C. B. Iletpenko
GAMIFICATION SIK IHHOBAIIIIMHA OCBITHSI TEXHOJIOI'ISI

AHoTamisi. Y cTaTTi Ha OCHOBI 3JIHCHEHOTO TEOPETHYHOTO aHaji3y
npoanaiizoBaHo Gamification sK OCBITHIH (EHOMEH, PO3KPUTO CYTHICTb
noHATTs «Gamification» sk BUKOPHCTAHHS ITPOBUX TPAKTHK Ta MEXaHI3MIB y
HEIrpOBOMY KOHTEKCTI AJIsI 3aJlydeHHs KiHLEBUX KOPHCTYBAuiB 10 BUPIIIECHHS
npobnem. CxapakTepu3oBaHi MPHUHIMIM, IO JiexaTh B ocHOBI Gamification;
BUILICHI OCHOBHI acmekTd Gamification, a came: AuHaMikKa, MEXaHika,
eCTeTHKa, comiajbHa B3aemofis. Onucani ¢ynkuii Gamification B 0ocBiTHEOMY
mporeci, SK-TO: TiJBUINEHHS MOTHUBAlLii CTYIEHTIB, IX CTUMYJIIOBAHHS [0
3aCBOEHHS HAaBUAJBHOTO MaTepialy; 3alydeHHsS CTyICHTa B HaBYAIBHHI
Ipolec, HOro CTUMYJISLIS O TMOAAJBLIOr0 HaBYaHHS W po3BUTKY. JloBeneHo,
[0 3aCTOCYBaHHS IHCTPYMEHTAPiI0 KOMIT IOTEPHHX irOp B OCBITHROMY TPOIIECI,
no-mepule, IMiJCHIIOE MOTHBAlLil0 Ccy0’ekTa MpPUALIATH Oinblle yBaru
HaBYaIbHIN TISUIHOCTI, IO-APYTe, MOJOBXKYE IHTEpEC 0 3aBAaHHs H, HAPEIITI,
MiABHUIIYE WMOBIPHICT IOCSTHEHHS MOCTAaBJICHOI MeTH. Bin iHIIMX irpoBHX
MPaKkTUK (PONBOBHX, MimoBuX irop 1 T.1m.) Gamification Biapi3HSIETHCS
HEIMITallilHUM XapakTepoM aKTUBHOCTI: 30epiraroud HE3MIHHHM 3MicT
ocBiTHBOI misuibHOCTI, Gamification kapauHaneHO TpaHchopMmye cHOCIO
oprasizarii 1iei AisIbHOCTI i CYIIPOBOXKYE BECh OCBITHIM IIUKIL.

Kuarouosi caosa: Gamification, iHHOBaiiiHi OCBITHI TEXHOJIOTII, irpoBi
TEXHOJIOTI1, MOTHUBAITIS.

IMocranoBka npodaemu. CyuacHa CHCTEMa OCBITH NEPEKUBAE KPU3Y
BiJICYTHOCTiI MOTHBAIIi{ O BUBYCHHS Pi3HUX AUCHMILIIH. BUXi 3 Takol cUTYyAIlii,
JI0 TIEBHOT MIpH, TOJISITa€ Y BUKOPUCTAHHI IHHOBALIHHMX TEXHOJIOTIH y cHUcTeMi
HaBYaHHSI U BUXOBaHHA, y (OpMyBaHHI MOTHBALii, iHTepecy, y HaJaHHI
iHpOpMAIIiT I[IKaBUMHU HETPamUIifHUME criocobamu. OHUM 3 TAKHX CIIOCOOIB €
Gamification (reiimidikawuis, irpodikaris), sika IIHMPOKO BUKOPHCTOBYETHCS
OaraThbMa OCBITHIMH YCTaHOBaMH, IO TIPAKTHKYIOTh IHHOBAIliHE HABUAHHS.

3acTocyBaHHs ~ irpOBHX TEXHOJOTIM, TIpuU y CHCTEeMi OCBITH
BUKOPHCTOBYETHCS IyXe NaBHO. Komm MoBa 3aX0QuTh MpO irpoBi TEXHOJOTII,
BiZlpa3y BHHHUKA€ acoLiallisl 3 AUTHHCTBOM, MO3asK Ipa — MPOBiJHA HisIbHICTH
JUTHHU JOMKUTBHOTO BiKy. OJJHAaK Ipa € Ba)XJIMBUM BHIOM MisUTEHOCTI JIFOIUHU
YIPOIOBXK YChOTO il JKUTTS.

BuaarHi ICUXOJIOTH, MTEAArory A0CTIKYBanu crietiniky i 0CoOIHMBOCTI
rpu i irpoBoi IisUIBHOCTI y Ipoueci OCBiTH ¥ BuxoBaHHS. CBoro yacy Iue
K. YImHChKU# paiuB BKIIOYATH IrPOBI €JIEMEHTH B HaBYaIbHY MOHOTOHHY
MpaLo Aitei, mo6 3poOuTH mpoliec mi3HaHHs OUbII MpoayKTHBHUM. [lemaror
BBaXaB TPy I JUTHHU [IHCHICTIO, 1 MIWCHICTIO, 3HAYHO IIIKABILIOK Bij
HaBKOJMIIHBOI: «[[ikaBilia BoHa Iyl TUTHHU came TOMY, L0 3po3yMimimia, a
3po3yMilimia BoHA i TOMY, IO MMOYacTH € ii BIACHUM BUTBOPOM. Y Tpi JUTHHA
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JKHBE, 1 CIIIU 1[bOTO JKUTTSI MIHOIIIE JIMIIAITHCS B Hil, HIXK CITIIM CHPaBXHBOTO
JKHTTS, B SIKE BOHA HE MOIJIa e BBIMTH 3a CKJIA/IHICTIO HOTO SIBUII Ta iHTEPECiB»
[5, c. 299].

B ocraHHe JecATUpIYYS BUKOPHUCTAHHS CJIEMEHTIB TpH, IrpOBOTO
MHCIICHHS, JUHAMIKH 1 MEXaHIKH KOMIT FOTEPHUX irop AJIsl 3aIy4eHHsI ayAuTopil
orpumaio Ha3By Gamification. 3a BH3HAueHHSM BIUIBHOI EHIUKIIONEII]
Bikinenis, revimidikaris (irpodikaris, reimizaris, anria. gamification) — e
BUKOPHUCTAHHS irpOBUX IIPAaKTHK Ta MEXaHi3MiB y HEIrpOBOMY KOHTEKCTi Ul
3aJy4eHHsS KIiHIEBMX KOPHUCTYBadiB /O BuUpimieHHs npobnem [1]. Ha nHamy
OYMKY, 3 OIJISIy Ha TOXOJKECHHS CJOBA, BCE X KOPEKTHIIMMHU € aediHimii
«Gamification» 4n «irpodikaiiisi», TOMY IO MOIIUPEHA Ha3Ba «reiMidikaiis» €
1 He MepeKIIajioM, 1 He TpaHCHIiTepalielo aHIiicbKoro TepMiny «Gamificationy,
TOMY BBKA€EMO OUIBIII MPAaBUJILHUM BXHBaHHS came nedininii «Gamification».

Ha cporogni  Gamification  akTUBHO  BUKOPUCTOBYETbCS Y
KOPIIOPAaTMBHUX TPCHIHTraxX, IHAWBIAyaJIbHOMY HaBYaHHI JJs TOro, 00
MOTHBYBATH y4aCHHUKIB 3aCTOCOBYBAaTH BUBUCHE Y POOOTI, OCKIIBKH Iie TIOBUHHO
MIABUIUTH MPOAYKTHBHICTB. 3TiTHO 3 JIOCIIIKEHHAM, poBereHnM Badgeville,
78% mpaliBHUKIB BUKOPUCTOBYIOTh MOTHBALIIl0 Ha OCHOBIi irop Ha poOoTi, i
Maibke 91% BBakalOTh, IO Ii CHCTEMH MOJIMIIYIOTH SKICTH pPOOOTH,
30iMBIIYIOYM  3alliKaBleHICTh, OOI3HAHICTh Ta  MPOAYKTHBHICTH  [6].
BuKOpHCTaHHS iTPOBUX KOMIT FOTEPHHUX MEXaHIK [UIS 3alydeHHS ayauTopii B
PI3HOMaHITHY AiSUVIBHICTh HA CHOTOJHIIIHIN IEHb CTA€ TPEHIOM.

Mertoro Gamification, BUKOPUCTAaHHS iTPOBUX TEXHOJIOTIH Y OCBITHBOMY
KOHTEKCTi, CTBOPEHHS HAaBYAJbHUX KYypCiB y BUIVIAAI KOMII'IOTEPHOI IPU € Y
MOTHBYBAHHSI, 3alliKaBJICHHS, 3aJyYeHHS KiHIIEBUX KOPHCTYBadiB (CTYHEHTIB)
J0 BUpiLIEHHS IpoOieM Ha TpajuuidHUX KypcaxX. IrpoBi TexHomorii gaioTh
OCOOMCTOCTI BIZUYTTS YCIIIIHOCTI, BIIEBHEHOCTI y CBOIX 3HAHHAX. BakinBo
3asgaunTd, mo Gamification B OCBiTI — 1Il€¢ He JHIIE ITiIBANCHHS
BMOTHBOBAHOCTI Ta 3alliKaBIEHOCTI IpeIMeTOM, a Iie # IOKpalleHHsS
pe3yNbTaTiB HAaBUAHHSI.

ToMy MeTOI0 NPONOHOBAaHOI PO3BiAKM € aHami3 0cOOIMBOCTEH
Gamification sik IHHOBAIIMHOT OCBITHBOT TEXHOJIOTI].

AHAaJIi3 0CTAHHIX J0C/Ii/IikeHb i3 MPo0JeMH 3acBiauye, IO B OUIBIIOCTI
mparp 00 BHKOPUCTAHHS irop JOBEACHO, IO HaBYAHHS i3 BUKOPUCTAHHSIM
eNIEMCHTIB TPH IIO3UTHBHO BIUIMBAE sIK Ha MPOLEC HABYAHHSA, TaK 1 Ha
OCOOHCTICTB.

I xoua Gamification sk HaykoBa cdepa Iie 30BCIM MOJIOJa, y Hill Ha
ChOTOJIHI ICHY€E YMMAJIO JOCTIKeHb 1 MyOJiKaIlii, cepesl SKUX, HacamIepes,
mpari 3akopAoHHUX HaykoBLiB M. BapOepa, /Ix. Makroniren, [I. Knapxka, JIi
[lennona, K. Bepbaxa Ta iH. 3aKOpIOHHI JOCTIIHUKH, 30KpeMa, I. 3ikepMaHH,
E. Ix. Kim, K. Kanm 3Hauny yBary npuaiIsiOTh BU3HAYCHHIO CaMOTO MOHATTS
«Gamificationy, aHaI3yIOTh HOTO CTPYKTYPY, IPUHIMIH 1 MexaHi3mu [8; 9; 10;
12].

Y  BiTum3HsHIA ~ memarorimi  mpobjeMa  BHBYAJAcsi — OKPEMHUMH
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HaYKOBIISIMH, yBara sSIKUX 30CepeKyBajach Ha 3araJlHOMY aHajli3l 03HaueHOro
¢denomeny (O. Tkauenko) [4] Ta BuxopucranHi Gamification y ¢dopmyBanHi
IHIIOMOBHOT KoMIieTeHTHOCTi cTyaeHTiB (b. Kauan) [2].

IMpunnunu, cTpykTypa, MexaHi3Mu BHKopucTaHHs Gamification y
CHUCTEMI BHIIOI OCBITH 3 METOI BHPOOJICHHS irpoBOI MEXaHiKH, €CTETHKH 1
MUCJICHHS, 3aJy4eHHS CTYACHTIB [0 aKTHBHOTO HABYAIBHOTO MPOIIECY,
IiABUIIICHHS. MOTHBALIIT 10 HABYAHHS MOTPEOYIOTh IPYHTOBHUX JOCIIKEHb.

Bukiag ocHoBHOro Mmatepiany pocaimkennsi. Gamification —
(eHOMEH IIOAICBKOT aKTUBHOCTI, 3aTHHHA 3poOWTH OijbII KEPOBAaHOW i
IUTAHOBAHOIO OCBITHIO [SUIBHICTB, CHOCIO 30CepeKeHHs O0coO0JIMBOI yBaru
CTY/IEHTIB Ha BHMKOHAHHI HAaBUAIBHHMX 3aBJaHb, L0 CIPUSITUME JOCSTHEHHIO
OL1b1I IPOJYKTUBHOIO OCBITHBOTO PE3yJbTaTy.

OCHOBHUMH 0COOJTHBOCTSIMU 3a3HaYCHOTO (dheHoMeHY, SIK1
BHOKPEMITIOIOTh TIPAKTHYHO YCi JOCIITHHUKY, € MEXaHIKH, BUKOPHCTOBYBaHi B
KOMIT'FOTEPHHUX Irpax, 3aCTOCOBaHi 110 OYAb-fKOTO IHIIOTO HEIrpOBOTO BHAY
JISUTBHOCTI, MO-TIepIIe, MiJICKIIOIT, MOTHUBALIiI0 Cy0’€KTa NPUALIATH OlIbIIY
yBary nporecy JIisuIbHOCTI, TO-ApyTe, MPOJAOBKYIOTh 3aI[iKaBICHICTh 3aBJaHHIM
i, HapewITi, NiABUIYIOTh HMOBIPHICTh JOCSTHEHHS IIOCTaBJICHOI METH.

IIpu 1bOMy 3MiCT HABYAIBHOT JAiSUTBHOCTI 3aJIMIIAETHCS TUM CAMHM, ajie
MEBHUM YHHOM CTPYKTYPYETHCS, YUM JOCSATAETHCS MiJBUIICHHS MOTHBAIII 70
BUPIIICHHS ITOCTABJICHUX 3aBaHb.

Cepen IpUHLIUIIIB, IO JIe)KaTh B OCHOBI Gamification, BHOKPEMIIIOIOTb:

- OTPUMAaHHS TOCTifHOTO 3BOPOTHOTO 3B’S3KY 31 CTyIEHTaMH, LIO Ja€
MOXJIMBICTh AUHAMIYHOT'O KOPEKTYBaHHS HaBYaJIbHOI OBEIIHKHY;

- TIOCTAlHE 3aHYPEHHS CTYJAEHTa B OUIBII TOHKI (YHKIIOHAIBHI
MOMEHTH 3 TIOCTYMOBUM 301JIbIIEHHSAM PIBHS CKJIQJHOCTI 3aBaHb;

- CTBOPEHHSI JIETeHIH (IpaMH), sSika BUKIIMKAE IHTEPEC CTYAeHTa, CIPHsE
BUHHUKHEHHIO MMOYYTTS IPUIETHOCTI i eMOLIHHOTO 3aITyYeHHS.

Y nporpamax, mNOOyIOBaHMX Ha OCHOBI IrpoOBOTO  MiAXOAY,
3aCTOCOBYIOThCS TaKi KOMIIOHEHTH, SIK TMiJIPaxyHOK OaJiiB, BUCTABISIHHS PiBHIB
CKJIQIHOCTI ¥ MaliCTepHOCTi, CTBOPEHHS PEUTUHIOBUX TaONUIlb, BIPOBAIKCHHS
BIpTyaJIbHHX BAJIFOT, 3MaraHHs MiXK YYaCHUKAMH 1 T. II.

I'pa ¥ irpoBi TexHOJOTrii B MeNaroriuyHiii mpaxkTHli — L€ CTBOPEHHS
MEBHUX YMOB JUIS JIOCSTHEHHS 3aBIaHb, MOJENIOBAHHS CIIEIialbHOI irpoBoOl
peanbHOCTI 31 CBOIMM BHYTPILIHIMH 3aKOHaMH (POJibOBI irpu, AiNOBi irpw,
OpraHi3aliifHo-TisUTbHICHI irpu Ta iH.). TyT CTy[JeHT Ha NEBHUH Yac CTae «He
c00010y», TIPUIMae poib, Ai€, BUXOAs4H 3 00paHoi abo naHoi oMy pouli, a He i3
BJIaCHHX OaxkaHb. B yMOBax irpoBHX CUTYalill, CIPSIMOBaHHX HA BIATBOPEHHS i
3aCBOEHHS  CYCIIUIBHOTO  JOCBimy, (OpMyeTbcss M YAOCKOHATIOETHCS
CaMOYTIPaBIIiHHS MOBEAIHKOIO.

Oco0muBicTh 1 cBoepianicTs Gamification monsrae y ii HeimiTauiiiHoMy
XapakTepi, y 30epeKeHHI HE3MIHHMM 3MICTy [isUTbHOCTI (HAIpHUKIAL,
caMOcCTiifHe 3aydyBaHHS iHO3€eMHHX CIiB) NIPH 3MiHI came cnocoOy opraHizamil
miei  gismpHOCTI. Bymyum irpoBoro mpaktHkoro, Gamification HOKOpiHHO
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BIJIPI3HAETBCSA BiJl BIJOMUX paHilie OCBITHIX irpoBux ¢opm. CyTHicTh i€l
BIIMIHHOCTI y TOMY, IO pEaJbHICTh 3aJUIIAETHCS PEAIBHICTIO, HE
MIEPETBOPIOIOYUCH Y TPy, & irPOBiI YCTAHOBKH BBOJASATHCS B CHUCTEMY OIepariii
cy6’exra 3 1€l peanbHicTio. Ha 1ne ocobnuBy yBary 3Beprae Kepin BepOax,
yuenuit 3 [leHcinbBaHii, 3a3Hauatoun, mo Gamification € Hi TporO, Hi TEOPi€IO
irop, Hi CUMYJISIIi€I0, HI BUKOPUCTAHHAM irop y 0i3Heci, Hi 3apoOaHHAM Oaiis
[11].

Tak, ocBiTHIl Kypc, cTBopeHuil y Gamification, He € KOMII'IOTEPHOIO
rporo (X04a 4acoM IyKe CXOKHH Ha Hel 3a paxyHOK irpoBOi OOOJIOHKH, SKIIO
ICHye MiATpUMYIOUEe KypC IPOrpaMHe 3a0€3EUECHHS).

OpauH 3 HaHOUIBII BIIOMHX OCBITHIX HPOEKTIB, IO MICTHUTh €JIEMEHTH
Gamification, — ocBiTHs miardgopma i BUBUCHHS 1 IPAKTUKK iHO3eMHOI MOBU
Lingualeo. ILleit pecypc, moOyaoBaHWii Ha IrpoBiif MexaHilli, 3a JOCHTb
KOPOTKUH MPOMIXKOK 4Yacy 3yMiB 3aBOIOBATH BEJIMYE3HY IONMYJIAPHICTb i CTATH
3HAUYMMUM SIBHIIEM B OCBITHBOMY CETMEHTi. ¥ ChOTO IIHOTO BIAJIOCS JOCSATTH 32
pPaxyHOK BIIPOBAaIDKCHHS IrPOBHX €JIEMEHTIB y Ipolec HaBYaHHA. Tak,
BaXXJIMBHUM ITYHKTOM POOOTH B CEPEOBHILI € BIJICTE)KEHHS YCIIXiB IPYy3iB, 110
CTUMYNIOE BMBYEHHA Marepiamy. Takoxk cHCTeMa BKIIOYaE EIEMEHTH
COLIAIBHUX MEpEeX, 10 POOUTh HaBYAJIbHE CEPEAOBHIIEC OIIbII THYYKHM W
3BUYHUM JUIS IIMPOKOTO KOJIa KOPHCTYBAYiB.

ITig yac BUBYEHHS KypCiB 3 BUKOPUCTAaHHSIM TexHoJjorii Gamification y
3aKiafax BHUINOI OCBITH CTYAEHT BUKOHYE M OCBITHI, i irpoBi 3aBIaHHS.
Hanpuknan, ocCBITHE 3aBHaHHS — OCBOITH pPi3HI KOMIT'IOTEPHI MOBH; irpoBe
3aBpnanHs — HaOpatu 50 OaniB 3a BUKOHaHI 3aBJaHHS Ha TICBHUH TEPMiH JUIs
Mepexo/1y Ha HACTYMHUI piBeHb. [IpUYOMy OCBITHI I[iJIi 3aBXK/IH 3AJTUILIAIOTHCS B
IIpiOpUTETi, a IrpoBi MOKIMKAHI JIMIIE IOMOMOITH BTPUMYBATU BHYTPILIHIO
MOTHBAIIIIO 10 BUKOHAHHS OCBITHIX 3aBIaHb.

IopiBusiBmu  Gamification 3 iHIIMMH IrPOBHMH TexHikamu, Mapio
Xeprep ykiiaB TaOJHIIIO, KA JIa€ 3MOT'Y Bi3yaJbHO OibILI YiTKO MPOBECTH MEXI
MiX TOMIOHUMH, aje He TOTOXHHUMHK siBuimamu — Gamification 1 pi3HEMHU
IHIIMMU Pi3HOBHIAMH irpOBUX NpakTHK. [lapameTpamMu MOpiBHAHHS CTAIN Taki
XapaKTepUCTHKH, SIK CHOHTAHHICTh, HAsSBHICTH IpPAaBHJ 1 METH, BHYTPIIIHSI
CTPYKTYpa, peasIbHICTh/IrpoBUil MPOCTIp 1 CUCTEMHICTS [7].

IopisustHHs Gamification i iHIIUX ITPOBUX MPAKTHK
[lapameTpu Tpaauuiiiai [Ponsosi |[[inosi irpu [CumynsitopujGamification
MOPiBHSIHHS irpu irpu
CIIOHTaHHICTh HEMae € HEMae HEMae HEMae
HasiBHICTB € HEMae € € €
MpaBHIT
IHasiBHICTB MeTH € HEMae € € €
CrpykTypa € HEMae € € €
IPeanbHuii CBIT HEMae Hemae | €/ Hemae | €/ Hemae €
CHCTEMHICTh HEeMae HEMae | HeMmae €/ Hemae €

[7].
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Sk 6aunmo, Gamification mepeTHHAETbCS 3 TPAIUIIIMHUME (HATPUKIIAT
HACTUILHUMHU) irpaMu (aHIJL. «gamey») Y TaKUX IO3MLIAX, K HasBHICTb IIPaBUIL,
MeTH ¥ cTpykTypH rpu. Ti x moxiOHOCTI Mu 6aunMo ¥ 3 AinoBuMu irpamu. Lle
Te, o 3amo3uuye Gamification y rpu, Te, 0 poOUTh IPY AK BHUJ JIOJCHKOI
aKTUBHOCTI TNPHBAOJIMBOI: 3pO3yMiia, JOCSDKHA ¥ OakaHa Mera, TpaBHia
JOCATHEHHS Ili€] METH W IIOKPOKOBA CTPYKTypa INPOXOMKEHHSA NUIIXY JO
IIOCTABIIEHOI METH.

OpHak rpa IEepPEeHOCUTh [il0 IpaBls B irpoBuil HpocTip, y BUraJaHy
peanbHicTh, TOAI sk Gamification 3amumae #oro y peaipHOMY CBIiTI 3
pea’IbHUMU HEirpoBUMU IpoOiieMaMu i 3aBAaHHAMU. Y IIJI0BUX irpax Jis 4acTo
TeX BiJOyBa€ThCS B pealbHIN CUTYyaIlil, ajne Iie He € 000B’SI3KOBOI0 YMOBOIO, Y
Toi1 yac sik st Gamification Taka ymMoBa 000B’3K0OBa.

IToBna mpoTunexHicTs Gamification 3a 0OpaHUMH TTO3HUIIISIMA — POJILOBI
irpu (aHri. «play»). PomboBa rpa sik BUKOHAHHS pOJIi CIIOHTaHHA, HE Ma€ YiTKO
BU3HAYEHOI irpoBoi MeTu i cTpykrypH. Gamification x Mae mpaBuia W Iifb,
BinOyBaeThCcd B peallbHOMY CBiTi, a He Ha cleHi abo B irpoBiil cuTyaumii,
a0COJIFOTHO HE CIIOHTAaHHA, YCi XOMU TpaBls MPOMHCaHI W CTPYKTypOBaHi.
CrpykrypoBanicTs Gamification ocBiTHBOI IisUIBHOCTI ABidi 000B’S3K0Ba, TOMY
[0 B HABYAJIBHOMY KypCi HEOOXiTHO PpO3JALIMTH BCIO MpOTpaMy Ha IEBHI
KpOKW/eTanu, a KOXKHUH eTall MOBMHEH MAaTH CBOIO METy, IO Ipalloe Ha
3arajbHy METY Kypcy.

Oco011BO BayIJIMBUM BBaxkaeMo ToH ¢akt, mo B Gamification cTyzneHT
3aJIMIIAEThCS. COOOK0, HE MpHUMIpsie Ha cebe HISKMX poJied, i pyxaeThcs,
BUXOJSYM TIJIbKU 31 CBOEI MOTHBAIIi] i BHYTPIIIHBOI METH, HAIPHUKIA, BYUTH
MOBH TIpOTpaMyBaHHsA Ha BKe IicHylounx Tuiargpopmax (CodeCombat,
Codeacademy, Code Hunt, CodinGame ta iu.).

Haii6inpm Onm3bki g0 Gamification cUMynsSTOpH, $Ki CTBOPHOIOTH
UTF031F0 peasibHOCTI B KOMIT IOTEPHOMY CEPEIOBHUINI H CIyXaTh HaBYAILHUM
LM, OJHAK Ha BiAMiHY Bix cuMyisaropiB, Gamification, cTBOpIOIOYHM 1103110
I'pH, BAKOPHUCTOBYE MEXaHIKH KOMII IOTEPHOTO CEpPeOBHIIA B pEalbHOMY CBITi.

[lo crocyeThCst mapaMeTpa CUCTEMHOCTI, HAJ3BUYAHO BaXKJIMBOTO JUIS
Gamification # 30BciM HEOOOB’S3KOBOTO JUIsl IHIIMX ITPOBHX MPAKTHK, TO IIi[
CHCTEMHICTIO PO3YMIIOTbCS HE €Mi30[MYHI BKpAIUIEHHS IPU B CTPYKTYpY
JISUTBHOCTI, @ HIJTICHUE Tpoliec BiJMOBIAHOTO CYMPOBOAY IN€l MisuibHOCTI. Y
HapuaHHi Gamification cympoBomXye OCBITHIH Kypc TMOBHICTIO — BifJ
MOCTAHOBKH LI1JIeH 1 3aBIaHb 0 MiICYMKOBOTO KOHTPOJIO 3HAHb.

OcHoBHuMHu acnektamu Gamification € nuHaMiKa — BHKOPHCTaHHS
CIeHapiiB, IO TNOTPEeOYIOIOTh YBark KOPHCTyBaya ¥ peakmii B pexuMmi
pearbHOTrO 4acy; MeXaHika — BUKOPHUCTAHHS CLEHAPHUX EJIEMEHTIiB, TaKHUX SIK
BipTyaJbHiI HArOPOJH, CTaTYCH, OalH, BIpTYyallbHi TOBapH; €CTETHKA — CTBOPEHHS
3arajbHOTO IrPOBOTO BPAXKEHHS, IO CIPHAE EMOLIHHOMY BKIIOYEHHIO
KOpHCTYBaua; COLIJIbHa B3AEMOJIsl — I[IHPOKUHA CIEKTP TEXHIK, M0
3a0e3MeuyTh B3aEMO/IiT, XapakTepHy A irop [3].

VY Bumiii mkomi Gamification MOKJIMKaHa CTBOPHUTH Take iH(pOpMaIiiHO-

181



HaBYaJbHE CEPENOBHIIE, SIKe O CIPHSI0 CaMOCTIHHOMY, aKTHBHOMY IIPAarHEHHIO
CTYZIEHTIB 10 OJEpKaHHS 3HaHb, NPOo(deciiHUX HABUYOK 1 yMiHb, TaKUX SK
KPUTUYHE MHUCIICHHS, YMIHHsS yXBAJIOBaTH PIllICHHS, MpAIfOBAaTH B KOMaHII,
Oyru rorosum o0 coiBpoOiTHuuTBa. Takum yumHOM, Gamification nomomarae
PO3KPUTH TBOPYi 3I0HOCTI i MOTHUBYE CTYJCHTA JI0 CAMOOCBITH.

BHCHOBKH i MepceKTHBH NMOAANLIINX PO3Bigok. TakuM 4mHOM, MU
MokeMo ToBoputd Tipo Gamification sk mpo HOBHiET crocid opraHizamii
HAaBYaHHS, IO Mae BeJIMYE3HWH NeJarorivHmii moTeHmian. Bractusi
Gamification MeXaHIKH [alOTh MOXJIMBICTh 3aIllyCTHTH HAWBUIIUH piBEHb
AKTUBHOCTI CTY/ICHTA, CTUMYJIOBaTH Cy0’€KTHY aKTHUBHICTb, HE BHBOJIH
OCOOHMCTICTB 3 PEaNbHOCTI.

Otxe, cborogni Gamification — 1ie Bayk/InBa KOHKYPEHTHa IIepeBara, sika
A€ 3MOTY <«JIOCTYKaTHCS» N0 CYYacHHX CTYIEHTIB, SKi 3BHKIM TpaTH B
KOMIT'IOTEpHI 1irpH, CHUIKYBaTHCS B cOLIaJbHUX Mepexkax. Iligxoxu, mo
BUKOPHCTOBYBasHCs 20 pOKiB TOMY, CTAIOTh MallOe()eKTUBHUMH: HaBYAHHS SIK
npocra nepefada iHdopmarii cnpuiMaeTbess HYJHUM 1 HEI[IKaBUM MPOILIECOM,
HaToMmicTh Gamification YMOXJIMBIIIOE NOCATAHHS HAaBYAJIBHUX MLIJICH, Tar0UH
CTYZIeHTaM MOXJIMBICTB IpaTH U posBakarucs. Gamification — e He mpocto
croci6 rapHOi Mmojayui HaBYAIBHOTO MaTepiaiy, IO JOBIB CBOI e()eKTHBHICTb,
ajie i BUMora 4acy, sIKy HeoOXiIHO BpaXOBYBAaTH JUIS YCIIIIHOI peanizawii 0yb-
SIKOTO €JIEKTPOHHOTO HaBYAIBEHOTO KypCYy.

Ha Hamy nymky, y HaiiGnmmxuomy MaiiOyrHeoMy miaxoau Gamification
MaTHMYTh Miclle y BCiX cdepax OCBITHBOI HisUIBHOCTi, a TOMY HEPCIIEKTUBY
MOJIAVIBIINX HAyKOBUX PO3BIZJJOK MU BOA4aeMO caMe y aHalli3i iMIUIeMeHTaIil
irpoBux Mexani3MmiB Gamification y BiIIOBIJHI OCBITHI MPOrpaMH ITiIrOTOBKU
CreniaiicTiB pi3HOTO Mpodito.
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AHHOTanuA. B craThe Ha OCHOBE OCYIIECCTBICHHOTO TEOPETHYECKOTO
aHanmM3a TpoaHanusupoBano Gamification kak oOpasoBaTeNbHBIN (EHOMEH,
packpbiTa cymHOCcTh moHsaTHs «Gamification» kak HCMONb30BaHUS HTPOBBIX
MPaKTHK U MEXaHU3MOB B HEHUTPOBOM KOHTEKCTE /IS MPHUBJICUSHUS KOHEUHBIX
nojb3oBarenie K peuieHuio mpobmeM. OXapaKTepU30BaHbl — MPUHIUIEL,
nexamue B ocHoBe Gamification; BeiieneHsl OCHOBHBIE acniekTsl Gamification,
a MMCHHO: JMHAMHKA, MEXaHHMKAa, JCTCTHKA, COLMAIbHOE B3aMMOJCHCTBHE.
Omucanbr Gyrkiuun Gamification B oOpasoBarenbHOM Mpolecce, & NMEHHO:
MOBBINIIEHME MOTHBAIMK CTYIEHTOB, WX CTUMYJIHPOBaHHE K YCBOEHHIO
yueOHOro MaTepuaia; BOBJEYEHHE CTyAeHTa B Yy4YeOHBIH Mpolecc, ero
CTUMYIALMS K JaibHeimeMy OOy4eHHMI0O W pa3BUTHIO. JlokazaHO, YTO
NPUMEHEHNEe WHCTPYMEHTApUsl KOMITBIOTEPHBIX HUIP B 00pa3oBaTeIbHOM
Ipolecce, BO-TIEPBBIX, YCHJIMBAeT MOTHBALMIO CYOBEKTa YOENSITh OoJblie
BHUMAaHHsI y4eOHOH NEeSTENIHOCTH, BO-BTOPHIX, MPOAJIEBACT HHTEPEC K 3a/aue
M, B HWTOTE, MOBBIIIAET BEPOSITHOCTh MOCTHXKEHHS IOCTAaBICHHOW memu. OT
IOPYTHX HIPOBBIX TPAkTHK (pOJEBHIX, NENOBBIX Wrp u T.1.) Gamification
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OoTNMYaeTcs  HEMMHUTAIMOHHBIM  XapaKTepoM  aKTHBHOCTH:  COXPaHsSA
HEU3MEHHBIM CcofiepykaHne obpasoBarenpHON JjesrtensHocTH, Gamification
KapAWHAIBHO TpaHCopMUpyeT 00pa3 OpraHH3alUl STOH JAESITENbHOCTH H
COIPOBOXKAAET BECh 00Pa30BATEIbHBIN UKL

Karouesbie cioBa: Gamification, wHHOBanmoOHHBIE 00pa3oBaTEIbHbBIE
TEXHOJIOTHH, UTPOBBIC TEXHOIOTHH, MOTHBAIIHSL.

Abstract. In article on the basis of theoretical analysis the essence of the
concept of “Gamification” is analyzed by the author as the educational
phenomenon, as the use of gaming practices and mechanisms in non-game
context to engage end-users to solve problems. The principles that underlie
Gamification have been characterized; the main aspects of Gamification,
namely: dynamics, mechanics, aesthetics, social interaction have been
identified. The author described the features of Gamification in the educational
process, such as increasing the motivation of students, stimulate their learning;
the involvement of the student in the learning process, its stimulation for further
training and development. It has been proved that using the tools of computer
games in educational process, firstly, strengthens the motivation of the subject to
pay more attention to training activities, and secondly, extends the interest in the
job and, finally, increases the likelihood of achieving the goal. From other
gaming practices (role-playing, business games etc.) Gamification is
distinguished in neimagazine the nature of the activity: preserving unchanged
the content of educational activities, Gamification radically transforms the way
of organizing these activities and accompanies the entire educational cycle.

Key words: Gamification, innovative educational technologies, gaming
technologies, motivation.
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