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CtBOpeHHs MobiIbHOro A0AATKY /114 NH0AEN 3
NVICNEeKCIED

ApXxmnnyyK boraaH
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cad ™

BcTyn

Po3yMIHHA AUCAeKCll

AHani3 moxnmsocten mobiNbHOro A40AATKY
IHTerpaula IrpPoOBUX eNNeMeHTIB

BUCHOBOK



BCTyn



[lncnekKcis - ue nownpeHnt po3naj, WO BNJIMBAE Ha PO3Mi3HABAHHSA
NMMCbMOBOI MOBM, MPU3BOAAYM A0 NPOBAEM 3 YUTAHHAM i MMCbMOM.
BoHa ocobnmnso BNAMBAE Ha AiTEN, BUK/IMKAOYN TPYAHOLL B HaBYaAHHI
Ta couia/ibHOMY PO3BUTKY.




OCHOBHOIO METO AOCNIAXEHHSA € pO3p0bKa ePEeKTUBHOTO,
NOCTYMHOrO Ta KOPUCTYBALbKO-OPIEHTOBAHOIro MobiIbHOro A0AATKY,
AKUN CNPUATUME PAHHbOMY BUABNAEHHIO Ta nNonepearKeHH0 MOXKINBUX
npobnem, NoB'A3aHUX 3 ANUCNEKCIED, 33414 NiABULLEHHA AKOCTI }KUTTA
AiTen, AKi CTPaXaatoTb Bi LbOro po3nan




Po3yMmIHHA AncneKcll



doHonoriyHa ancnekcia
lMosepxHeesa oucneKcis
LLBMAKMN aediumnT imeH

NoaBinHUK AediunUT ANCNEKCIi




MeTtoaun AlarHOCTUKK



cad ™

Llinbosa ayoumopis - 0imu



AHanNi3 MOX/IMBOCTEN MOIBSIbHOIo
NOAATKY




1. ®YHKUIOHANbHICTb MODINILHOIrO NPUCTPOIO
2. ToToBi piweHHA Speech Ta Vision

3. BigcyTHicTb 6aratbox aHanoriB Ha NAaTPOpPMi

g |



IHTerpaula IrPOBUX e/IeMEHTIB



aM™

BcTtyn A0 popaTtKy

I[HCTpPYKLIA

HNaHni popaTok cKknapaeTbcs 3 5 4acTuH, nicng
NPOXOAYKEHHS SKMUX TU 3MOXELL i3HAaTUCb YU € B
Teb6e CXUNbHICTb A0 AUCNEKCIl

MoBTOPU CBOIMU PYKaMM XXECTHU
Big0OpaXkeHi Ha ekpaHi

3anam’aToByM 3BYKM Ta NOCNIAOBHICTb
PUTMIB | BIATBOPION IX Y TAKOMY XX
nopsaky

YuTtaln B cnyx Te Wwo 6aumil
nocepeauHi eKpaHy

200

3anam’'aToByn NOCNIAOBHICTb Ludp Ta
BiATBOPIOWU ii N0 Nam'aTi

P
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MigHiMaKn pyKy 3 TOi CTOPOHU A€
NiACBIYYETbCA EKpaH

o

CKWHYTU pe3ynbTaTu BCiX YacTUH

@8

11:20

Nporpec

1
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Pe3ynbratn




aM™

baueHHA

11:16

[Mporpec

Pesynbratun

4G 2




aM™

Purmu

11:17

Mporpec

Pe3ynbratn

4G P
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[OBOpPIHHA

11:17

Mporpec

Pe3ynbratn

4G B
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Lnppum




BEE

OpieHTauin




aM™

Pe3ynbtatu

€ Back

vision

PesynbTatn TeCTyBaHHS

Balwia MMOBIipHICTb AuUcneKcii:

rythms

speech numbers

orientation




BNCHOBOK



e Po3pobaeHnm mobinbHUM AOAATOK ANA AiarHOCTUKM NOBEPXHEBOI
ANCNEKCIT MICTUTb BNpaBn ANA OUiHKKN cneundiyHMX HAaBMYOK Ta
MOAY/1b BIACTEXKEHHA NpOorpecy.

e |HTerpauia irpoBUX eNemMeHTIB AoNoMara€ 3a/ly4nTm KOpUCTyBadiB Ta
OLLIHUTU IX KOTHITUBHI 34iOHOCTI Ta HaBYaNbHi CTUAI.

* BUKOPUCTAHHA MALLMHHOINO HaBYaHHA Ta KOMMN'HOTEPHOIO 30py
[03BOJIAE aHANi3yBaTK AaHi Ta BUABAATU WADBNOHU AUCNEKCIl.

e € 6araTo TOYOK AN15 MOKPALLEHHS




[1aKyto 3a yeary!
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