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OPPORTUNITIES FOR APPLICATION OF KAHOOT DIGITAL TECHNOLOGY
IN MUSIC EDUCATION 1.-4. CLASS

Abstract: Kahoot is a global learning platform. Kahoot is first and foremost about creating a positive learning
in music's education environment by bringing collaboration, emotion and play together. Technology is merely
facilitating the social learning experience. Each student performs the set musical task on his device and sees
his result, comparable to those of his classmates. The music teacher or student can create test exercises with
questions and answers or educational games. Kahoot allows the embedding of sounding music and images.
Students enjoy communicating with music and express their talents. Students enjoy communicating with
music and express their talents. Tests and games are easy to create. It offers the opportunity for collaboration
and interaction, both in the physical world and in the digital plan. Students work on mobile or stationary
devices. It is applicable to all areas of competence of music curricula in primary school.
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BIIHOCT HA IJIAT(hopMaTa
Kahoot e o6mauna maardopma 3a WHTEPAKTHBHO OOydeHWe, Oa3wpaHa Ha
tectoBe. C Hest 00yUEHHETO 0 MY3HKa € aHTAKUPAIIo, YBIEKATeTHO U HHTEPEeCHO. B
ChBPEMEHHUTE YCJIOBUS € TOJIXOMISINO HM3IO0JI3BaHETO Ha TecToBuTe (opmaru Ha Kahoot kakto 3a
npuchcTBeHN (GopMU Ha OOydeHHWe, Taka M 3a JUCTaHIMOHHU B ycinoBus Ha OPEC, 3a xubpuaHo
oOydeHnue, 3a cutyaruu Ha ,,O0bpHaTa KiIacHa cTas, kKaTto nmpasu yueHeTo Kahoot MHOTO ynoOeH 3a
MOJI3BAHE JUTUTAJIEH HHCTPYMEHT.

Kahoot mpennara 6e3mmaTHa u miaTeHa Bepcus 3a morpedbutenure. CBOOOMHUAT BapHaHT 3a
JIOCTBII JlaBa JIOCTaThUHO BH3MOXKHOCTH 32 MHTEPECHO M I110Jie3HO oOyueHue. [IpuiioskeHueTo My B
YyacoBeTe M0 My3HMKa OE3CHOpPHO MMa MOTHBHpAIl €(EKT, 3alll0TO € H3rPaJeH BbPXY TOBa, KOETO
YYEHUIIUTE 00MYAT J]a IPaBAT — Jia U3IM0JI3BaT MU(POBH YCTPOICTBA 32 00yUeHUE Upe3 MPEKUBSIBAHE.
CormanHata My (QYHKIHMS, CBbp3aHa C EMOIMOHAJHATAa ChHIIHOCT HA MY3MKAJIHOTO H3KYCTBO H
JIBJIOOKATa My COIMAlTHA POJIsi, € W3KIIOYUTEITHO IIeHHA, OCOOCHO B KOHTEKCTa HAa ChBPEMCHHATA
colpaliHa M30JaIus, ChoOpa3HO MEpKHUTE 3a 0E30MacHOCT B YCJIOBHsTA Ha mpeBeHius Ha Covid-19.
[Ipennara Bb3MOKHOCT 3a ChBMECTHa pa00Ta Ha BCHYKM YYCHHIM M B3aUMOJICHCTBHE, KAKTO BHB
(hu3UYEeCKUs CBAT, TaKa U B AUruTalieH TuiaH. CpaboTBa Ha IOYTH BCSIKO YCTPOMCTBO C Opay3bp, KOETO
yJIeCHSBA JIOCThIIA JIOPU HA IO-CTapH KOMIIOTPHU, TadietH, cMaprdonu. HeoOxomuma e HaaudHa
UHTEepHET Bpb3Ka. [1] Beekn ydeHUK H3MBIHSABA MMOCTABEHATA MYy3HKAJHA 337a4ya Ha CBOETO
YCTPOMCTBO M BHXIA PE3YATATUTE CH, CHIIOCTABUMO C TE€3U Ha CBOUTE ChYUYCHHIIH.
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IIpunaoxnmoct B 00y4yeHneTo mo Mmy3uka 1. — 4. kjac

IMTocpeactBom omstaiid iatdopmara Kahoot [2] yunrenst mo My3uka MOXKe J1a Ch3/1a/ie TECTOBH
yIOpaXHEHHss C  BBOPOCK M OTrOBOPM  WJIM  OOpa3oBaTelHU  WIPH,  Pa3BUBALIH
MY3UKATHOU3ITBIHUTEIICKH, MYy3HKaTHOAHAIMTUYHH, MO3HABATEIIHH, COLUAIHA KOMIIC-TCHTHOCTH Y
YUYCHHUIIUTE B TPAKTHYECKH YCJIOBHS upe3 BKIOYBaHE W ydacthe. Kahoot ¢ 0coOeHO momxosii
JMTHTAJICH HHCTPYMEHT 32 NPOBEPKa M KOHTPOJI Ha 0A3MCHU 3HAHMS, YMCHHUS U KOMIICTCHTHOCTH — B
4acoBETE 3a YNpaKHEHHWE W 0000IIeHHe, MPH BXOMINA, TEKylla WIA H3XOJIa Auartoctuka. Ho
MOKE Jla Ce M3I0JI3Ba 3a BhBEXK/IAHEe B TEMAaTHYHATa €IMHKIA, 32 00paTHA BPb3Ka U pediiekcus cien
3all03HaBaHE Ha YYCHMIIMUTE C HOBAa MH(pOpMAIMs B Pa3IMYHU €Talyd Ha Yaca 3a HOBH 3HAHHS IO
mysuka. Chb3aBa MPEANOCTABKM YUYCHHIIMTE Ja H3MUTBAT PAJ0CT OT OOIIyBaHETO C MY3HKa,
NPOBOKHpPA TAXHATA CHIPHYACTHOCT, MHTEICKTyaIHAa HAXOJYUBOCT M €MOLIMOHAJIHA WHTEIUTCHTHOCT.
OcobOeHO MOIXOSI] € 3a H3rPaKAaHe Ha CIYNIATeJICKH YMCHHS, KakTO M 3a pasrpbllaHe Ha
JMYHOCTHHUTE MY3UKAJIHH 3aJI05)KOU M HHTEPECH.

[IpunoxkuM € KbM BCHYKH OOJACTH Ha KOMIICTEHTHOCT OT Y4YEOHHUTE MPOrpamMH MO My3HKa B
HayaJeH €Tall, 3all0TO ChueTaBa IO3HABATCIHUTE W PAa3BHBAIIUTE ICHHOCTH C EMOIMOHAIHOTO
MPeXXMBSIBAHE M OTHOIIIEHHE KbM My3uKaTa. [3]

Toga, 4e M0O3BOJIsIBA BrpaXkIaHe Ha 3BydYallla My3uka, npaBu oOydenuero ¢ Kahoot ymaumno 3a
MY3HUIIMPaHe — 32 BB3MPOM3BEXKIa MEIOANSI U METPOPUTHM Ha TIECEH, 3a MPeCh3IaBaHe Ha XapakTepa
¥, 32 U3sBa Ha apTUCTUYHOCT, 32 CHHXPOHH3HPAHE M3MIBIHEHUE ChC CHIIPOBOA. PazHooOpa3Hu 3aadn
MOraT Ja Ce MOCTaBAT W 3a CIYIIAaHeTO Ha MYy3WKa — OTHOCHO TMPOCIEAsSBaHE W OMPEIeIsHE ¢
HNOAXOAAIIM IYMH HAa XapakTep M My3HKaJTHOM3Pa3HH CPENCTBA, 3a pa3lo3HaBaHE HA XapaKTepHU
OTKBCH OT BOKAJTHH ¥ MHCTPYMEHTAIHK My3uKainHu npousBeaenus. C Kahoot morar na ce pasmno3Hast
BU3YaJTHO U TEMOPOBO MY3HMKaJIHH WHCTPYMEHTH U ChCTaBH, J]a CE OMPEICIIH METPYM B H3yd4aBaHHTE
pa3Mepu, TPUHIMIK B My3ukaTa. KbM BCEKM BBIIPOC MMa OMIMS 3a MPUKAYBaHE HA MU300paXKCHUs,
KOETO IMpaBH JUTHUTAIHUS HMHCTPYMEHT TIOAXOMAIl 3a pPa3lO3HABAHE HA OCHOBHH CIIEMEHTH B
HOTOIIKCA, 3a_IpOocie/siBaHe KAaKTO IO CIIyX, Taka M 10 BH3yaJM3UpaH HOTEH TEKCT IOocoKara Ha
MEJNOAMATa W BHJA HA MEJOJUYHOTO JBWKeHHe. [IpMIIOKMM € M 3a pa3lo3HaBaHe HAa OCHOBHU
MY3UKaIIHH JKaHpOBE, (DOJKIOPHU OOpead, 3a JEMOHCTPUpPAHE 3HAHUs 3a OBJIrapCKH W UYKIU
MY3UKaHTH, 32 My3UKaTa U ChBPEMEHHUTE TEXHOJIOTHH.

TexHOJI0rMYHU XapaKTepUCTHKHU

Bceuvku ydeHWIM B KJIacHaTa cTas Morar eTHOBPEMEHHO JIa y4acTBaT ¢ IOMOIITa Ha MOOWITHA
WIN HacTojHa TexHuKa. HyXHO € na mma M eauH aJAMUHHCTPATOp, KOMTO Na crapTupa TecTa, 1a
3ajJiaBa TpexoJl KbM cienBaia 3a1ada. JIMHKbT Ha ch3JaeHus yueOeH pecypc OTBeX/a KbM HUPPOB
KOJI, KOMTO YYeHHIIUTE BBBEXKIAT B CBOHMTE ycTpoiictBa. [4] IlpeaBapurenHo Moxe Aa ce W3TErin
HPUIIOKESHUETO 32 MOOMIIHU yCTpoiicTBa. [5]

Cren xaTo ce BbBele KOOBT, TpsiOBa ma ce kiaukHe BhpXy ENTER. ToraBa ce mosBsiBa 1ose
Nickname. B Hero Bceku y4yaCTHHK BBbBEXAa CBOETO MME (IIBPBOKJIACHUKBT OM MOTBJ Ja 3aIluile
OykBa, mdpa, cumBoi) u knuka Bepxy OK. Ha yduennueckure yctpoiicTBaTa ce musnucsa: You're In!
See your nickname onscreen?, KOeTo 03HauaBa: ,,Bue cre B urpara. Bunsxre 11 ©MeTO CH Ha roJeMHus
ekpaH npex Bac?” [2]

Ha ekpana Ha aJAMHUHHCTPATOPCKUS/YUHUTEICKUS KOMIIIOTBD W HA TOJEMHUS E€KpaH
(IpenopBUMTENTHO € Jja TO UMa) Ce MOsBSIBAT MMEHAaTa Ha yYeHUIUTE. BiIsiBO Ha TO3M €KpaH ce BIKIa
TeXHUAT Opoi — Hampumep 21 Players. AqMHHUCTpATOphT (YUUTET WIM YYSHHK) CTapTHpa TecTa C
oyrona START. Ha rojemust ekpaH ce TIOSBSBAT BBIIPOCHUTE/3a1aunTe ¢ 3 Wik 4 BB3MOXKHH OTTOBOpa
— B YEPBEHO, XBJITO, CHHBO U 3eJ1eH0. OCBEH IIBETOBE BCEKH OTTOBOP MMa M CUMBOJI — A, O, O wim 0.
(Due. 2) YaeHunuTe WIK aAMUHUCTPATOPHT YETAT BBIIPOCUTE, 3aIIOMHST 1IBETa Ha BEPHUS OTTOBOP U
KJIMKaT BBPXY HEro Ha CBOETO ycTpoiicTBo. Ha Hero He ce BWKIAT BBIIPOCUTE, a CaMO LBAT ChC
CHUMBOIJI 33 OTIOBOD. (Due. 1, gue. 2)
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(Que. 1) (Due. 2)

JIMHKBT, KOWTO Ce JaBa KbM TECTa, MOXE Ja ¢ MOTPEOUTEIICKH, HO MMa BB3MOXKHOCT Ja Ce
3aJa/ie Taka, 4e BCCKU YUCHHK CaM Ja ce YIPaKHIBa, KaTO € €AHOBPEMEHHO aJMUHHUCTPATOP OT €AUH
npo3opell Ha Opay3bpa, a OT Ipyr — U3IBJIHUTEN Ha Tecta. BenHara ce mosy4yaBa oOpaTHa Bpb3Ka 3a
BEPEH OTrOBOp Ha 3a/lavyaTa, a aKo YYaCTHHUKBT € OTrOBOPHII MPABUIIHO, CHUCTEMaTa IMOKa3Ba M
oT™eTKa. (Que. 3, pue. 4)
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Due. 3 Due. 4

Cren Bcska M3NBIHEHA 3aada YUYEHUKBT BIDKAA Oposi TOUKM 3a JaJeHHsS OTTOBOP M Ha KOe
MSCTO € B Kiacanusra. KoraTo mpukiroun TecThT, Ha TOJEMHsS €KpaH ce M3MHCBAT MMeHaTa Ha
TpUMaTa MOOEAUTENN B 3aJaHUETO/Wrpara ¢ HAl-MHOTO TOYKM WU OpOSIT HAa BEPHUTE M TPELIHHUTE
OTrOBOpH, KOUTO ca Aanu. [losBsBaT ce u QoiiepBepkn. AKO M TpUMara ca OTTOBOPWIIA BSIPHO Ha
BCHYKH BBIPOCH, c€ OTYHTA (HAKTOPBT BPEME — 3a Hai-KpaTko BpeMme ce aaBar OoHyC TOYKH. (Due.
5) AKO YYCHHUKBT Ce yIpaKHsIBa CaM, ChIIIO BIDKIA CBOSI PE3yJITar.
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Due. 5

B kpast Ha 3ajaHMeTO/Urpara Ha JAUCIUIES HA YYEHHYECKHTE YCTPOMCTBA e M3IMCBA HAMIINC C
MSCTOTO B KJIacallMsATa, CJIe]] KOETO ChIIO Ce reHeprpa oOpaTHA BPb3Ka C PE3yJATaTH U MOTHBHPAIIN
Bbrpocu — Did you learn something? /Hayunxte sm mHemo?/ Do you recommend it? /buxte nmu
npenopbyany urpata?/ u How fun was it? /Konko 3ab6aBno 6eme?/ To continue, tell us how you feel?
/3a 1a MpoABIDKUTE, OTTOBOPETE KaK ce UyBcTBaTe?/
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IIpennmcTBa Ha IaTopMaTa

Makap u Ha naTHHHIA, WHTEPGEHCHT € WHTYWTHBEH. [eCTOBM 3aladil W WIPH MOTAT Ja ce
Chb3/aBaT M OT CaMHTE YYCHHUIIM, KaTO MO TO3M HAa4YMH Te MpHjaraT YCBOEGHOTO Ha MPaKTHKa M
Jo0aBeHaTa CTOMHOCT OT OOIIYBaHETO C MY3MKaJHOTO M3KYCTBO € MHOTO Ho-ToisiMa. Moxke na ce
Ch371aBa PeCypc KakTO Mpe3 KOMITIOTHP, TaKa U Mpe3 MOOMITHO yCTpoicTBO. ChABPIKaHUETO TOIIIEKH
Ha peJaKkus BbB BCEKM MOMEHT. KbM BcekH BBIPOC MMa OMIMS 3a BrpakJaHe Ha BUJEO ChC 3BYK. B
TUTaTeHaTa BEpCHs MOTaT Ja ce 100aBAT BBIPOCH 1Mo (hopMaTa Ha UTPH — OWIISIPI, TB3ET, IbP3aJITHE C
mreiiayn. [Ipu cb3maBaHeTo Ha MY3UKAIHUS MPOLYKT — TECT, MIpa, MOXKe Ja ce 3a1aje BpeMe 3a
OTrOBOp B MUHYTH, KOETO MpelJiara Bb3MOKHOCT My3UKaTa Ja ce MpOCIyIliBa MHOTOKpaTHO. Ts ce
BKIIFOYBA OT aJIMHHHCTPATOPa, KOETO M3KIII0OYBA PHCK OT 3aCThIIBaHE M XaoC B MPo3By4YaBaHeTo u. [Ipu
MPOCpOYBAaHE Ha BPEMETO 3a OTTOBOP CHCTEMaTa He U3XBBHPIsS y4acTHHKA. Pe3ynraTure ce mosBsBaT
MHTHOBEHO. YUHTEIIAT MOXKE Ja TeHepHpa Io-moapoOHa oOpaTHa Bpb3ka B Tabmmma Ha Excel. Tosa
JlaBa BH3MOXKHOCT 32 aHAJIN3 Ha TPEIIKUTE U HaOelsI3BaHe Ha KOPEKIIMOHHN MepkH. (Due.6)
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Due. 6

Henocrathuu Ha miatgopma Kahoot

HWrTerpupa Buzmeo camo ot YouTube. He mo3BossiBa kauBaHe Ha ayano OTACIHO OT Buaeo. He
ce mpejyiara Bb3MOXHOCTH 32 BBIIPOCH C OTBOPEH OTTOBOP. 3a Ja ce MPOoHrpae OTHOBO TECTHT, TPsOBa
Jla ce CTapThpa OT aIMHHKCTPATOPA.

He e BB3MOXHO 3aJaBaHe Ha KapTUHHM OTrCOBOpPH. 3aToBa € J00pe, ako pPecypchT €
MpeTHa3HAYEH 32 ITbPBOKJIACHHUIIA B OTPAMOTHTEIHUS TEPUO/I, TEKCTHT Ha BBIIPOCUTE W OTTOBOPHUTE
Jla ce YeTe OT BB3pPaCTeH, KaTo €JIHOBPEMEHHO C€ MOCOYBa W KapTara ChC CHOTBETEH LBAT. Taka
YYEHHUIIUTE CBHP3BAT OTIOBOP ChC ChOTBETCTRAIIL I[BAT, KOWTO TPsiOBa J1a Mocovar.

Etranu Ha cb31aBaHe HA eJIEKTPOHHHUS MY3UKAJIEH pecypc
1. INomsnBane moJieTo 3a 3ariaBue. KauaHne Ha n300pakeHue 3a 00JI0KKa Ha pecypca. (Due.
7)

WAROOn atrinay

Que. 7
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2. C’B3JlaBaH€ Ha I'bPBU BBIIPOC.

3ammcBa ce BBIPOCHT. 3a/aBaT ce M30UpaeMHTe OTTOBOPH, KaTO €IWH OT TAX CE€ MOCOYBa 32

BepeH. 3a/iaBa ce BpeMe 3a M3MBJIHCHHE B CEKYHIU/MUHYTH M OpOM TOYKH, KOUTO IIE CE MOJyYaT 3a
BepeH otroBop. M36upa ce nzodpakenue wiu Buaco. (Que. 8)

. e e L ot

O tod movasmesn (000 [ Sy stagnt 0 e

Due. 8

3. Crenga Brpoc ce go6ass ¢ 6yrona Add question.

4. OcBeH 3aJauyl ¢ MHOXKECTBEH U300p MOrar Ja ce 3a7ajaTr ¥ BbIPOCH/3aa4uy ¢ IOCOYBaHE Ha
»»BAPHO-TPEIIHO".

i)

EbpanHaTa B My3MKaTa MMa BPbaKa ¢ xapakrepa i

Imays reves

- . " e
€ - c ap b
o

(TP ...... |

e e Bunrapua Ha NMadanot MNunkoe 3gyyn

5. TecTsT ce 3amassa ¢ 6yrona DONE. MiMa omiust 3a Iperie Ha BCEKH BBIPOC — Preview.
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6. Bsema ce muHk 3a ciogensiHe. Muarterpupa ce ¢ Google Classroom, Microsoft Teams, Zoom
¥ JIPYTH ChbBPEMEHHH IIAT(HOPMH 32 TUTHTATHO CHHXPOHHO M aCHHXPOHHO 00y4YeHHe.

Pe3yaratu ot u3noa3zBanero Ha Kahoot B o6yuyennero no my3suka

YPOKBT MO My3HKa Ipelara pa3iddHo ApPaMaTypruiHO M3TPaxKaaHe, MOIXOAU, IPOBOKUPA
MOTHBAIMs1, BBIIHCHHUS, MUCJIOBHA ¥ €MOI[OHAIHA OT3UBYUBOCT [6; 7]. 3aHUMATEIHUAT HAYMH TTOMara
Ha YYEHUWIUTE Ja OOIIyBaT ¢ My3WKaTa, Ja Ceé OPUEHTHpAT B HEWHHUS OoraT eMOIMOHAITHO-00pa3eH
CBAT U B cnenu(UYHUS e3WK Ha yyBcTBara. CTUMyJHMpa c€ MHTEPEChT KbM MY3WKAIHU JIEHHOCTH.
[ToBumraBa ce KayecTBOTO W TOYHOCTTa HAa pEaKIMUTE, YMEHHETO 3a pa3KpHUBaHE Ha MPUYMHHO-
CIIEZICTBEHH 3aKOHOMEPHOCTH, OpUEHTAlMiATa B OOEKTHA CpeAa M B My3uKaiHaTa (hakToIorus,
TBOPYECKHUAT MOAXO0] KbM MpoOJieMaThKaTa. Y YeHUIUTE ca aHTaKUPAHU U KOHIEHTPUPAaHU. 3HAYUMO
€ HU3pacTBAaHETO B JMYHOCTHO-couManeH IuiaH. [lo3uTtuBHata atMmocdepa H3rpakga UYOBELIKH
J00poneTeNn — yBaXKCHHWE, €MIIaTHsl, CIHOCOOHOCT 3a IOEMaHe Ha OTIOBOPHOCT, 3a IMOJKpena M
cpaBgHe ¢ IpoOsieMH, OpraHU3UpPaHOCT, caMOKOHTpoia. Coumanus3upamara posisi Ha
B3aUMOJEHCTBUETO M3rpa’kia YMEHHMS 3a OIO3HAaBaHE, CONMMKaBaHE M NPEOTKPUBAHE HA YOBELIKH
noctoiiHcTBa. ToBa moctaBsi OCHOBUTE 3a (hopMupaHe HA My3WKalHaTa KyiTypa Ha ydyeHuuurte 1.-4.
KJac.
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