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AHoTauist. Memoio Oocniddcennss € BIPOBAIKEHHsSI OHJIAMH-CEpPBICY
Kahoot! sik 3aco0y 3miliCHEHHsS MOTOYHOIO KOHTPOJIIO 3HaHb CTYAEHTIB Ta
MiBUILEHHS MOTHBALii 1O HaBYaHHA. 3adauamu OOCHIONHCeHHs € aHaji3
onnaiiH-cepsicy Kahoot!, ¢popmyBanHs nuTanb mis 3OiHCHEHHS MOTOYHOTO
KOHTPOJTIO, TIPOBEIICHHS TECTYBaHHS Ta OIIHKA €()eKTUBHOCTI BUKOPUCTAHHS
JAaHOTO OHJAH-cepBicy. 06 ’exkmom OocniodicenHs € Tpolec opraHizamii
KOHTPOJIIO 32 HABUAIBHO-TII3HABAJILHOIO AISUTBHICTIO CTYJEHTIB. [Ipedmemom
0ociddicenHs € TPOIleC OpraHi3allii MOTOYHOTO KOHTPOJIO 3HAHb CTYIEHTIB
P BUBUYEHHI JTUCIHILIIH iHQOPMATHIHOTO UKITY 3 BUKOPUCTAHHIM OHJIANH-
cepsicy Kahoot!. B po6Gori 3xiiicheno ananmi3z onmaitn-cepsicy Kahoot! ta
OIMHCaHO OCOOJUBOCTI HOTO BHKOPHCTaHHS JUIsl 3MIMCHEHHS ITOTOYHOTO
KOHTPOJIO 3HaHb cTyneHTiB. B cepemosumi Kahoot! crBopeno tectn mis
3a0€3MEeYCHHS TIOTOYHOTO KOHTPOJTIO iHGOPMATHYHHX JUCIUIUIIH Ta OIMHCAHO
0CO0JIMBOCTI X BHKOPHCTaHHS B YMOBax MPOBEICHHS OYHHMX 3aHATh. Jls
BHU3HAYEHHs e(EeKTHBHOCTI BHKOpPHCTaHHs omiaiH-cepsicy Kahoot! mamm
BUKOPHUCTAaHO METOJ] MEAaroridyHOr0 eKCIePUMEHTY, pe3yJIbTaTH SIKOTO
JIOBOJSITh TO3UTHUBHHUM BIUIMB ILOIO 3ac00y Ha piBEHb 3aCBOEHHS 3HAHB
CTYJICHTIB Ta IMiIBUIIICHHS MOTHBAIIIT 10 HABYAHHSI.

3amponoHOBaHUNH HaMH 3acid MEPETBOPIOE MACHBHOTO CTYAEHTA, SIKHH
CIpuiiMae  HaBYAJBHUH  MaTepial  Ha  [IOBEPXHEBOMY piBHI B
[TECTIPSMOBAHOTO Ta MOTHBOBAHOTO yYaCHUKA HABUAIBLHOTO IPOIIECY, SKHU
MINOOKO BUBYAE MaTepiall Ta 3[1HCHIOE aKTUBHY PO3YMOBY JisSUTBHICTb.

KuarouoBi caoBa: onnaiin-cepric, Kahoot!, morounuii KOHTPOIB,
MOTHBAIliS HABUAHHS, TECTYBAHHSI.

H.V.Tkachuk Organization of the current control of knowledge of
students in using the online service Kahoot!

Abstract. The aim of this study was to introduce the online service
Kahoot! as a means of conducting current student knowledge control and
enhancing motivation for learning. Objectives of the study are to analyze the
online service Kahoot!, the formation of questions for the implementation of
current control, testing and evaluation of the effectiveness of the use of this



online service. The object of research is the process of organizing control the
educational and cognitive activities of students. The subject of research is the
process of organizing the current control of knowledge of students in the
study of disciplines of the informatics cycle in using the online service
Kahoot!. The analysis of Kahoot's online service and the features of its use
for the current control of students” knowledge was described. To determine
the effectiveness of using the online service Kahoot! we used the method of
pedagogical experiment, the results of which prove the positive impact of this
tool on the level of learning students’ knowledge and increase motivation to
study.

The instrument proposed by us transforms a passive student in a
purposeful and motivated participant in the learning process, who thoroughly
studies the education material and engages in active brain activity.
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VY mporieci HaBYaHHS IMOTOYHHUH KOHTPOJbL 3HAHb CTYACHTIB Bimirpae
Ba)XJIMBY POJIb Ta A€ 3MOTY BHABUTH 1 CBOEYACHO pearyBaTy Ha MPOTATUHU Y
3HaHHX. KpiM TOro, MOTOYHMI KOHTPOJIb CIIPUSE JTONATKOBIN MOTHBALII IS
BHBYCHHS HABYAJIHHOTO Marepialy BIPOIOBX BUBYCHHS IUCIUTLTIHIL
Peanizariss moTOYHOTrO0 KOHTPONIO 3a0e3rnedye 00 €KTUBHICTH OLIHIOBAHHS
3HaHb CTYJCHTIB Ta palliOHAIIbHE BUKOPHUCTAHHS Yacy HaBYAIBHOIO MPOIIECY,
10 O0COOJIMBO aKTyaJbHO MPH IPYNOBiH (OpPMi HABUYAHHS, KOJIU 3aTPAaTH Yacy
Ha CIIIIKYBaHHS 3 KOXHHUM CTYZCHTOM HAJTO BEJHKI.

s mpoBefeHHS MOTOYHOTO KOHTPOJIIO HAMHU OOpaHO OHJIAWH-CEpBiC
Kahoot!. Bubip came 1mporo 3aco0y 3yMOBJIEHO HOTO0 BHCOKHM PEHTHHIOM
cepen TakMx cepBiciB sk Socrative, Quizizz, Triventy, Plickers (puc.1).
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Puc. 1. Petimune cepsicy Kahoot! 3a oanumu Google Trends cmanom na
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Janwii 3aci0 3acHOBaHMH Ha BHUKOPHCTaHHI Takoi ()OPMH MOTOYHOTO
KOHTPOJIFO SIK TECTYBAaHHS 1 NPH3HAYEHMI Ul HOTO NMpOBEAEHHS B MEXax
ayauTOpHHX 3aHATh [1]. PosrisHeMo 0COOAMBOCTI HPOBEOCHHS TAaKOIO
TECTYBaHHSI.

Iepen mpoBelCHHSM TECTYBaHHs BHKIamad 3aHocuTh B 6asy Kahoot!
TECTOB1 TUTAHHS Ta BU3HAYAE€ OCHOBHI IapaMeTpH ydacTi. 30KpeMa, OHJIaiH-
CepBIC IPOMOHYE UYOTHPH BapiaHTH MPOBEHEHHS TecTyBaHHi QUIZ
(Biktopuna), Jumble (mocmimoBwicts), Discussion (muckycis), Survey
(ankeryBaHHs). SIKk OKa3ye AOCBiM, HaKpalle BUKOPHCTOBYBATH TECTYBaHHS
tuny Quiz (Biktopuua). CTBOpEHi B CEpeIOBHILI 3aBIAHHSA MOXKYTh MiCTHTH
HEe TUIBKM TeKcT, ane W Tpadiky, Tabuumi, 300pakeHHS, ayaio Ta
BineodparmMenTy. KojkHe NUTaHHSI MOYKHA HAJAIITYBaTH. BU3HAYUTH YacOBI
MeXI1 BIJIMOBi/II HA HHOTO Ta BioOpakeHHS OalliB 3a MpaBUIIBHI BIAIOBIII Ta
MIBUIKICTG.

Ha 3aHATTI Iijt Yac TecTyBaHHS CTYJEHTaM MOXKHa BUKOPHUCTOBYBATH SK
KOMIT'FOTep, Tak 1 MOOUIBHMH mpucTpiii. Bukinamady moTpiOHO
BHKOPHCTOBYBATH TOJIOBHUI KOMIT'IOTEp, IO MIIKIIOYSHUH IO MPOSKTOpa Ta
BHBOJUTH HA EKpaH TOJIOBHY CTOPIiHKY OHaitH-cepBicy (https://kahoot.com/).
Ha romoBHi# cTopinmi 3Haxoautbes crnemianbauii PIN-kox Bxony B cuctemy
JUTS TTIOYATKY TECTyBaHHsA. /{7 TOro MO0 ONMUHHUTHCH y TECTOBIM «KiMHATI»,
CTyZAeHTaM TOTpiOHO BBECTH Iieli kKoa Ha cropimi https://kahoot.it/. Bapiantu
BIJNOBiAEH HA MUTAHHS BiOOpa’keHi y BUIIIAALI T€OMETPUYHUX (iryp, ToMy
Ha CBOEMY TIPHUCTPOI CTYACHTOBI MOTPIOHO JMIne oOpaTH NpPaBUILHY

reoMeTpuyHy Girypy (puc.2).

Akl B 3HaETE BUAW KOMN'KOTepHOT rpadikv 3anexHo Big
€nocoby GopmyBaHHA 306paKEHE?
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Puc.2. @paecmenm mecmyeanns 6 cepedosuwyi Kahoot!
ITicnst TOTO SIK KOKEH CTYACHT J]aB CBOKO BiJINOBi/b, BUKJIA a4 BUBOJHUTh
Ha €KpaH PEUTHHT 1 KOMEHTY€ pe3ysbTaT. PEUTHHT Jae 3Mory moOaynTu XToO 3
VYACHHKIB IIBHIIIEC BIIOPABCS 13 3aBIaHHIM 1 CKUTbKH OamiB HaOpas. Take
3MaraHHs CIpPHsSE CTBOPEHHIO IMO3UTHUBHOI MOTHBAIl JO BHBYCHHS



https://kahoot.com/
https://kahoot.it/

JUCIHILTIHKA Ta CTUMYJIFOE CTYJICHTIB JI0 aKTUBHOT pOOOTH.

Bax1Bor0 0cOOIMBICTIO BUKOPHCTaHHS JJAHOTO CEPBICY € MOMKIIMBICTH
CTBOPEHHS CYMIiCHOTO OCBITHBOTO CEpPEIOBHUINA, SKE 33 JONOMOTOI0 METOIY
3MaraHHs MOTHBY€E CTYAEHTIB Ha JOCSTHEHHS KPaIIOro Pe3yNbTaTy, a TaKOX
BHKJIMKAa€ iHTepeC HE TUIBKH JO BHUBYEHHS HpEAMETY, ajle U 0 Tporecy
TECTYBaHHS Ta OLIHIOBAHHS 3HAHb 3ar'aJIOM.

[licns mpoBeneHHST TOTOYHOTO KOHTPOJIO, BUKJIaAad MOKE 3aBaHTAKUTH
pesynbratn Ha Google-auck abo Ha BiaacHWi KoMIT'toTep y dopmari *.XISX
(enextponHi Tabmuui Excel). Y ¢aiini Oyzne BimoOpaxeHo Micle, ke 3aiHsB
CTYICHT, oro mpi3Buiie (a00 iM’s, sIKe BiH BKa3aB Y «KiMHATD» TECTYBaHHS),
KUIbKiCTh  OamiB, TpPaBWIBHHX Ta HENMPaBHIBHUX BiamoBiged. OkpiMm
3araJlbHOTO pe3yJbTaTy, € MOMJIMBICTh MEperyITHyTH CTaTHCTHKY IO
KO)KHOMY IIMTaHHIO BIKTOPMHH 1 BUSIBUTH Ti, SIKI OyJIM CKIaJHUMH JUIS
CTYJICHTIB.

Jlnst Bu3Ha4YeHHs eeKTUBHOCTI BUKOPUCTaHHs oHyaitH-cepBicy Kahoot!
nporsiroM [ Ta Il cemectpy 2016-2017 HaBuambHOTO pPOKY IPOBEIECHO
MeJaroriYHui eKCIIepUMEHT. B excriepuMeHTi B3sUM ydacTh 23 cTyaeHTH [
Kypcy ¢akynpTeTy (i3HKH, MaTeMaTHKH Ta iH()OPMATHKH, SKi BHUBYAIA
qucuuIuiing  iHopmartnyHoro nukiay («Iapopmartuxa ta IKT», «OcHOBH
KOMIT'FOTEpHUX MEpeX Ta cucteM»). s koHtponbHOi rpynmu (12 ocid)
MMOTOYHUH KOHTPOJb 3IMCHIOBABCS Yy BHUTIIALI TECTYBaHHS B CEPEIOBHIII

Moodle, toxi six mis excriepumenTtansHoi (11 oci6) — B cepenosuini Kahoot!.
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Puc.3. Jlunamixa nasuanvbhux 0ocsieHelb CmyOeHmis KOHmpoIbHOL pynu
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Puc.4. Jlunamixa HasuarbHux 0ocseHeHb CMyOeHmia
eKCcnepuMeHmanbHoi epynu

Ha novaTtky mpoBenieHHs eKcliepiMeHTy Oyiio IPOBEIEHO TECTYBaHHS B
000X Trpymax Ta BHSBIEHO MNPHUOIU3HO OJHAKOBI PiBHI YCIIIIHOCTI B
KOHTPOJIbHI Ta eKclepuMeHTanbHii rpymax (puc. 3, 4). IIporsrom
MPOBENCHHS CKCIICPUMEHTY METOJWKAa BHKIANaHHA  iH()OPMATUIHUX
JUCIHILTIH 3aJTUIIaNach HE3MIHHOIO, OKpPIM MTOTOYHOTO KOHTPOJIO, SKHH IS
eKCIIepUMEHTATBHOI IPYITH MpoBoaMBCs 3acobamu Kahoot!.

[licns exciepuMEHTY HaMU IPOBEICHO OCTaHHIMN 3pi3 YCHIIHOCTI B 000X
rpynax. AHani3 pe3ynbTaTiB Jpyroro 3pi3y CBIAYMTH, IO PIBHI HAaBYAIBHUX
JIOCATHEHb CTYACHTIB KOHTPOJLHOI IPYIH 3MIHWIHCH, IPOTE y TIOPIBHSAHHI 3
eKCIIEPUMEHTAIFHOI0 ~ TPYIOI0  CKIQNaloTh HEBEJMKMH  BiICOTOK. B
eKCIIEpUMEHTANbHINA TIpyHi BIAMIUA€TBCS 3POCTAHHS JOCTATHBOIO PIiBHSA
HaBYaIbHUX JocsarHeHb — Ha 10,3%, Tomi SK B KOHTPOJBHIN Tpymi el
MOKa3HUK gemo 3MeHmyeTbes (3,3%). Ilpore, 301MbIIyeThCS MOKa3HUK
BHCOKOTO DiBHS 1 B KOHTPOJIBHIN — Ha 3,2%, 1 B eKCIIepUMEHTAIbHIN IpyIi —
Ha 7%.

TakuM 9MHOM, MOXKIMBOCTI cepBicy Kahoot! mo3BomstioTh posmmpuTH
CIIEKTP METOIB aKTUBHOT'O HABYAHHSI Ta IIiBUINYIOTh IHTEPAKTUBHICTH MPH
BHBUCHHI Ta 3aKpiIUICHHI HaBUYaJILHOTO Martepiany. HaBemeHi pesynabTaTh
JOCTIDKEHHsSI JafoTh TiACTaBH 3pOOWTH BHCHOBOK, IO BIPOBAKCHHS
omnaiiu-cepsicy Kahoot! Ta opramizaiis Ha HOro OCHOBI IOTOYHOTO
TECTYBaHHSA  [O3UTUBHO  BIUIMBAIOTh  HA  BUBYCHHA  JUCIMILTIH
iHpopMaTHUHOTO MUKITY. OCOOIMBO BiIMIYa€ThCS MO3MTHBHA MOTHBAIlIS B
HaBYaHHI Ta 3aI[iKaBJCHICTh CTYACHTIB HABYAIHHOK JUCIHUILIIHOIO,
TOTOBHICTh BHKOpUCTOBYBaTH cy4yacHi IKT Ta MoOOGimeHI 3acobu s
HaBYAHHS.
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