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PO3POBKA ITPOTPAMHOI'O MOAYJIA “PEJAKTOP
I'EOMETPUYHUX 3AJAY” CUCTEMHU HABYAJIBHOI'O
IHPU3HAYEHHA “I'EOMETPIA 7-9”

YV cmammi posensoaromvcs numaHHs CMBOPEHH NPOSPAMHO20 MOOYIs
HasuanvHoi cucmemu “‘T'eomempin 7-97, npuznauenoi O0as nNiOMpUMKU
BUKNIAOAHHA MA CAMOCMIUHO20 ONAHYBAHHS WIKIIBHO20 KYpPCY 2eoMempii.
3anpononosano  nioxio 00  po3poOKU  IHMEPAKMUBHO20  pedaKmopa
2eOMEeMPUYHUX 3a0ay, AKUll 3abe3neyye Moxcaugicms nobyoosu ¢ieyp,
Gopmyniosanus ymoe 3a0ay i NOKpPOKO8020 aHanizy ix pose’azamns. Hasedeno
apximexmypy — NpOSPAMHO20  MOOYVIA, ONUCAHO  OCHOBHI  (DYHKYIOHANbHI
KOMNOHEeHmMU ma NPUHYUNU [HMEPaKmueHoi Gi3yanizayii 2eomempuyHux
00 ’exkmie. Cucmema OpieHmMoO8aHa HA GUKOPUCMAHHA ) HABUANLHOM) NPOYECE
yunamu 7-9 kaacie i mooxce dymu iHmezposana y cy4acHi yugposi oceimmi
niamgopmu.

Kniouosi cnosa: ceomempisa, Hnaguanvne npozpamme 3abe3nedenhs,

gi3yanizayis, IHMEepPaKmueHicmb, OCGIMHI MEXHON02l, peodaKmop 3a0au.

The article discusses the creation of a software module for the educational
system “Geometry 7-9,” designed to support teaching and self-study of school
geometry. An approach is proposed for developing an interactive editor of
geometric problems that enables figure construction, task condition formulation,
and step-by-step solution visualization. The module’s architecture, main
functional components, and visualization principles of geometric objects are
presented. The system is aimed at use in the educational process for students in
grades 7-9 and can be integrated into modern digital educational platforms.
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2

educational technology, task editor.

CydacHa ocBiTa jAefani akTUBHIILIE MEPEXOAUTh A0 HU(poBUX (opMartiB
HaBYaHHSA, 110 TOTpeOye HOBUX IHCTPYMEHTIB JJIsl IHTEPAaKTUBHOTO OIaHyBaHHS
CKJIaAHUX AuCUMIUTIH. OJIHIEI0 3 TAKUX € TEOMETPis — MPEAMET, /1€ Bi3yajbHe
CHPHUUHATTS, TPOCTOPOBE MHCICHHS Ta NPAKTUYHI TOOYJOBU BIJIIrPAIOTh
KIIOYOBY poJyib. TpaguiiiiHi MeTOAW BUKIAJaHHS, 3aCHOBAaHI HAa CTATHMYHUX
300paKEHHSIX 1 YCHOMY IIOSICHEHHI, YacTO He 3a0e3NedyroTh JJOCTaTHHOT
HAOYHOCTI Ta I1HTEPAKTUBHOCTI, HEOOXIMHUX JJsi TJIMOOKOTO PO3YMIHHS

POCTOPOBUX BIIHOIICHbD.

MeTto10 aaHoi pod0TH € po3poOKa MporpamMHOro Moxayis ‘‘Pemakrtop
FEOMETPUYHMX 33/1a4’, IKUM € CKJIaJOBOI0 CUCTEMHU HABYAJBbHOIO MPU3HAYCHHS
“I'eomeTtpis 7-9”. Moaynb J103BOJISIE KOPUCTYBady CTBOPIOBATH, pelaryBatu u
aHajJi3yBaTH TEOMETPUYHI 3ajadi, MOJEIIOIYHM TMpOoIeC iX pO3B’SI3aHHSI B

IHTEpAaKTUBHOMY CEPEIOBHIII.

I[JIH JOCATHCHHA MOCTABJICHOI METH HGpGI[6El‘I€HO BUKOHAHHsA TaKHX

3aBJIaHb:

1. AHaii3 METOJIB KOMIT'IOTEpPHOI Bi3yasizailii reoMeTpuyHux Qiryp Ta

iHTCpaKTI/IBHOFO MOJICIOBAHH:.

2. Po3pobka apxiTekTypu mpOrpaMHOro MOAYJS, IO BKIIIOYAE PEIAKTOP
3a1a4, 010J110TeKYy T€OMETPUYHHMX EJIEMEHTIB 1 MEXaHI3M IepeBIpKHU

MPAaBHJIBHOCTI OOYOB.

3. Peaumizariss anropuT™iB JUisi CTBOPEHHS Ta TpaHc(opmallli OCHOBHHX

Tr€OMETPUYHUX 00’ €KTIB (TOUOK, NPSIMHUX, KUJI, TPUKYTHHUKIB TOIIO).



4. 3albesneueHHs Bizyanizallii mpoIecy po3B’si3aHHA 3a7a4i 3 TOKPOKOBUM

ITOSICHEHHSIM.
5. TectyBaHHS MPOTrpaMHOTO 3a0€3MEUCHHS Y HABYAITHBHOMY MTPOIIEC.

[IporpaMHa cucrtema peanizoBaHa 3 BUKOpHCTaHHAM MoBH Python a6o
javascript 1 ¢peiimBopky Nextjs/Reactjs mi1s cTBopeHHS TrpadidHOTO
iHTepdeiicy. Jns  BimoOpakeHHS TE€OMETPUYHUX TMOOYIOB  3aCTOCOBAHO
0i06mioTexy Matplotlib, sxa g03BoJsise CTBOpIOBaTH I1HTEPAKTUBHI TrpadiyHi
€JIEMEHTH 3 MOXJIMBICTIO MaclUTa0yBaHHS, MEPEMIIIEHHS Ta BUMIPIOBaHHS
BIJICTAHEH 1 KyTIB. ApXITeKTypa MOAyJsa T00yJI0OBaHa 3a MOAYJbHO-
KOMIIOHEHTHUM NPUHUMIIOM, [0 3a0e3ledye THYYKICTh PO3IIUPEHHS

(GyHKITIOHATY Ta MOKJIMBICTh 1HTETpAIlii B 1HIII OCBITHI CEPEIOBHUIIIA.
OCHOBHI KOMITOHEHTH CUCTEMHU:

- Mopayne mnoOynoBu ¢iryp — 3a0esneuye CTBOPEHHs 0a30BUX

TCOMETPUYHHUX €JIEMEHTIB Ta iX TpaHchopMmaliii;

- Pemaktop yMoBHM 3amadi — Jnae 3MOry (hopmyIitOBaTH TEKCT yYMOBH,

J0JaBaTHu IlOl'IOMi}KHi CJIICMCHTH Ta IIapaMCTPH,

- Bizyamizarop po3p’s3aHHS — BimoOpaxkae mporec NOOYyJA0BH 3

ITOKPOKOBHUMHU KOMCHTAPSAMHU,

- Mopynb nepeBipku — BUKOHYE aBTOMAaTUYHY TIEPEBIPKY MPAaBHILHOCTI

noOy 0B 1 BIATIOBIIHOCTI Pe3yJIbTAaTIB YMOBI 3a/1a4i.

[atepdeiic cucremMu Opi€EHTOBaHMU Ha KOpPUCTyBaya-y4yHs Ta Mae
IHTYITUBHO 3pO3yMUIMI JU3aiiH: MaHeNb 1HCTPYMEHTIB JUisl OOYA0B, MOJIE IS

BioOpaxeHHs1 rpadivyHOi CIIEHNW Ta TEKCTOBI OJIOKW JIJIT YMOB 1 PIIICHb 3ajad.
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[Iporpama m03BoOJIsIE CTBOpIOBAaTH SIK CTaHAApPTHI INKUIbHI 3ajadvi, TaK 1

BapiaTUBHI HaBUaJIbHI MPUKIIAAM JIJIS IPAKTUKYMY ab0 caMOCTiitHOT poOOTH.

PesynbraTti TECTyBaHHS MOMYJS Y HABYAIHLHOMY CEPEIOBHIII MOKA3aIIH,
0 BUKOPUCTAHHS IHTEPAKTHBHOTO IIJIXOMYy IIiJIBUIYE PIBEHb 3aTy4€HOCTI
Y4YHIB, MMOKpAIIy€ PO3yMIHHS IMPOCTOPOBHUX BIJHOIIECHb 1 CIpusie (OPMYBAHHIO
MPaKTUYHUX HABUYOK MO0y M0BU. BrKiamadi MOXyTh BUKOPHCTOBYBATH CHCTEMY
JUTSL IEMOHCTpaIlii pillieHb y Kjiaci ado MiIrOTOBKU 1HIWBIyaIbHUX 3aBJIaHb IS

CTYJICHTIB.
BucHoskn

Po3pobnenuii nmporpamHuii Moayiib “PegakTop reomerpu4HMx 3aaa4”’
3a0e3reuye IHTEpAaKTUBHE OINaHyBaHHS 0a30BUX IMOHATH 1 METOIB IIKUIBHOI
reoMeTpli, J03BOJISIE CTBOPIOBATH, PeAaryBaTH Ta aHAII3yBaTH 3aJadl Pi3HHUX
piBHiB ckmamHocti. Moro imrterpamis y cuctemy “I'eomerpisi 7-9” crpusie
PO3BUTKY Bi3yaJbHOTO MHCIICHHS, ITIJIBUIICHHIO €(EeKTUBHOCTI HaBYaHHSI Ta
(GbOpMyBaHHIO TPAKTUYHUX HABUYOK pO3B’SA3yBaHHS TE€OMETPUYHUX 3aj]ad.
[IpoBenene TecTyBaHHS MIATBEPAWUIIO MOIIIBHICTE BUKOPUCTAHHS MOIYJSA Y

HABYAJILHOMY IIPOIIEC] SIK Cy4acHOT0 3ac00y MU(POBOI OCBITH.
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