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BukopucraHHsT KOMI'IOTEpPHHX IrOp OCBITHBOTO JKaHPY Yy HaBYaJIbHUX
3aKjiajax CTae Bce OUIbII aKTyaJbHOIO TeHnAeHUiero. IlIBuakuii po3BHTOK
iHpopMamiHHUX Ta KOMITIOTEPHHX TEXHOJOTIH OOYMOBIIOE  IIMPOKE
BUKOPUCTAHHS irpOBOi iHAYCTpil B OCBITI 3 METOI CTBOPEHHS IOBHOLIHHOI
MOTHUBAIIIITHOT OCHOBH 17151 POPMyBaHHS HABHYOK Ta YMiHb YUHS.

AHai3 JiTepaTypHHX JpKepes MMoKa3as, [0 NPUHIMIHN KOMI FOTEPHUX irop
SK METOY HaBYaHHS OyJH TIITMOOKO BHBYEHI, a Cy4acHi criocoOu po3poOKH irop
OCBITHBOTO TIPOLIECY 3AJTHLIAIOTHCS OMYJISIPHOIO TEMOIO.

Mertoto 1aHoi poOOTH € aHaJIi3 Ta OIS Cy4acHHUX Croco0iB po3poOKH irop
B OCBITHbOMY IIpolleci Ta po3poOKa TpH OCBITHBOrO >KaHpy "PsTyBaHHS
KopoJjiBcTBa Matemar" ajist y4uHIB [IKOJIHM JUUIsi BABUCHHSI MATEMAaTHKH.

VY nomoBil pO3IIISNAIOTECS aJrOPUTMH Ta METOAU CTBOPEHHS irop, Oriisij
ICHYIOYHMX CEpeJOBHUIN, MIaTGopM Ta MOB JUIs MPOrPaMHOI peaiisaiii irop.
HaBezneHo oOIpyHTYBaHHS TEXHOJIOTIH, SIKi BUKOPUCTOBYBAJIMCH IUISi CTBOPECHHS
rpu "ParyBanHs KoponiBcTBa Matemat".

Ha pjammit wac cTBOpeHa TIpa JUId BHMBYCHHS MaTEeMaTHKH YYHAMH
OCBITHBOT'O 3aKJaay, SKa JO3BOJISIE 3AliKABUTH KOPUCTYBAdiB Ta CHPHSE
MiJBHUILICHHIO ¢(EKTHBHOCTI MPOLIECY OTPHUMaHHs 3HaHb. PO3po0IeHIIA MPOIYKT
Mae OaraTo piBHIB 3 BEJMKOI KUIBbKICTIO 3amad. JlaHi 3ajgadi BiOBiZarOTh
HIKUJIBHOMY HaBYaJbHOMY IUIAaHY Ta OyJM Yy3roJDKeHI 13 KepiBHHLTBOM
OCBITHBOTO 3aKJIay.
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