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Abstract. As a result of the work, an educational application-game in higher mathematics was
developed for students of technical specialties, which allows them to consolidate and systematize
knowledge on the topics “Indefinite and definite integrals.”
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BBenenue

MartemaTtuka — 4pe3BbIUAfHO HIMpPOKasi 00JacTh HAayKd, TJ€ WHOM pa3 CIOXKHO BBIPa3UTh
TBOp‘ICCKI/Iﬁ ODOTCHHHAI B €€ H3YUCHHUH UYCPE3 TpPAAUIIUMOHHBIC 06pa30BaTCJIBHBI€ MECTOABI.
Hcnonp3yeMble MOAXOMBI B WM3YYEHHHM NAHHOW AMCHUMIUIMHBI CUMTAIOTCA CKYYHBIMH, CYXUMH U
0)1H006pa3HI:IMI/I, U MHOIu€ CTYACHTBI HC IIOHUMAKT IIO-HACTOAIICMY CBO60}1HOFO u
HCCIIEIOBATENILCKOTO XapakTepa TOro, YTO M3ydaeT MareMaTHka. HOBBIM MOAXON € 3IeMEHTaMu
FeﬁMH(bHKaIIHH IMOMOXET MOTHBHUPOBAHO BOBJICYb CTYACHTOB BBICHIUX yqe6HHx 3aBe}IeHHI>'I B
npoiiecc 00ydYeHus, MOBBICUT UX YCIIEBAEMOCTh B IesioM [1-4].

Ilenp paboTel — pa3paboTka OOYYAOIIETO MPHIIOKEHUSA-UTPHI IO BHICIICH MAaTeMaTHKE IS
CTYJEHTOB TEXHHUUYECKUX CIIEeIUaTHLHOCTEH.

MarepuaJjibl H METOAbI HCCJIETOBAHUS

Jlist co3manusi 00ydaronero MpUIIOKEHUS-UTPhI TI0 BBICIIEH MaTeMaTHKe ObLTa pa3spaboTaHa
HACTOJIbHAS BEPCHs 10 HMHTETPUPOBAHUIO, KOTOpas ObUTa B3sTa 3a OCHOBY. HacronmbpHas wurpa
BKJIFOYasia B ce0st MTpoBOE ToJie, KyOuku u ¢umku. L{ens — mMoBTOpeHHe MPOMIEHHOTO0 MaTepuraa,
cHCTeMaTH3anus 3HaHu# Mo TeMaM «HeomnpeaeneHHbIH U ONpeIeIeHHbI HHTETPaIb.

O6yuaroliee NPHIOKEHHE-UTPA 10 BHICHIEH MaTeMaTHKE IS CTYAEHTOB TEXHHYECKHX
creragbHOCTell OBUTO HamucaHo Ha s3bike PythOn mo MoTMBaM HACTONBHOM BEPCHH C
UCIOJb30BaHueEM (peiimBopka Pygame, a takxxe CustomTKinter [5, 6].

Pe3yabTaThl

CornmacHo paspaboTaHHOW Wrpe, CTYIEHT UIS 3aKpeIUIeHUs 3HaHWi 10 TeMaM
«HeomnpeneneHHplid W OMPENEICHHBI HHTETPAIBD» MOXKET IPOWTH OO0ydYarliee MNPUII0KECHHE
«HTerpanononusy. YYaCTHHK WIPHl PETUCTPUPYETCS U OMPENENsSeT CYMMAapHBIM BBIMTPHIIIT
(puc. 1). Ha crapre KaKa0My y4aCTHHKY MTPHI BeAaeTCs pukcupoBanHas cymma: 1500 0ukoB.
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Integralopoly

VimMs nepBoro urpoka: Den

Mms BTOpOro urpoka: Olga

CyMMapHbIii BbIUMPbILL: 5000

MpodomkuTb...

Puc. 1. BxooHoe okHO uzpul 015 pecucmpayuu Y4acmHuKos

ITocne peructpanuu Kaxplii UTpok OpocaeT 1Ba KyOuka. [IepBbIM XOIUT TOT, KTO BEIOPOCHII
HanOOJIbIIIee KOJIMIECTBO OAIIOB, OH JKe OpocaeT Ba KyOHKa, ocye 4ero (GuIlKa mepeIBUracTcs o
IIOJIIO B HAIIPABIIEHUH, YKa3aHHOM CTPEJIKOH (puc. 2).
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Puc. 2. Heposoe none u xo0 uepul

Sdeiika, Ha KOTOPOM OCTaHOBHTCS (DHINIKA OIIPEAETsIeT NEUCTBHUS UTPAIOMIETO (pHUC. 2): peIIUTh
HWHTETpaI, 0CTaBaThCS Ha BpEeMs JAHHOTO XO/a B ATOH suelike 0e3 3aaHus, BO3BpaIlaTbCcsa B HA4amo,
BBITIOJIHATH JISHCTBHS Ha KAPTOUKE C M300pakeHUEM BOTIPOCa HITH CyHIyKa. rpoK, OCTAHOBUBIIKCH
Ha «I[BETHOM) II0JIE UMEET BO3MOXXHOCTH TOCTaBUTh CBOW JIOM, BBIKYIIMB SYEUKY MO yKa3aHHOM
CTOMMOCTH, TIPEABAPUTENHHO MPABHIBHO PEINIUB WHTETpan. EciM y4acTHHK WUTPHI MOCTaBUJI CBOU
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JIOM, TO TIOCIIEyIOIME UTPOKU B Cydae TMOMaJaHHs Ha JaHHYIO SYEHKy 0Os3aHBl TUIATHTH apeHIly
COOCTBEHHHKY: TIPH IPABIJIGHOM PEIICHUH 33/IaHKS 3aIUIaTHB CTOMMOCTD, YKa3aHHOH Ha s4eiike, mpu
HEIIPABWIBHOM PELIECHUM — LI€Ha BO3pacTacT B IBA-TPH pa3a. BeIMIphIBaeT TOT, KTO OCTAICSA B UIpe
IIOCJIE TOTO, KaK BCE OCTAJIbHBIE UTPOKH «OOAHKPOTHIIMCHY, TO €CTh OCTAINCH 0€3 04YKOB. UeM nainbie
110 TOJIFO TIEpEeIBUraeTcs (PUILKA UTPOKA, TEM CIIOKHEe HHTerpasibl. CHHUE U JKeNIThIE STUeHKH CoepKaT
B ce0e 3aJaHus 10 HEONPEISICHHOMY HHTETpally, KpacHbIE U 3€JIEHbIE — II0 ONPEIEICHHOMY.

Ooyuaroliee MpUIIOKEHUE-UTPa M0 BHICIIEH MaTeMaTHKe OBLJIO anpoOMpPOBaHO Ha CTYAEHTax
ToMcCKOro noauTeXHU4YecKoro yHuBepcurera. OOiiee KOIUYECTBO 33/1€HCTBOBAHHBIX YYaCTHUKOB
urpsl — 46 yenosek. B pa3BuTHN NpoeKTa IUIAHUPYETCS PACIIMPUTh KOJIMYECTBO 3a1€HCTBOBAHHBIX
B UI'PE CTYJCHTOB, IIPOBECTH aHAIH3 BIUSIHUS reMMUPHUINPOBAHHOTO ITOAX0Aa B 00y4IE€HHH BBICIICH
MaTEeMaTHKHU Ha yCIIEBAEMOCTh U MOTHUBAITUIO O0YJaOLITHXCSI.

3akirouenue

B pesynpraTe paboThl ObUIO pa3paboTaHo o0Oydaroliee NPUIIOKEHUE-UTpa IO BhICIIEH
MAaT€MaTUuKC I CTYACHTOB TCXHHUYCCKUX CHGHHaJIBHOCTCfI, MMO3BOJAOIIAA  3aKpCIIUTh U
CHCTEMATH3WpOBaTh 3HaHUSA 1O TeMam «HeompeneneHHBIH W ONpEIeIeHHBI HHTErPaIbI».
OO0y4aromiee pHIIOKEHHE-UTPpa OBUIO anmpoOUPOBAHO Ha CTYACHTaX TOMCKOTO MOJIHTEXHUYIESCKOTO
YHHUBEpCHTETA. B pa3BUTHH IPOEKTa INTAHUPYETCS PACIIUPUTH KOJIHMYECTBO 33]ICHCTBOBAHHBIX B UT'PE
CTYAICHTOB, NPOBECTH AaHAIHM3 BIUSHHUS TeHMU(HUIMPOBAHHOTO MOIXOAa B OOYYEHUH BBICIICH
MaTeMaTHKHU Ha YCIIEBAEMOCTh M MOTHUBAITUIO O0YYaIOITIXCS.
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