKEHUS B yUEOHBIX
3aBEICHUSX, Ha MIaTdopMax OHIANH-O0YUYEHHUs, JIsl TIOBBIILIEHUS BOBJIEYEHHOCTH U

YIIYYIICHHS Pe3yJIbTaTOB O0yUCHHUS.



AHATALBIS

Hpimiomuas npana, 45 c., 13 mai., 1 tadin., 12 kpbIH.

IHTOPAKTBIVHAE  AJIYKAIIBIMHAE TIPBIKJIAJIAHHE, TVYJIbHIBAS
[NEJATOT'IKA, MATBIBAILIBISA, SHARK GAMES, HABYYAHHE, MABIJIbHAE
[TPBIKJIAJIAHHE

Al'ektam pnacienaBaHHs 3'SyNdellla TpaldC paclpaloykl I1HTIPAKThIYHAra
aayKarplifHara MabiibHara MpbIKJIaJ aHHs, apbleHTaBaHara Ha MaaTPhIMKY 1 pa3BiIieé
By4Y20Hall MaThIBaIlbll ¥ KapbICTAJIbHIKAY.

MbTta paboTel — pacmparnioyka 1 paajizailblsl 1HTIpaKThIyHara ajayKalplifHara
npsikiaganig "Shark Games" 3 BBIKapbICTAHHEM CYYAaCHBIX TIXHAJIOTIN 1 IPbIHLBIIAY
reiimigikanpli, HaKipaBaHbIX Ha TMAaBBIIIPHHE VIATHYTACI BYYHSY Yy HaByYaJlbHbBI
nparac.

VY skacui MeTaaay naciefaBaHHS BBIKAPHICTOYBATICS: BBIBYUIHHE IMpaJMeETHA
BOOJIACIIl, HaIlICAHHE MparpaMHara Koja i mpaBsii3eHHE TICTaBaHHS.

AcHOYHas 1135 paOOThl 3aKIOYaellla Y IHTArpalbll TYJIbHSABBIX 3JIEMEHTaY
HaBy4aHHs 1 cy4dacHbIX IT-ToxHanoriéi y aj3iHae MNpbIKiIafaHHe. Y BBIHIKY ObBLIO
CTHpaeKTaBaHa 1 plralli3aBaHa IHTIPAKThIYHAE MPBIKIAJaHHE, SIKOEe YKII0Yae HEKaIbKi
HaBYYaJIbHBIX MIHI-TYJBHSY, TACTAY, CICTAIMY Oasiay 1 MyJbTHIILIED.

Bo6nacis mpeIMSIHEHHS BBIHIKAY — BBIKAPBICTAHHE MPBIKIAAaHHS { HABYYaJIbHbBIX
yCTaHOBaX, Ha MiuaTdopmax OHJIAWH-HABYYaHHS, U1 MAaBBILIAHHSA YUSATHYTacui 1

NAJISTIIIHAS BhIHIKAY HAByYaHHS.



ANNOTATION

Thesis, 45 pp, 13 figs., 1 table, 12 sources.

INTERACTIVE EDUCATIONAL APPLICATION, GAME PEDAGOGY,
MOTIVATION, SHARK GAMES, TRAINING, MOBILE APPLICATION

The object of the study is the process of developing an interactive educational
mobile application aimed at supporting and enhancing users' learning motivation.

The purpose of the work is the development and implementation of the interactive
educational application "Shark Games" using modern technologies and gamification
principles designed to increase student engagement in the learning process.

The research methods are studying the subject area, writing program code and
conducting testing.

The main idea of the work is to integrate game elements of learning and modern
IT technologies into a single application. As a result, an interactive application
including several learning mini-games, tests, scoring system and multiplayer was
designed and implemented.

The scope of the results is the use of the application in educational institutions, on

online learning platforms, to increase engagement and improve learning outcomes.



