MiHicTepcTBO OCBITH 1 HAYKU Y KpaiHu
PiBHEHCHKHIT Aep)KaBHUI T'YMaHITApHUM YHIBEPCUTET

IHHOBATHUKA
Y BUXOBAHHI

30ipHMK HAYKOBHX Npanb

Bunyck 7
Tom 2

3acnosano y 2015 poyi

Pisue — 2018



YK 37 :005.591.6
1-66
bbK 74.200

InnoBatnka y BuxoBamHi : 30. Hayk. mp. Bum 7. Tom 2 / ymopsn.
0. B. [lerpenko ; pen. kou. : O. b. Ilerpenko, T. C. Linan, H. M. 'punbkoBa Ta iH. —
Pieue : PAT'Y, 2018. — 268 c.

Mo 30ipHuKa yBIIOUIM HayKOBI mpary, 3AiHCHEH] y raxysi Teopii i MEeTOIUKH
BuxoBaHHsA. CrarTi copsMoBaHi Ha OaraToaclieKTHE BHCBITICHHS OCHOBHHX
HanpsMiB, CyJ9acHHUX IIIXOAIB J0 3MICTy, (OPM 1 TEXHOJIOTIH BHXOBHOTO IPOIIECY,
MIOYMHAIOYH BiJ] JOIIKLLIA 1 3aBEPIIYIOYH BUIOIO ITKOJIOIO.

Pepaxuiiina xoJieris:

Tonoenuii peoaxmop: Ilerpenko Oxcana BopuciBHa, MOKTOp mHemarorivHux
HayK, npodecop, 3aBixyBad kadeapu Teopii i METOJUKN BHXOBaHHS PiBHEHCHKOTO
Jep>KaBHOTO TYMaHITapHOTO YHIBEPCHTETY;

3acmynnux 2onognozo pedaxmopa: ILlinan Tersna CrenaHiBHA, KaHIUAAT
MearoTiYHUX HAyK, IOIEHT, JOIEHT Kadeapu Teopii 1 METOAMKA BHUXOBaHHA
PiBHEHCHKOTO Jep>kaBHOTO T'YMaHITapPHOTO YHIBEPCHTETY;

Bionogioanvuuii cexpemap: I'punbkoBa Hanis MuxaiiniBHa, KaHauaar
MeIarOTIYHUX HAyK, IOLEHT, JOIEHT Kadeapu Teopii i METOAMKA BHUXOBAHHS
PiBHEHCHKOTO Jep>kaBHOTO T'YMaHITapPHOTO YHIBEPCHUTETY.

Yiienun pegakuiiinoi pagu:

Cyxomumncebka O. B., 1oktop nemaroriuaux Hayk, npodecop, airicaunit unen HAITTH
VYkpainu, TOIOBHUI HAYKOBUH CMiBPOOITHUK BiIiTy icTOpii OcBiTH Jlep:kaBHOT HAyKOBO-
riearoriyHoi 6iomiorexn Ykpainu imeHi B. O. CyxoMIIMHCEKOTO;

Bex L. /1., 1okTOp mcuxonoriyHuX Hayk, npodecop, aiicuauii wien HAITH Ykpainu,
nupekTop [HcTuTyTy ipodiem Buxosauus HAITH Vkpaiuu;

IycroBir I'. II., mokTop memaroriyHux Hayk, npodecop, npodecop Kadeapu
HNPUPOJHUYO-MATEMAaTHYHUX  JUCLUILIH  PiBHEHCBKOrO  OOJACHOrO  iHCTUTYTY
MiCISOUIIIIOMHO]I II€JaroriyHol OCBITH;

IMaBeakiB P. B., 10KTOp ICHXONOriYHUX HayK, Npodecop, MEepUIMid IMPOPEKTOp,
3aBifyBau Kadenpu BiKoBOi Ta mefaroriuHoi mncuxosorii PiBHEHCBKOro aepkaBHOrO
TYMaHITapHOTO YHIBEPCUTETY;

KoGepuuk O. M., 10KTOp MeNaroriyHUX Hayk, npodecop, 3aBimyBau kadenpu
MEeJaroriki Ta OCBITHBOTO MEHEDKMEHTY YMaHCBKOTrO Jep)KaBHOIO MearorivHoro
yHiBepcutety imMeHi [1aBna Tuunmm;

Jloooxa C. M., [OKTOp IEAaroriyuux Hayk, mpodecop, IOKTOp TrabiliTOBaHMIA,
npodecop 3BuuaiHMil Bumoi mkonu indopmaTuku 1 npuximagHux Hayk (M. Jlomss,
Pecmy6uika Ilonbina).

Ynenu peakoJierii:

Be3koposaiina O. B., 1oxTop memarorivHux Hayk, Impodecop, 3aBimyBad Kadempu
METOIUKH BHKIAJaHHA I1HO3EMHHX MOB PiBHEHCBKOrO JAEp)KaBHOTO T'yMaHITapHOIO
YHIBEpCHUTETY;

Kapnenuyk C. I'., toxrop memaroriyaux Hayk, mpodecop, npodecop kadempu Teopii i
METOIMKH BUXOBaHHsI PIBHEHCBHKOIO JI€p»KaBHOI0 T'YMaHITAPHOTO YHIBEPCHTETY;

Jlamanayckac B., JOKTOp cOLIONOriYHUX HayK, mpodecop, AUPEKTOp HAYKOBO-
meronuuHoro Llentpy «Scientia Educologica», npodecop Lsynsiicbkoro yHiBepcuteTy
(M. Ulstynstit, JIntoBebka PecryOumika);



JlutBuHenko C. A., JOKTOp MeAaroriyHuX Hayk, mnpodecop, mnpodecop kadenpu
IpakTH4HOI mcuxoinorii Ta mncumxorepamii PiBHEHCHKOro Aep:kaBHOTO TI'yMaHITapHOTO
YHIBEPCHUTETY;

Manoaenmmm Eniriym, ap. xa6., mpodecop, AekaH memaroridyHoro (akyabTeTy
Axanewmii imeni Slna Jiimyroma B UeHCTOXOBI;

Henex JI. P., nokTop nenaroriuHux Hayk, npodecop, 3aB Kadeapu MiKKYIbTypHOT
KoMyHiKawii Ta ictopii cBiTOBOI JiTepaTypu PIBHEHCBKOTO JEpKaBHOTO I'yMaHITapHOIO
YHIBEpCHTETY;

Henex 1O0.B., nokTop memarorivHuX Hayk, mnpodecop, MPOPEKTOpP 3 HAYKOBO-
nefarorivHoil  Ta  HaBYAIBHO-METONWYHOI  poOOTH  PiBHEHCEKOTO  JIepXKaBHOTO
I'yMaHITapHOTO YHIBEPCHUTETY:

Horanuyk T. B., noxTOD NmenaroriyHux Havk. npodecop, npodecop kabenpu Teopii
Ta METONUKH MOMIKiIIBHOI 1 cremiansHOi ocBitH IIpHKapnaTchKOro HalioHaJIBHOIO
yHiBepcutety iMeHi Bacuist Credanuxka,

Coifuyk P.JI., mokTop menaroridyHux Hayk, mpodecop, TOLEeHT Kadenpu Teopii i
METOZMKH BUXOBAHHS PIBHEHCHKOrO JIep>KaBHOI'O I'YMaHITAPHOTO YHIBEPCUTETY;

Croknoca K., nokrop Hayk, mpodecop, Incturyr 3urmyna-Heyman ([pesznew,
OPH);

®ensiea B.JI., noktop mnenaroriuHux Havyk, mpodecop, mpodecop kabenpu
HEarorikk, ICHXOJIOTII H OCBITHBOIO MEHEDKMEHTY XEpPCOHCHKOTO JepiKaBHOTO
YHIBEPCHUTETY;

HImup K., noxrop nenaroriuHux Hayk, mpodecop, 3aBimyBau kadenpu icropii i
Teopii BuxoBanus JXKeuryscrkoro yHiBepcutety (M. XKeurys, Pecniy6iika [Tonbiia),

Hlyraea JI. M., nokrtop ¢inocodpcbkux Hayk, mpodecop, 3aBimyBau kadeapu
¢inocodii PiBHEHCHKOTO Aep>KaBHOTO I'yMaHITapHOTO YHIBEPCHTETY;

SAmyk L. I1., 1okTOp MeaaroriyHuxX Hayk, mpodecop, aekaH GpakyIbTeTy MOYaTKOBOL
ocBiTH Ta inomorii XMeIbHUIIBKOT T'yMaHiTapHO-TIearoriyHol aKaieMmii;

BicoBenbka JI. A. kauauaat (GinojoriuHuX HayK, JTOLEHT, TOLEHT Kadeapu Teopii Ta
METOAMK II0YaTKOBOTO  HaBYaHHd  PIBHEHCHKOro  J€pXKaBHOrO  TI'yMaHITapHOTO
YHIBEPCUTETY;

Baaika JI. M. kaHAnaaT meqarorivHMX HayK, CTapUIMd BHKIanad kKadeapu Teopii i
METOJUKY BUXOBaHHS PIBHEHCHKOTO Jep>KaBHOTO I'yMaHITapHOTO YHIBEPCHTETY.

Csidoymso npo OepicasHy peecmpayiro OpyKo8anozo 3acody macoeoi ingopmayii KB Ne
21161-10961P.

Haxazom MOH Ykpainu Ne 515 6i0 16.05.2016 p.

36ipnux  nayxosux npayb Pignencvkoeo Oepacasnoco zymanimapHozo yHigepcumeniy
«InHosamuka y euxosantiy eknrouenuii 0o Ilepeniky nayxkoeux gpaxoeux euoamny Ykpainu
(2anysi nayku — nedazoeiumi).

Vropsaauuku: npog. Ierpenxo O.b., nou. Hinan T.C.
HaykoBo-6i6miorpadiune penarysanHss: HaykoBa Giomiorexa P/II'Y.

Penensentn: Cefiko H. A. —1okTop neparoriyHux Hayk, pogecop, IpopeKTop 3 HayKOBOi
1 MIbKHapoHOT po6oTH JKUTOMUPCHKOTO AEPKABHOTO YHIBEpCHTETY iMeHi [Bana dpaHka;

KpaBuenko O. O. — J1OKTOp menaroriyHux Hayk, mnpodecop, JgekaH (aKyIbTeTy
COLiJIbHOT Ta MCHXOJIOTIYHOT OCBITH YMaHCBKOTO JIEPXKABHOTO IIEAArorivHOrO YHiBEpPCUTETY
imeni ITaBna Tuunnu.

Jpykyerbes 3a pimenssM Buenoi paau PATY (mpotokon Ne3 Binx 29 6epesns 2018 p.)
PenakuiiiHa Koeris He 3aBXKIH NOALIAE TOYKY 30py aBTOPIB.
© PiBHEHCBKHIA IepkaBHUIT TyMaHiTapHUi yHiBepcuTeT, 2018



3MICT

Ierpenxo O.b. JlediHiniss 1 CyTHICHE HANOBHEHHS IOHSTTS
«OCBITHE CEPEJIOBHUIIE» Y KOHTEKCTI CYy4aCHOI OCBITHBOT ITapaiurMu
KpaBuenko O. O. Problematyka wdrazania podej$cia plci w
procesie szkolenia pracownikow spotecznych.................oooeenni.
Yepmniii A. JI., IycrosirI'. Il. InHOBamiiini 3MiHM B cucremi
MICIISAAMIUIOMHOT IEAAaroriyHOi OCBITH: PETiOHANBHUIN KOHTEKCT. ... ...
Kapnenuyk C.T. €Bporneiicbki LiHHOCT1 - I[IHHOCTI1
T w: 11 85 (00101 (63 4 PP
Baoiiiuyk C. M. PerpocnieKTUBHMI aHalli3 poJli OCBITH Ta HAyKU y
OPATCHKHX HIKOMAX YKPATHH . ... uvneeetneeneneanaeaneaeeeneaneneanenennns
Bamika JI. M. Axryamizamis TOTJSIIB  BHIATHUX — YKPATHCBKHUX
TIE/IaroTiB 1010 POJIi KHUTY Ta YUTaHHS Y BUXOBAHHI OCOOHCTOCTI. . ..
Bpuuok C. b. Inei BuBYEHHS [AWUTHHH JOIUIKUIBHOTO BIKy 1
oTouyro4oro ii cepenopuiia y cnaamuni C. Monoxasoro (20-30- pp.
D Qv ) TN
I'punbkoBa H. M. BikoBi acmekTH MOpPalIbHOIO  BUXOBaHHSA
MOJIOJIIIUX IIKOJIAPIB: PETPOCTCKTUBHUMI QHAIIZ. ... .\v'veeevaeenennsnns
T'ynoBcek O. A. CraH JOCHIDKEHOCTI MPOOJIEMH  MiATOTOBKH
MaiOyTHIX YYUTENIB ray3i MUCTEITBA B YKPATHI......o.evverennnnns...
Kyp6a K. O. ITinrotroBka BUMTEINIB 10 BUXOBAaHHS CMUCIIOKUTTEBUX
IIHHOCTEH Y IIKOJISAPIB OCHOBHOT 1 CTAPIIOT IIKOMH ...\ v'veeevanennnns .
Koaynaesa T. €. OcobnuBocTi npodeciiiHoi TOTOBHOCTI
MaiOyTHBOTO BUMTENS IO POOOTH y OYATKOBIH MIKOM. .................
Kocapesa O. 1. IIcuxonoro-neaaroriuia CyTHiCTb B3a€MUH OaTbKiB
Ta TITEH JOMIKUTBHOTO BIKY ...\ tutteetntenentateneesensaneneaneneananeanennn
Kocenuyk O. I'. InHoBamiiiHa ocoOuCTiCTh MalOyTHBOTO Iejarora
JTOUIKTEHOT OCBITH SIK HAYKOBA TPOOIIEMA. ... .\vveneranisaneaninnnnnns.
Marpaamosa K. I'.  HopmarusHo-paBoBa  6a3za  mpodeciiiHol
MiZATOTOBKM MaWOYTHIX JKapiB y BHIIMX MEIWYHHX HAaBYAIBLHHX
3aknagax Beaukoi BpuTaHii..... ...
Mamkina JI. A. TeBopua crnaauaa A. C. MakapeHka B KOHTEKCTi
PO3BHUTKY JOMIKUIEHOT OCBITH B YKPATHI. ..o .veineininiiiiiiieiian,
Mamoeub M. A. TpynoBe BUXOBaHHS iTeH MOUIKIILHOTO BIKY:
LTI S (0):17 0 i (<)
Haijiga P.T'. TIpoGiema akciosorizaiii MiArOTOBKH MalOyTHIX
MEeJAroriB y CYYaCHIH CHCTEMI OCBITH. .. . .uuinininiiiniiieeneneneane
Oxcentok O. B. CyvacHuii cTaH qUTSYUX OYIUHKIB CIMEHHOTO THITY
HA PIBHEHIIIHHI. . ...ttt e
Omensinenko A. B. XKaupu npodeciiiHoi KOMyHIKAaTUBHOT KyJIbTypH
MaiOyTHIX (axiBLiB JOMIKITBHOT OCBITH. ... vuvevneneneninineninenananns
Merpenxo C. B. Gamification sik iHHOBawiiHA OCBITHS TEXHOJIOTisI

17

25

34

46

53

60

74

82

91

102

114

123

131

140

147

154

163

170
177



Pynenko H. M.,  ®enopoa H. B.  Ilpodeciiina  miaroroska
MaiOyTHIX BHXOBAaTEIiB CIENiaJbHAX 3aKIa/iB JOUIKUIBHOI OCBITH Y
chepl HaBYaHHS 1 BHUXOBaHHSA [ITeH 13 3aTPUMKOI IICHXIYHOTO
POBBUTKY .. et etentntnteee ettt ettt ettt et e aeaes
Cinxos B. B., Cinkosa E. O. Illnsixu dopmyBanHs npodeciiHux
KOMIIETEHTHOCTEH y MalOyTHIX BUUTEINIB MOYATKOBHX KJIACIB..........
Creapmamyk K. I'., Ilanuyk A. I1. [Ipobnema TUCIMIUTIHOBAHOCTI
YUHIB y KOHTEKCTi (POpMyBaHHs HOBOI YKPaiHCKOI MIKOMM. . ...........
Hinan T. C. CyTHICTb i HAyKOBi BU3HAUYCHHs (DEHOMEHY aKMEOJIOTisI.
IMyaurina P. A. Icropuko-nefarorivHuif 1 cyTHicHUH aHaini3
MPOEKTHOTO HABYAHHS MAHOYTHIX MEMATOTIB. ... uuveneeeeneeanaannsnn.
JopoOku MoJI0ANX HAYKOBLIB

BoiitoBuu O. B. ®opmyBaHHs eMOIiiiHOT CTIHKOCTI Mail0yTHHOTO
BUXOBATeNA B Ipoleci MpodeciifHOT MATOTOBKHU. ... .o.vuvuenininnnnnn.

Ouiitnuk O. M. KynbruBaiis eMOIIfHOT KyJIbTypH SK IiHHICHOT
HOTPEOU JUTHHU JOIIKITBHOTO BIKY ... vuuutetiniteniniinenieeaenene.

Patuncebka I. B. T'ymanizaiiss BHXOBHOTO CepelOBHINA 3aKIAIy
BHUIIIOT OCBITH y BUXOBaHHI MOPAJIbHOI BiIOBIJAILHOCTI CTYICHTIB..

Tapamiok JI. O. IMpunnun inguBimyanizaumii — ocHOBa po30yn0BU
IHKJTIO3UBHOTO OCBITHBOTO CEPEIOBHINA B 3aKiagax JOIIKiITbHOI
10103: 3

185

194

205
212

221

230

239

247

256



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» sik BUKOPHCTAHHS ITPOBUX TPAKTHK Ta MEXaHI3MIB y
HEIrpoOBOMY KOHTEKCTI AJIsl 3aJlydeHHs KiHIEBUX KOPHCTYBAuiB 10 BUPIIIECHHS
npobnem. CxapakTepu3oBaHi MPHUHIMIM, IO JiexaTh B ocHOBI Gamification;
BUALICHI OCHOBHI acmekTd Gamification, a came: AuHaMika, MeEXaHika,
eCTeTHKa, comiajbpHa B3aemofis. Onucani ¢ynkuii Gamification B 0ocBiTHEOMY
mporeci, SK-TO: TiJBUINEHHS MOTHUBAlLii CTYIEHTIB, IX CTUMYJIIOBaHHS [0
3aCBOEHHS HABUAJBHOTO MaTepiany; 3alydeHHs CTyICHTa B HaBYAIBHHN
Ipolec, HOro CTUMYJISIIS O TOAAJbLIOr0 HaBYaHHS W po3BUTKY. [loBeneHo,
[0 3aCTOCYBaHHS IHCTPYMEHTAPiI0 KOMIT IOTEPHHX irOp B OCBITHROMY TPOIIECI,
no-mepule, IMiJCUIIOE MOTHBAlLil0 Ccy0’eKTa MpUALIATH Olnblle yBaru
HaBYaIbHIN TISUIHOCTI, TIO-APYTe, MOJAOBXKYE IHTEpEC 0 3aBAaHHs H, HAPEIITI,
MiABHUIIYE WMOBIPHICTh IOCSTHEHHS MOCTaBJICHOI MeTH. Bix iHIIMX irpoBHX
MPaKTUK (PONBOBHX, MiMoBHX irop 1 T.1m.) Gamification Biapi3HSIETHCS
HEIMITallilHUM XapakTepoM AaKTUBHOCTI: 30epiraroud HE3MIHHMM 3MicT
ocBiTHBOI misuibHOCTI, Gamification kapauHaneHO TpaHchopMmye cHociod
oprasizarii 1iei AisIbHOCTI i CYIPOBOXKY€E BECh OCBITHIN IIUKIL.

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

IMocranoBka npodaemu. CyuacHa CHCTEMa OCBITH NEPEKUBAE KPU3Y
BiJICYTHOCTiI MOTHBAIIi{ O BUBYCHHS Pi3HUX JAUCHMILIIH. BUXi 3 Takol cUTYyAIlii,
JI0 TIEBHOT MIpH, TOJISITa€ Y BUKOPUCTAHHI iHHOBALIHHMX TEXHOJIOTIH y cHUcTeMi
HaBYaHHS U BUXOBaHHA, y (OpMyBaHHI MOTHBALii, iHTepecy, y HaJaHHi
iHpOpMAIIiT I[IKaBUMHU HETPamUIifHUME criocobamu. OJHUM 3 TaKHX CIIOCOOIB €
Gamification (reiimidikauis, irpodikaris), sika IIHMPOKO BHUKOPHCTOBYETHCS
OararbMa OCBITHIMH YCTaHOBaMH, 1[0 TIPAKTHKYIOTh IHHOBAIliHHE HABUAHHS.

3acTocyBaHHs  irpOBHX TEXHOJOTIM, TIpu y CHCTEeMi OCBITH
BUKOPHCTOBYETHCS IyXe NaBHO. Komm MoBa 3aX0QuTh MpO irpoBi TEXHOJOTII,
BiZlpa3y BHHHUKA€ acoLiallisl 3 AUTHHCTBOM, MO3asK Ipa — MPOBiJHA HisIbHICTH
JWTHHU JOMKUTBHOTO BiKy. OJJHaK Ipa € Ba)XJIMBUM BHIOM MisUTEHOCTI JIFOIUHA
YIPOIOBXK YChOTIO il JKUTTS.

BuaartHi ICUXOJIOTH, MTEAArory JOCTIKYBaIy crietiniky i 0COOIHMBOCTI
Ipu i irpoBoi IisUIBHOCTI y Ipoueci OCBiTH ¥ BuxoBaHHS. CBoro yacy e
K. YImHChKUi paiuB BKIIOYATH IrPOBI €JIEMEHTH B HaBYAIbHY MOHOTOHHY
Mparo Aitei, mo6 3poOuTH mpolec mi3HaHHsA OUIbII MpoayKTHBHUM. [lemaror
BBaXKaB TPy I JUTHHU [IHCHICTIO, 1 MIWCHICTIO, 3HAYHO IIiKABILIOK Bij
HaBKOJMIIHBOI: «[[ikaBila BoHa Iyl TUTHHU came TOMY, LIO 3po3yMimilia, a
3po3yMilimia BOHA i TOMY, IO MMOYacTH € ii BIACHUM BUTBOPOM. Y Tpi JUTHHA
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JKHBE, 1 CIIIU 1[OTO JKUTTSI MIHOIIIE JIMIIAITHCS B Hil, HIXK CITIIM CHPaBXHBOTO
JKHTTS, B SIKE BOHA HE MOIJIa e BBIMTH 3a CKJIQ/IHICTIO HOTO SIBUII Ta iIHTEPECiB»
[5, c. 299].

B ocraHHe JecATUpIYYs BUKOPHUCTAHHS CJIEMEHTIB TpH, IrPOBOTO
MHCIICHHS, JMHAMIKH 1 MEXaHIKH KOMIT FOTEPHHX irop ISl 3aIy4eHHsI ayAuTopil
orpumaio Ha3By Gamification. 3a BH3HaueHHSM BIUIBHOI EHIUKIIONEII]
Bikinenis, revimidikaris (irpodikaris, reimizaiiis, anria. gamification) — e
BUKOPUCTAHHS irpOBUX IIPAaKTHK Ta MEXaHi3MIB y HEIrpOBOMY KOHTEKCTi Ul
3aJy4eHHsS KIiHIEBMX KOPHUCTYBadiB /IO BupimieHHs mpobnem [1]. Ha nHamy
OYMKY, 3 OIJISIIy Ha IOXOJKECHHS CJIOBA, BCE K KOPEKTHIIMMHU € aediHimii
«Gamification» un «irpodikariisi», TOMY IO MOIIUPEHA Ha3Ba «reiMidikaiis» €
1 He MepeKIIaJioM, 1 He TpaHCHiTepalielo aHrIiicbkoro TepMiny «Gamificationy,
TOMY BB)KA€EMO OUIBIII MPAaBUJILHUM BXHBaHHS came nedininii «Gamification».

Ha cporogui  Gamification  akTUBHO  BUKOPUCTOBYETbCS Y
KOPIIOpAaTMBHUX TPCHIHIrax, IHAWBIAyaJIbHOMY HaBYaHHI /s TOro, MI00
MOTHBYBATH y4aCHHUKIB 3aCTOCOBYBAaTH BUBUCHE Y POOOTI, OCKIIBKH Iie TIOBUHHO
MIABUIUTH MPOAYKTHBHICTB. 3TiTHO 3 JIOCIIIKEHHAM, poBereHnM Badgeville,
78% mpaliBHUKIB BUKOPUCTOBYIOTh MOTHBALIl0 Ha OCHOBIi irop Ha poOoTi, i
Maibke 91% BBakalTh, IO Ii CHCTEMH MOJIMIIYIOTH SKICTH pPOOOTH,
30iMBIIYIOYM  3alliKaBleHICTh, OOI3HAHICTh Ta  MPOAYKTHBHICTH  [6].
BuKOpUCTaHHS iTPOBUX KOMIT FOTEPHHUX MEXaHIK JUIS 3alydeHHS ayauTopii B
PI3HOMaHITHY AiSUVIBHICTh HA CHOTOAHIIIHIN IEHb CTA€ TPEHIOM.

Mertoro Gamification, BUKOPUCTAaHHS iTPOBUX TEXHOJIOTIH Y OCBITHBOMY
KOHTEKCTi, CTBOPEHHS HABYAJbHUX KYpCiB y BUIVIAAI KOMII'IOTEPHOI IPU € Y
MOTHBYBAHHSI, 3alliKaBJICHHS, 3aJTyYeHHS KiHIIEBUX KOPHCTYBadiB (CTYHEHTIB)
70 BUpiLIEHHS IpoOjieM Ha TpajuuidHMX KypcaxX. IrpoBi TexHomorii gaioTh
0COOMCTOCTI BIZUYTTS YCIIIIHOCTI, BIIEBHEHOCTI y CBOIX 3HAHHAX. BakinBo
3asgaunTd, mo Gamification B OCBiTI — 1Il€¢ He JHIIE ITiIBAICHHS
BMOTHBOBAHOCTI Ta 3alliKaBIEHOCTI IpeIMeTOM, a Iie # IMOKpalleHHsS
pe3yNbTaTiB HAaBUAHHSI.

ToMy MeTOI0 NPONOHOBAaHOI PO3BIAKM € aHami3 O0COOIMBOCTEH
Gamification sik IHHOBAIIMHOT OCBITHBOT TEXHOJIOTI].

AHaJIi3 0CTAHHIX J0C/Ii/IzkeHb i3 MPo0JeMH 3acBiauye, IO B OUIBIIOCTI
mparp 00 BHKOPUCTAHHS irop JOBEAEHO, IO HaBYAHHS i3 BUKOPUCTAHHSIM
eICMCHTIB 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, cepes SKMX, HacamIepes,
mpari 3akopAoHHUX HaykoBLiB M. Bapbepa, /Ix. Makroniren, [I. Knapxka, JIi
[lennona, K. Bepbaxa Ta iH. 3aKOpJOHHI JOCTIIHUKH, 30KpeMa, . 3ikepMaHH,
E. Ix. Kim, K. Kanm 3Hauny yBary mpuaiIsiOTh BU3HAYCHHIO CaMOTO MOHATTS
«Gamificationy, aHaI3yIOTh HOTO CTPYKTYPY, IPUHIMIH 1 MexaHi3mu [8; 9; 10;
12].

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

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

Bukiag ocHoBHoro Mmatepiamy pocaimkenns. Gamification —
(eHOMEH IIOACHKOT aKTUBHOCTI, 3aTHHHA 3pOoOUTH OiJbII KEPOBAaHOW i
IUTAHOBAHOIO OCBITHIO [SUIBHICTB, CHOCIO 30CepeKeHHs O0coO0JIMBOI yBaru
CTY/IEHTIB HAa BHKOHAHHI HAaBUAIBHHMX 3aBJaHb, L0 CIPUSATUME JOCSTHEHHIO
OLIbLI IPOJYKTUBHOIO OCBITHBOTO PE3yJbTaTy.

OCHOBHUMH 0COOJTHBOCTSIMU 3a3HaYCHOTO (heHoOMeHY, SIK1
BHOKPEMITIOIOTh TIPAKTHYHO YCi JOCIITHHUKY, € MEXaHiKH, BUKOPHCTOBYBaHi B
KOMIT'FOTEpPHHUX Irpax, 3aCTOCOBaHi 10 OyAb-fKOTO IHIIOTO HEIrpOBOTO BUAY
JISUTBHOCTI, MO-TIepIIe, MiJICKIIOITh MOTHUBALiI0 Cy0’€KTa NPUALIATH OlIbIIY
yBary mporecy JIisuIbHOCTI, TO-ApyTe, MPOJAOBKYIOTh 3aI[iKaBJICHICTh 3aBJaHHIM
i, HapeluITi, NiABUIYIOTh HMOBIPHICTh JOCSTHEHHS IIOCTaBJICHOI METH.

IIpu 1bOMy 3MiCT HABYAIBHOT AiSUTBHOCTI 3aJIMIIAETHCS TUM CAMHM, ajie
MEBHUM YHHOM CTPYKTYPYETHCS, YUM JOCSATAETHCS MiJBHUIICHHS MOTHBAIII 10
BUPIIICHHS ITOCTABJICHUX 3aBIaHb.

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

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

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

- CTBOPEHHSI JIETeHIH (IpaMH), sSika BUKIIUKAE IHTEPEC CTYAeHTa, CIPHsE
BUHHUKHEHHIO MOYYTTS IPUIETHOCTI i €eMOLIHHOTO 3aITydeHHS.

Y nporpamax, mNOOyIOBaHMX Ha OCHOBI IrpOBOTO  MiAXOAY,
3aCTOCOBYIOThCS TaKi KOMIIOHEHTH, SIK TMiIpaxyHOK OaJiiB, BUCTABISIHHS PiBHIB
CKJIQIHOCTI ¥ MaliCTEepHOCTi, CTBOPEHHS PEHTUHIOBUX TaONuUIlb, BIPOBAIKCHHS
BIpTyaJIbHUX BAJIFOT, 3MaraHHs MiX YYaCHUKAMH 1 T. II.

I'pa ¥ irpoBi TexHOJOTrii B MeNaroriuyHiii mpaxTHIli — L€ CTBOPEHHS
NEBHUX YMOB JUIS JIOCSTHEHHS 3aBIaHb, MOJIENIOBAHHS CIIEIialbHOI irpoBol
peanbHOCTI 31 CBOIMM BHYTPILIIHIMH 3aKOHaMH (POJIbOBI irpu, AiNOBiI irpw,
OpraHi3aliifHo-TisUTbHICHI irpu Ta iH.). TyT CTyOeHT Ha NEBHUH 4ac CTae «He
co0010y», TIPUIMae poib, Ai€, BUXOAs4H 3 00paHoi abo naHoi oMy pouli, a He i3
BJIaCHHX OakaHb. 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 cHoco0y opraHizauil
miei gismpHOCTI. Bymyum irpoBoro mpaktHkoro, Gamification mOKOpiHHO
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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 YCTAHOBKU BBOJAATHCS B CHUCTEMY OIepariii
cy6’exra 3 1€l peanbHicTio. Ha 1ne ocobmuBy yBary 3BepTae Kepin BepOax,
yuenuit 3 [leHcinbBaHii, 3a3Hauatoun, mo Gamification € Hi TporO, Hi TEOPi€IO
irop, Hi CUMYJISIIi€l0, HI BUKOPUCTAHHAM irop y 0i3Heci, Hi 3apoOIaHHAM OaiiB
[11].

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

OpauH 3 HaHOUIBII BIJIOMHX OCBITHIX HPOEKTIB, IO MICTUTh €JIEMEHTH
Gamification, — ocBiTHs miardopma i BUBUCHHS 1 IPAKTUKK iHO3€MHOI MOBU
Lingualeo. ILleit pecypc, moOynoBaHWii Ha IirpoBiifi MexaHilli, 3a JOCHTb
KOPOTKUH MPOMIXKOK Yacy 3yMiB 3aBOIOBATH BEJIMYE3HY IONMYJIIPHICTb i CTATH
3HAUYMMUM SIBHIIEM B OCBITHBOMY CETMEHTI. ¥ ChOTO IIHOTO BIAJIOCS JOCSATTH 32
pPaxyHOK BIIPOBAaIDKCHHS IrPOBHX €JIEMEHTIB y Ipolec HaBYaHHI. Tak,
BaXJIMBHUM ITYHKTOM POOOTH B CEPEOBHILI € BiJICTE)KEHHS YCIIXiB IPYy3iB, 10
CTUMYJIOE BMBYEHHA Marepiamy. Takoxk cHCTeMa BKIIOUAE E€IEMEHTH
COLIIAIBHUX MEpEeX, 10 pOOUTh HaBYAJIbHE CEPEAOBHIIEC OIIBII THYYKHM i
3BUYHUM JUIS IIMPOKOTO KOJIa KOPHCTYBAYiB.

ITix yac BUBYEHHS KypCiB 3 BUKOPUCTAaHHsIM TexHoJjorii Gamification y
3aKiafax BHUINOI OCBITH CTYAEHT BUKOHYE M OCBITHI, i irpoBi 3aBIaHHS.
Hanpuknan, ocBITHE 3aBHaHHS — OCBOITH pi3HI KOMIT'FOTEPHI MOBH; irpoBe
3aBpnaHHs — HaOpatu 50 OaniB 3a BUKOHaHI 3aBJaHHS Ha TIEBHUH TEPMiH JUIs
Mepexo/1y Ha HACTYMHUI piBeHb. [IpUdoMy OCBITHI IIiJIi 3aBXK/IH 3AJTUIIAIOTHCS B
IIpiOpUTETi, a IrpoBi MOKIMKAHI JIMIIE IOMOMOITH BTPUMYBATU BHYTPILIHIO
MOTHBAIIIIO 10 BUKOHAHHS OCBITHIX 3aBIaHb.

IopiBusiBmun  Gamification 3 iHIIMMH IrPOBHMH TexHikamu, Mapio
Xeprep ykiiaB TaOJHIIIO, KA JIa€ 3MOT'Y Bi3yalbHO OibILI YiTKO MPOBECTH MEXI
MiX TOMIOHUMH, aje He TOTOXHHUMHU siBumamu — Gamification 1 pi3HEMHU
IHIIUMU Pi3HOBHIAMH irpOBUX NMpakTHK. [lapameTpamMu MOpiBHAHHS CTAIU Taki
XapaKTepUCTHKH, SIK CHOHTAHHICTh, HAsSBHICTH IPAaBHJ 1 METH, BHYTPIIIHS
CTPYKTYpa, peasIbHICTh/IrpoBUil IPOCTIp 1 CUCTEMHICTS [7].

IMopigustHHs Gamification i iHIIUX ITPOBUX PAKTHK
[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 mepeTHHAETHCS 3 TPAIUIIIMHUME (HANPUKIIAT
HACTUIBHUMHU) irpaMu (aHIJL. «gamey») Y TaKUX IO3MLIAX, K HasBHICTb IIPaBUIL,
MeTH ¥ cTpykTypH rpu. Ti x moxiOHOCTI Mu 6auuMo ¥ 3 AioBuMu irpamu. Lle
Te, Mo 3amo3uuye Gamification y rpu, Te, 0 poOUTh IPY AK BHUJ JIOJCHKOI
aKTUBHOCTI TNPHBAOJIMBOIO: 3pO3yMiia, JOCSDKHA ¥ OakaHa Mera, TpaBHia
JOCATHEHHS Ili€l METH W IIOKPOKOBA CTPYKTypa IPOXOMKEHHSA NULIXY JO
IIOCTABIIEHOI METH.

OpHak rpa IEepPEeHOCUTh [il0 IpaBls B irpoBuil HpocTip, y BUraJaHy
peanbHicTh, TOAI sk Gamification 3amumiae #oro y peaipHOMY CBiTI 3
peaIbHUMU HEirpoBUMU IpoOiieMaMy i 3aBIaHHAMU. Y IIJIOBUX irpax Jis 4acTo
TeX BiJOYyBa€ThCS B peallbHIN CUTYyaIlil, ajne Iie He € 000B’SI3KOBOI0 YMOBOIO, Y
Toi1 yac sk st Gamification Taka ymoBa 000B’3K0OBa.

IToBna mpoTunexHicTs Gamification 3a 0OpaHUMH TO3HUIIISIMA — POJIHOBI
irpu (aHri. «play»). PomboBa rpa sik BUKOHAHHS pOJIi CIIOHTaHHA, HE Ma€ YiTKO
BU3HAYEHOI irpoBoi MeTH i cTpyktypH. Gamification x Mae mpaBuia W Iifb,
BinOyBaeThCd B peallbHOMY CBiTi, a He Ha cleHi abo B irpoBiil cuTyaumii,
a0COJIIOTHO HE CIIOHTAaHHA, YCi XOMU TpaBIsl MPOMHCaHI W CTPYKTypOBaHi.
CrpykrypoBanicTs Gamification ocBiTHBOI IisUIBHOCTI ABidi 000B’S3K0BA, TOMY
[0 B HABYAJIBHOMY KypCli HEOOXiTHO PpO3JAIIMTH BCIO MpOrpaMy Ha IEBHI
KpOKH/eTanu, a KOXKHUH eTall NOBUHEH MAaTH CBOIO METy, IO IIpalloe Ha
3arajbHy METY KypcCy.

Oco011BO BayKJIUBUM BBaxkaeMo ToH ¢akt, mo B Gamification cTyzneHT
3aJIMIIA€ThCSI COOO0K0, HE MpHUMipsie Ha cebe HISKMX poJied, i pyxaeThcs,
BUXOJSYM TiJIbKU 31 CBOEI MOTHBAIIi] i BHYTPIIIHbOI METH, HAIPHUKIAJ, BYUTH
MOBH TIPOTpaMyBaHHsA Ha BKe IicHylounx Tuiargpopmax (CodeCombat,
Codeacademy, Code Hunt, CodinGame ta iu.).

Haii6inpm Onm3bki g0 Gamification CUMynsSTOpH, $Ki CTBOPHOIOTH
UTF031I0 peaibHOCTI B KOMIT IOTEPHOMY CEPEIOBHUINI ¥ CIyXaTh HaBYAILHUM
LM, OJHAK Ha BiAMiHY Bix cuMyisaropiB, Gamification, cTBOpIOIOYHM 1103110
I'pH, BAKOPHUCTOBYE MEXaHIKH KOMIT'FOTEPHOTO CEpPeIOBHIIA B PEalbHOMY CBITi.

[lo crocyeThcst mapaMeTpa CUCTEMHOCTI, HAJ3BUYAHO BaXKJIMBOTO JUIS
Gamification # 30BciM HEOOOB’S3KOBOTO JUIs IHIIMX ITPOBHX IMPAKTHK, TO IIi[
CHCTEMHICTIO PO3YMIIOTbCSA HE €Mi30[MYHI BKpAIUIEHHS IPH B CTPYKTYpY
JISUTBHOCTI, @ HIJTICHUE TpoleC BiJMOBIAHOTO CYNPOBOAY IN€l MisuibHOCTI. Y
HapuaHHi Gamification cympoBomXye OCBITHIH Kypc TMOBHICTIO — BifJ
MOCTAHOBKH L1JTEH 1 3aBIaHb 0 MiICYMKOBOTO KOHTPOJIO 3HAHb.

OcHoBuuMHu acnektamu Gamification € nuHaMiKa — BHKOPHCTaHHS
CIeHapiiB, IO TNOTPEeOYIOIOTh YBark KOPHCTyBaya ¥ peakuii B pexuMmi
pearbHOrO 4acy; MeXaHika — BUKOPHUCTAHHS CLEHAPHUX EJIEMEHTIiB, TaKHUX SIK
BipTyaJbHiI HArOPOJH, CTaTYCH, OalH, BIpTYallbHi TOBapH; €CTETHKA — CTBOPEHHS
3arajJbHOTO IrPOBOTO BPAXKEHHS, IO CIPHAE EMOLIHHOMY BKJIIOYEHHIO
KOpHCTYBaua; COLIJIbHa B3AaEMOJIsl — I[IMPOKUHA CIEKTP TEXHIK, IO
3a0e3MeuyTh B3aEMO/IiT, XapakTepHy A irop [3].

VY Bumiii mkomi Gamification MoKJIMKaHa CTBOPHUTH Take iH(POpMaIiiHO-
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HaBYaJbHE CEPENOBHIIE, SIKe O CIPHUSIO0 CaMOCTIHHOMY, aKTHBHOMY IIPAarHEHHIO
CTYZIEHTIB 10 OJEpKaHHS 3HaHb, NPo(deciiHUX HABUYOK 1 yMiHb, TaKUX SK
KPUTUYHE MHUCJICHHS, YMIHHS yXBaJIOBAaTH PIllICHHS, MpAIfOBAaTH B KOMaHII,
Oyru rorosuMm o0 coiBpoOiTHuuTBa. Takum yumHOM, Gamification nomomarae
PO3KPUTH TBOPYi 3I0HOCTI i MOTHUBYE CTYJICHTA JI0 CAMOOCBITH.

BHCHOBKH i epceKTHBH NMOAANBIINX PO3Bigok. TakuM 4mHOM, MU
MokeMo ToBoputd Tipo Gamification sk mpo HOBHiET crocid oprasizamii
HaBYaHHS, IO Mae BeJIMYE3HWH NeJarorivHmii moreHmian. Bractusi
Gamification MexaHIKM [alOTh MOXJIHMBICTh 3allyCTHTH HAWBUIIUH piBEHb
AKTUBHOCTI CTY/ACHTA, CTUMYJIOBaTH Cy0’€KTHY aKTHUBHICTb, HE BHBOJYH
OCOOHMCTICTB 3 PEaNbHOCTI.

Otxe, cborogni Gamification — 1ie Bayk/InBa KOHKYPEHTHa IIepeBara, sika
A€ 3MOTY <«JIOCTYKaTHCS» N0 CYYacHHX CTYIEHTIB, SKi 3BHUKIM TpaTH B
KOMIT'IOTEpHI 1irpH, CHIIKYBaTHCS B cOLIaJbHUX Mepexkax. Iliaxoxu, o
BUKOPHCTOBYBaHCs 20 pOKiB TOMY, CTAIOTh MallOe()eKTUBHUMH: HaBYAHHS SIK
npocrta nepenada iHdopmarii cnpuiMaeTbcss HYJHUM 1 HEI[IKaBUM MPOILIECOM,
HaToMmicTh Gamification YMOXJIMBIIIOE NOCSATAHHS HAaBYAJIbHUX LIJICH, TAH0UH
CTYZI€HTaM MOXJIMBICTB IpaTH U posBakarucs. Gamification — e He mpocto
croci6 rapHoi Mmojayui HaBYAIBHOTO MaTepiainy, IO JOBIB CBOK e(eKTHBHICTb,
ajie i BUMora 4acy, sIKy HeoOXiIHO BpaXOBYBAaTH JUIS YCIIIIHOI peasi3awii 0yab-
SIKOTO eJIEKTPOHHOTO HaBYAIBEHOTO KypCYy.

Ha Hamy nymky, y HaiiOnmxuomy MaitOyrHeoMy miaxoau Gamification
MaTHMYTh Miclle y BCiX cdepax OCBITHBOI HiSUTIBHOCTI, & TOMY HEPCIIEKTUBY
MOJIAVIBIINX HAyKOBUX PO3BIZJJIOK MU BOAa4aeMO caMe y aHalli3i iMIUIeMeHTaril
irpoBux Mexani3MmiB Gamification y BiIIOBIJHI OCBITHI MPOrpaMH ITiArOTOBKU
creniaiicTiB pi3HOTO Mpodiio.
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AHHOTamuA. B craThe Ha OCHOBE OCYIICCTBIECHHOTO TEOPETHYECKOTO
aHanmM3a TpoaHanusupoBano Gamification kak oOpa3oBaTeNbHBIN (EHOMEH,
packpbiTa cymHOCcTh moHsaTHsa «Gamification» kak HCMONb30BaHUS HTPOBBIX
MPaKTHK U MEXaHU3MOB B HEHUTPOBOM KOHTEKCTE JIS MPHUBJICUCHNS KOHEYHBIX
nojb3oBareNie kK peuieHuio mpobmeMm. OXapakTepU30BaHbl  MPUHIUIEL,
nexamue B ocHoBe Gamification; BeiieneHsl OCHOBHBIE acniekTsl Gamification,
a MMCHHO: JMHAMHKA, MEXaHHMKAa, JCTCTHKA, COLMAIbHOE B3aMMOJCHCTBHE.
Ommcanbr Gynkiuun Gamification B oOpasoBarenbHOM Mpolecce, & NMEHHO:
MOBBINIIEHNE MOTHBAIMK CTYIEHTOB, WX CTUMYJIHPOBaHHE K YCBOEHHIO
yueOHOro MaTepuaia; BOBJEYECHHE CTyAeHTa B Yy4YeOHBIH mpolecc, ero
CTUMYIALMS K JaibHeimeMy OOy4eHHI0O W pa3BUTHIO. JlokazaHO, YTO
NPUMEHEHNE WHCTPYMEHTapUsl KOMITBIOTEPHBIX HUIP B 00pa3oBaTeIbHOM
Ipolecce, BO-TIEPBBIX, YCHJIMBAeT MOTHBALMIO CYOBEKTa YOENSITh OoJblie
BHUMAaHHsI y4eOHOH NESTENIbHOCTH, BO-BTOPHIX, MPOAJIEBACT HHTEPEC K 3a/aue
M, B HWTOTE, MOBBIIIAET BEPOSITHOCTH MOCTHXKEHHS IOCTAaBICHHOW memu. OT
IOPYTHX HIPOBBIX MPAKTHK (POJEBHIX, NENOBBIX Wrp u T.1.) Gamification

184


https://class.coursera.org/gamification-002/lecture
https://class.coursera.org/gamification-002/lecture

OoTNMYaeTcs  HEMMHUTAIMOHHBIM  XapaKTepoM  aKTHBHOCTH:  COXPaHSASA
HEU3MEHHBIM CcofiepykaHne obpasoBarenpHON jesrtensHocTH, Gamification
KapAWHAIBHO TpaHC(opMUpyeT 00pa3 OpraHH3alUd STOH JAESITENbHOCTH H
COIPOBOXKAAET BECh 00Pa30BATEIbHBIN UKL

Karouesbie cioBa: Gamification, wHHOBanmoHHBIE 00pa3oBaTEIbHbBIE
TEXHOJIOTHH, UTPOBBIC TEXHOIOTHH, MOTHBAIIHS.

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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MNPODECIMHA MIJITOTOBKA MAMBYTHIX BUXOBATEJIIB
CHEIIAJIbHUX 3AKJIAIIB TOIIKIJIBHOI OCBITH Y C®EPI
HABYAHHSA 1 BUXOBAHHS JITEH I3 3ATPUMKOIO
IICUXIYHOTI'O PO3BUTKY

AHoOTaliA. Y crarTi aHaTi3yIOThCsl KOHIENTYallbHI 3acaid MiATOTOBKH
MaiiOyTHIX BHXOBaTEiB ClEliaIbHUX 3aKiajiB nomkineHoi ocBitu (340) mo
(bopMyBaHHSI OCOOMCTICHHX BJIACTUBOCTEH y AiTeH 13 3aTPUMKOIO MCHXIYHOTO
po3Butky (3I1P), o HeaOusK MOB’sI3aHa i3 HAMOBHEHHSIM JiSUIBHOCTI CTY/ICHTIB
il 9ac MPAKTUKU TYMaHICTHYHUMH CMHCIIAMH, 3JTy9eHHSIM iX O HayKOBO-
JOCHiAHUIBKOI poO6oTH. BusHaueHo kpurtepii, MOKA3HUKM Ta THUNH TOTOBHOCTI
MaiiOyTHIX BHXOBATEJNIB CIEI[alLHOIO JOMIKIILHOTO 3aKiaay 10 (opMyBaHHS
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