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ETANW CTBOPEHHS FEWMI®IKOBAHOI CUCTEMM ANA BUKOPUCTAHHS
B HABYAJIbHOMY NPOLECI BH3

PosrnsHyTo 6a308i BU3HAYEHHS reMMmidikaLiii, 3anponoHoBaHi PisHUMM
daxiBusmun. HasepgeHo ornsg nybnikauiv, y sKMX BOCRIGXYHOTbCS Te-
opis i MpaKTHKa reMmidikaL,ii, OCHOBHI MPMHLMMM BUKOPUCTAHHS il me-
Topjie y 6isHeci Ta HaBuaHHi. OnucaHi eTanu CTBOPEHHs reMmidikoBaHoi
CMCTEMM, aKLLeHTOBaHO Ha OCBITHbOMY KOHTeKCTi. [lpoaHanisoBaHo Big-
MIHHOCTI reMmidikaLii Big irop, cMMynaTopis i TPaguLUiMHOI OCBiTH. Po3-
rNsHYTO NePCneKTMBHI MOAEN BNPOBaAXKeHHsi MeTofiB reMmidikauii abo
reimicPikoBaHMX CUCTEM Y HaBYarbHMI NPOLLEC BH3.
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3TANblI CO3AHUS FTENMUOULUPOBAHHON CUCTEMbBI 419
NCnoJsib30BAHWUA B YYEBHOM MPOLIECCE BY3A

PaccmotpeHbl 6asoBble onpepeneHns reiMUpUKaLLMM, NPEANOoMKEHHbIE
paznuuHbimMK crieupanctamu. MNpusepeH o630p nybrmkaumi, B KOTOPbIX
UCCIIeQYHOTCS TEOPHS M NMPAKTMKA reMMUAMKaLMKM, OCHOBHbIE MPUHLMMbI
Mcnonb3oBaHus eé metofos B 6usHece u obyuerun. OnmcaHbl aTansbl
CO3[aHWs reMMUIULMPOBAHHOM CUCTEMbI, aKLEHTMpyeTcs Ha obpaszo-
BaTeNbHOM KOHTekcTe. [NpoaHanu3npoBaHbl OTIMYMS FrelMMUdUKALLMM
OT Urp, CUMYNATOPOB M TPABMLMOHHOrO 0bpasoBaHus. PaccmoTpeHsi
nepcreKTMBHbIE MOJENU BHEJPEHUS METOLOB reMMUMMKaLMM UK ren-
MHMGMLMPOBAHHBIX CUCTEM B Y4ebHbIM npoLecc By3a.

KnioueBble cnoBa: reiimmdmrkaums, obpasosaTenbHbie TEXHOMOMMM, re-
MHMMLMPOBAHHAs CUCTEMAE, CMELLaHHOe obyueHue.

N. S. Kravets, Candidate of Technical Sciences, Associate Professor the
Kharkiv State Academy of Culture, Kharkiv

STAGES OF CREATING A GAMIFIED SYSTEM FOR USE
IN THE EDUCATIONAL PROCESS OF THE UNIVERSITY

The author investigates the basic definition of gamification proposed
by various experts. This paper presents a review of publications, which
explores the theory and practice of gamification, the basic principles
on the use of its methods in business and education. The article also
describes the steps to create a gamified system focusing on the educa-
tional context. The differences of gamification from games, promoters,



Bicnux XJIAK. Bunyck 50. 2017 199

and traditional education have been analyzed. The paper considers a
prospective model of introduction of gamification or gamified systems
in the educational process of the University.

Key words: gamification, educational technology, gamified system,
blended learning.

ITocranoBka npo6nemu. HapuyanbHuit npouec notpebye iHHOBaLil
IS IPUIIBUIIIEHHA CTYTeHA 3a/y4eHHA Ta MifBMIIEHHA YCIIIIHOCTI
pe3ynbTaTiB HaBYaHHA. [Ipo6/1eMOI0 TaKOX € MifICUIeHHA K HOBEPXO-
BOI, Tak i IMMOMHHOI MOTMBANLil cTyAeHTiB. OfVH i3 HalBaKIMBimMX
¢axropiB, 10 BIUVIMBAIOTh HA Hel, — Ile MeTOJ, opraHisauii HaB4a/JIbHOTO
npouecy. OcTanHi poky HaOy/mM HOLMpPeHHs MeToayu reiiMidikanii sk 3a-
Ci6 mifBUIIeHHS MOTMBALIl Ta 3aTy4eHHs 0 6i3HeCY, OXOPOHY 340POB s,
COLia/IbHMX IIPOEKTIB, KPay[JCOYPCUHIY, HaBYaHHA. ETany cTBOpeHHs reit-
MiiKoBaHOI c1CTeMM, 3aIIPOIIOHOBAHI CIelliaTicTaMy, Opi€eHTOBaHi Ha-
camriepeq Ha 6i3Hec-KOHTeKCT. ToMy 0cO6/MMBOCT] IXHBOTO BUKOPYUCTAHHS
B HaBYa/IbHOMY IPOLeCi MOTPeOYI0Th [IeTa/lbHIIIOr0 BUBYEHHS.

AHari3 ocTaHHIX OCTiKeHb 1 myOmikaiit. 3 Teopiero Ta MPaKTUKOI
reiimidikanii, MeTofaMu i1 migxoxami, sKi ZOBeM CBOIO Hi€BICTb, MOXKHA
o3Harfomutucs B mpaui Kesina Bebaxa!, y skilt HayKoBel[b CTBEPIKYE, LI0
«po3Bara — HaJI3BMYANHO LIiHHMI IHCTPYMEHT JI/IsA BUPIIEHHSA CEpIIOSHMX
0i3Hec-3aBJjaHb, TI0B SI3aHUX 3 MAPKETMHIOM, HifIBULIEHHAM e(peKTUBHOCT,
iHHOBaLisIM, 3a/Ty4eHHAM KIi€HTIB, pOOOTOIO 3 IIePCOHANIOM Ta CTabi/b-
HIM pO3BUTKOM» [5]. OCHOBHI IIPMHIIUITN BUKOPUCTAHHS METOJB refiMi-
¢ixauii B 6i3Heci BukaafeHi B gocmimxkenni leitba 3ikepmanna [6]. Janaki
Mythily Kumar ta Mario Herger foxmaHo po3IisiialoTh €Tanu CTBOPeHHs
reiimidikoBanoi cuctemn [2]. [JocBix BUKOpUCTAHHS Bifeoirop mif yac Ha-
BYAHHA PO3I/IAHYTO B LMK cTareit [)xoppana [llanipo [4]. ABrop € npnu-
XMIbHUKOM BVMKOPUCTaHHA irpOBUX METOJiB HaBYAHHA, ajie MiJIKPECIOE,
10 «3aBK/IY MOTPiOHO MOACHIOBATU YYHAM, AK i YOMY Ipa y3TOKYETbCA
i3 3ara7bHYM KOHTEKCTOM HaBYaHHA. AJKe AKIIO JiTV IPaIoTh i3 3a0BO-
TIEHHAM, 1ie Il He O3HAYa€, 110 BOHYM PO3YMiIOTh, SIK I'Pa CIiBBifHOCUThHCA
3 iHIMMYM BupaMu AiAnbHOCTI Ha ypoui». leitmpusaiinep Pad Kocrep Ha-
BIIaKM PO3IJIAla€ HaBYAHHA SK HEBiJf EMHY CK/IafioBy rpu [3].

Merta craTTi — pO3IIIHYTU €Tally CTBOpeHHs reiiMidikoBanoi cuc-
TeMJ, peKOMEH/IOBaHi pisHUMM (axiBIAMY, Ta 3aIPONOHYBATY MOXK/INBI
MO/l BIIPOBAJKeHHs B HaBUaJIbHUII IIPOLieC BH3 MeTOLIB reiiMidikanii
a6o reiiMidikoBanux cucrem. Xoua irpu B pisHux popmarax 3 JaBHIX da-
CiB BUKOPUCTOBYIOTbCS B IIefIATOT{4HIi IPaKTULLi, iCHye 6arato cTepeoTn-
IiB CTOCOBHO reiiMidikariii, HAIPUK/IaJ, ACOLIIOBAHHA 3 3a/IKHICTIO 200

! Kesina Be6ax — mpodecop IleHcinbBaHCHKOTO yHiBEpCHTETY, aBTOP Kypcy

«Gamification» Ha mrarpopmi MOOC (macoBux oH-martH-Kypcis) Coursera
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MaHinynAuieo. [HI foCTigHUKN CTBEPIXKYIOTD, 1O irpu i fiteit — Lie
HOpMa, ajie MOMMPEHHA METOMIIB TP 32 MeXi IPOCTUX PO3Bar — fABHA
o3Haka iH(aHTWI3MY CycHinbcTBa. Y 6a30BOMY BU3HaueHH] reiiMicikanii
HAro/IOIIEHO Ha HAsABHOCTI PEaNbHUX [Iili YYACHUKIB TPU B JOJATKOBOMY
KOHTEKCTI, BiJj IKOTO MOXKHa BiIMOBUTUCS B OYIb-SAKWIl dac.

basosi BusHaueHHs Teopil reiimidikanii. IcHye 6esniu BU3HaUYeHb
tepMmina «leitmidikanis» (Gamification). Hastqacrime nuryots Kesina
Bepb6axa [5]: «[eiimidikamis — BMKOPUCTaHHSA irpOBUX €/lIeMEHTIB Ta
irpoBux MexaHik y HeirpoBOMy KOHTeKCTi», — Ta [eiiba 3ikepmaHHa [6]:
«ITporec peanisarii irpoBux crpareriit y 6isHeci Ha3uBa€eTbCs refmigi-
Kalli€io. 3 J10To JOIOMOrOK BJ MOXKeTe HaOyTu JOCBifly, AKUIT CTBOPUTD
HeOOXiTHUI CeHC | MOCHINTh MOTHBAIIIO CIIBPOOITHUKIB T4 KITIEHTIB.
TeitmidikoBaHMIT IPOEKT BUKOPNCTOBYE IlepeBary irpOBUX MeXaHik, Ipo-
IpaM JIOA/IPHOCTI Ta IIOBEAIHKOBOI €KOHOMIKM JIJI BUPILIEHHA KPUTMYHUX
1po67IeM i MOCHU/IEHHS 3a/Ty4eHHA». AHATITUKY, KOTpPi BUBYAIOTD MePCIIeK-
TUBY PO3BUTKY OCBITHIX T€XHOJOTIi, CTBepAXYOTh [7]: «Teitmidikaris
(Bip anrm. «gamification» — irpodikariis) crae BaXX1MBO0 XapaKTepyc-
TUKOI0 HOBOI OCBiTHBOI ImathopMy, sAKa JO3BOJISIE 32 SOIOMOTOI0 BU-
KOPMCTaHHA irpOBMX MiJXOZAiB aKTMBHIlIE 3aly4aTyl YYHIB O IPOLECY
HaOyTTS HOBUX HaBMYOK i KOMIeTeHIilT». BusHaunmo, unm reitmidixanis
Harajlye TpajMIiiiHi irpoBi IPaKTUKM Ta YMM Bilpi3HAETbCA Bijj HUX.
Teimidikaris — ue He:

o 3aHYPEHH: B TPYBUMIipHWII BipTyanpHuii cBir (Hanpukaag, second

life);

o irpm mip wac po6oTn a60 HaBUAHHS;

o BUKOPVCTAHHA irop y 6i3Hec-KOHTEKCTi (HAPUKIIAJ], MaKJOHAIbIC-

monopoly);

e PI3HOMaHITHI CUMYIATOPH, AKi BUKOPUCTOBYIOTbCA IIifi 9ac Iifiro-

TOBKM Hi/IOTiB, BOAiIB ab0 mikapis (serious games);
o Teopis irop (po3pin mpuKmIamgHOI MaTEMAaTHKH, 110 BUBYAE OITH-
MasbpHi cTparerii B irpax).

Terimicikanisa He BUKOPUCTOBYETbCA TUIBKM /11 MAPKETHHTY Ta 3aJIy-
YeHHs HOBUX KJ/Ii€HTIB, He 0OMe)XXyeTbCs BIPOBAIPKEHHAM points (6ais),
badges (6eitmxiB, 3HauKiB, Haropop), leaderboards (tabmmup migepis) i 30-
BCiM He 000B’A3K0BO MicTuTb iX. leiimidikariis He 3aBxau GpyHKLioHYE
B €JIeKTPOHHOMY (opMarTi, Iie JuiIe iHCTPYMeHT, 1110 J03BOJIA€E TIOCUIUTH
MOTHMBALIII0 11 3a/Ty4eHHA.

Astopu MOOC «Irpodikanis» cTBepmKyoTh [8]: reiimidikania — e
JIOTIOBHEHHS ICHYI0YOTO KOHTEKCTY irpOBMMM IIPaBUIaMI 3 000B’I3KOBOIO
HasABHICTIO (aHy, 3B’A3KY 3 pea/bHICTIO it 106poBinbHOCTI rpyu. Pan — 1e
[paBuIa, TOTPUMAHHS SKUX POOUTH peanbHICTh 3aXOIUIIOIYO i IIiKa-
BillIOI0 [/ TPaBIIiB. 3B’30K 3 peanbHICTIO O3HAYA€E BUKOHAHHS IPaBlieM
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B irpoc¢ikoBaHiit cucTeMi TMX caM¥X Aill, 110 7 Z0 BBefeHHs irpodixaii.
Jlo6poBibHICTb rapaHTYe IpaBLieBi MOXIUBICTD y OyAb-AKIIl MOMEHT Bifi-
MOBUTHCS Bif TefiM-Hafi0yI0BY J1 IOBEPHYTUCA [0 3BMYAITHOI B3a€MOAII
3 peanbHicTio. TiMbKM 32 YMOBM JOTPMMAaHHA BCiX IUX NPaBMUI MOXKHA
BBty Oyb-sKuii mpolec irpogikariero.

Kpurepii BinminHOCTI reiimidikanii Big irop, cumynaTopis i Tpaguiiii-
HOI OCBITM HaBeJeHo B TaoOm. 1.

Tabnuys 1. Binminui o3Haky reimicixanii

Cumyns-
Tpamu- i
[Tapametp A TOpU Sl Tpaguiitna
; 1iiHi ! Tertmicikanis .
TOpiBHAHHA o (serious ocBita
P games)
3aBmaHHA icHy0TD
3BOpOTHUIA e . .
, HOCTIITHMIA, Oe3mepepBHMit icHye
3B’5I30K
iHKO/IU HEBU-
Lini BU3HAYEH] 3HaueHi ab6o
He3po3yMisi
. OCTYIIHU
nsax mo mait- ., pocty ’
. JOCTYIHUI KO)KHOMY SIKIIO TOIIAC-
CTEPHOCTI
TUTh
Mpasia 4iTKi, mpo3opi, fony- | HapbyHOBaHi HaL ic- iHKOJIM HEBM-
p 4eHi 10 KOHTEKCTY IpU | HYIOUMM KOHTEKCTOM | 3HayeHi
. . . KaparoThbCs,
Hespaui 04iKyBaHi, 320X04yIOTb [0 A
HPUXOBYIOTBCA
Craryc xo- . .
TPO30PMUil, CBOEYACHO OHOBIOETHCS TIPMXOBAHNUI
pucTyBaya
KOPUCHI i1 iCHYI0YO-
- IO KOHTEKCTY, YaCTH- | KOPMCHi L
HAIIOBHEH] irpoBUM o .
Jlii rpaBuA . Ha J1ifl HATIOBHIOETLCA | ICHYIOYOTO
3MicToM .
IOATKOBUM irPOBUM | KOHTEKCTY
3MICTOM
Haparus (te,
0 TIOEJIHYE
. AHY . SIKIIIO TIOTIAC-
CK/IafioBi cuc- | icHye
TUTD
TEMI B €IVHE
1ine)
Hlo6poBins- . . . .
) icuye Hi icuye Hi
HiCTD
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Etanu ctBopenHs reiimidikoBanoi cuctemu. [l CTBOpeHHs LinicHO
reiimMiikOBaHOI crcTeMy HEOOXiTHO MOC/IIOBHO TOFOMATH Ki/lbKa eTamiB
(2, 5, 8]. HaBememo iX 3 afjanTali€io A0 BTIIEHHA B OCBITHIX iIHCTpyMeHTaX.

1. BusHayeHHA MeTH.

Mera nosrHHa Bifnosifatu abpesiaTypi SMART (Specific Measurable
Achievable Relevant Time-bound), 110 BUKOpUCTOBYETbCS B IPOEKTHOMY
MeHe/PKMEHT] 11 YIpaBliHHi [s1 BU3HAYeHHs 3aBfjaHb. 1T06TO OyTH rpa-
HIYHO KOHKPETHOIO, BMMiPHOI0, IOCSDKHOIO, YiTKO BifIIIOBiZaTy Ha 3aIlu-
TaHH: «[]/s1 90ro 3acTocoBaHO MeTomyu TeliMidikarii?». Takoxx HeoOXigHO
TOYHO BM3HAYUTY TepPMiHU JOCATHeHHs Metu. [Ipukiag Metn 3 Lingualeo:
3a 30 guiB BuBunMTy 300 HOBUX C/miB i 10 rpaMaTMYHMUX MPABU/ AHITIIN-
CbKOI MOBI.

2. Omnuc rpasuiB.

O6pasn rpasLiB MaoTb OyTH UiTKO Bu3HaYeHNMIL. fKio reitMidikanis
€ BHYTPIIIHbOI0, TOOTO 3aCTOCOBYETHCSA B MeXaX KOHKPETHOI opraHisarii,
IIOTPiOHO ONICATY TPABIIiB; AKIIO — 30BHIIIHBOI, TOOTO CIIYTy€, HAIIPK-
K/Iaf, ISl 3ay49eHHs KI€HTIiB, HeOOXiTHO CTBOPUTHU JHEeKiNbKa TUNAXiB
IpaBIisl, BUOKPEMUTH XapaKTepHi 0COOMMBOCTI /I HesKMX TPYI TIOHEIl.
B ocBiTHiit cucremi 3 enementamu reitmidikanii ZoLinbHO KaacudikysaTy
TPaBIiB 3a NICUXOMOTIYHYMY TUIIAMM Ta piBHEM MOYaTKOBUX 3HaHb. CIie-
Iia/IbHO JIS 3aCTOCYBaHHA B reiiMidikoBanux cucremax Piuapy baprr [1]
po3pobuB THmONOriI0 rpaBLiB (puc. 1).

aia

«Kinepu» | «kap’epucTmy

rpasui csiT

«couianizaTopu» | «AOCHIAHUKNY

B3acMogist

Puc. 1 Tumnonoria rpasuis 3a P. baptinom

Kinepu — mo6ureni mosmararucs. [x MeTa — IIpoOIeMOHCTPYBATH CBOKO
TepeBary nepef iHIIVMM IPABLAMU. A AKIIO BOHYU 0aKa0Th CTBOPIOBATH
1JOCb, TO HEOAMIHHO, 100 Lie 6yno Kpale, HiX B iHmmx. Kap’epuctn —
«KOJIEKL[iOHepy» JOCATHeHb. Beiipki, 6anu, peilTuHIM — Lje Bce iXHs
MeTa. BoHM 3MaraoTbca He 3 iHIIMMU KOPUCTYBadaMMy, a i3 CUCTEMOIO.
HocnifHukiB He TypOyIOTb Oaju it piBHi, IM IPOCTO MOFOOAETHCS BUBYATU
11 aHamisyBarn. Comianisaropy HONIOOIAITD CHiNTKyBaHHA. JIajiKaloTB, I0-
HIVPIOIOTh, JOMYIA0ThCA IO COLMEZIia-CIiIbHOT.

TeitmidikoBaHa cucTeMa OH-JIAlH-HABYAHHS
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3. Onuc 1winboBOI MOBETIHKIA.

Ha npoMy etani moTpiOHO BifmOBiCTM Ha YOTUPM 3aIIMTaHHI:

e 110 IOBMHHI 3p0oOUTH TpaBLi?

o K Iie BUMIpATH?

o K Ile CIPUAE JOCATHEHHIO MeTH?

e K JIi€ 3BOPOTHMII 3B A30K?

4. BusHa4eHHA WIIAXY IPABLA.

ITig mnaxoMm rpaBLs PO3YMI€TbCA MIMOBIpHA TPAEKTOPiA PO3BUTKY
irpoBMX HAaBMYOK, 3MiHa KOMIIETEHIIil, 3aTy4€HHA Ta iHIIi XapaKTepuc-
VKM y mpoueci rpyu. PaxiBui IpONOHYOTH pisHi Moferi, 6a30Ba Mozenb
HaBefleHa Ha puc. 2. CroyaTKy rpaselb IparHe Bcix nepemortu (1), morim
II0YMHAE BUBYATHU IPY (2), fasi KOMEKLiOHYe AOCATHEHHS (3) i, MOX/INBO,
IIOYMHAE JUINTUCS BpaXeHHAMN (4).

: : . Aia
| «Kinepu» | «Kap'epucTu»
o s

”
Y

",
g
TS B

rpaBui : X cBiT

«coujianisatopu» | «OQOCHIQHUKU»
B3aemopis

Puc. 2 lInax rpasus 3a P. baptiom

5. BusHauntuCA, 10 po3BaXkaTuMe.

[paBusam Mmae OyTu 1ikaBo, IpyeMHO, KOMOpPTHO. IcHYIOTH KinbKa
Teopiit mmpo Te, 1o came € dhanom s rpasus. Pad Kocrep [3] misnanus
4Oroch HOBOTO HAa3MBA€ OFHNM i3 BufiB dany. «DaH y rpi BUHNKAE 3 Ha-
OyTTAM MaiicTepHOCTi». [I/11 TO3HAYeHHs LIbOT0 pisHOBULY (aHy BiH BU-
KOPVCTOBYE CTIOBO «grok» y ceHci iHTYiTMBHOrO pO3yMiHHSA 40Tr0-HeOYAD,
«BM PO3yMi€Te IOCh TAK PETENbHO, IO CTAETE 3 HUM OfHVM i HaBiTh
mobure jioro». Pad Kocrep crBepmxye: «Irpu — yuureni, Ak Tinbku rpa
IpUNNHSE HaBUaTU HAC, HaM CTa€ HyfHO... aH — Iie nulle iHIIe CTIOBO
L7151 HaBYaHHA. YoMy TpanumiliiiHe HaBUaHHs € TaKUM HYIHUM Ojs1 Oara-
TBHOX JII0fieit? ToMy 110 MeTOJ TPaHC/IALIl HempaBUIbHUI!»

6. O6paHHA iHCTPYMeHTIB.

[pa — KOMIIJIEKCHa CMCTeMa, BOHA CKIAfAeThbCst 3 0e3/iui HeBenuKux
qacTUH — irpoBux enemMenTiB. HeoOxigHo mifibpaTu enemMeHTH TaKuM -
HOM, 1100 BOHM BifIOBijanu OpONEHNM ITATH KPOKaM.

BucHoBku. [eimidikallis — OfH 3 IearorivHNxX iHCTPYMEHTIB, 1[0 He
Ma€ HeraTMBHMX BIACTUBOCTEN, OfIHAK KOPUCTYBATUCA HUM CIIiJ| YCBifjOM-
JIEHO: BiH IIOBUHEH 3a/Ty4aTy, a He BiiBo/IKaTy, Mae 6yTu 3MicToBHUM. )11
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BIIPOBaKEHHs B HaBYAJIBHUIL MpOLieC BH3 MeTOfiB reriMidikanil MoxHa
BUKOPMCTAaT! TaKi MOJieri:

 3aCTOCYBATM HaBYaIbHY reiiMidikoBany cucteMy (HampuKiaf,
Lingualeo, Codecademy) sk KOpuCHMII ZOHATOK y MeXXax MOJei
3MIIlIaHOTO HaBYaHHS;

 CTBOPUTH HaBYa/IbHY reiiMidikoBaHy cucTeMy cummamm CTyfieHTiB
(HanmpuxTag, CiBpoOITHUKM Ta CTYHeHTU TeXacbKOro yHiBepcuTery
A&M pospobum rpy «ARTé:Mecenas», 3a JOIIOMOT0I0 KOl MOXKHa
CTeXXUTH, fAK iTasiiicbka eKOHOMiKa B erloxy PeHecaHCy BIIMBasa Ha
PO3BUTOK MMCTELTBa, /if04M Bif iMeHi popuun Mepiui);

¢ 3aCTOCYBAaTy OKpeMi irpoBi eneMeHTH, BOynoBytoun ix y LMS;

e JIOJaT¥ JJO HABYA/IbHOTO IPOIIECY irpoBi €IEMEHTH, HiBETIOIYN He-
TaTVBHI O3HAKY TPAFULIITHOI CHCTeMY IIOPIBHSHO 3 refiMi(piKoBaHOIO
CICTEMOIO, HaBefeHi B Tabmuii 1.

O6panHsa irpoBux MexaHik — Ije He a/JbTepPHATHBA aKaJeMiYHOMY
CTUJII0 BUK/Ia[IeHHA MaTepiaiy, a JOLATKOBUI «iHIPeiEHT», AKUI IOLi/TbHO
BYKOPVUCTOBYBAT!U B 0OMexXeHilt KinbkocTi. [HKo/m moTpibHO cKafHi mpo-
1lecy CIPOCTUTY irpOBUMM elleMeHTaMI 3a IPUHIUIIOM, SIKUil chopmy-
moBaB A. EifHmreiin: «Yce cnif cnpouyBaTy, JOKM Iie MOXK/INBO, ajie He
6ibIe TOrON.

[TpepmeTom nopanbmMX FOCIPKEHb MOXKE CTAaTH MOPIBHAIbHUIT aHaTi3
irpoByX MexaHiK 3 TOYKU 30py e()eKTUBHOCTI IX BUKOPUCTAHHA B HABYA/Ib-
HJX TeiiMipiKoBaHMX CUCTEMAX.
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STAGES OF CREATING A GAMIFIED SYSTEM FOR USE IN THE
EDUCATIONAL PROCESS OF THE UNIVERSITY

The aim of this article is fo analyze the stages of creating a gamified sys-
tem proposed by different experts and give recommendations regarding
models of its implementation in the educational process.

Research methodology. Eight relevant publications on the subject (mono-
graphs, scientific journal and newspaper articles) have been reviewed.
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Results. Gamification methods are used in many universities around the

world and are promising for Ukraine.

Games in various formats from ancient times were used in the teaching

practice. A basic definition of gamification insists on the actions of partici-

pants in an additional context, from which you can opt out at any time.

To build an integrated gamified system it is necessary to go through sev-

eral stages: the purpose defining; player description; the target behavior

description; the player's way definition; to decide what will amuse and

entertain; tools choosing.

To introduce gamification methods in the educational process of universi-

ties you can use the following models:

- use a gamified educational system as a useful application in the blended
learning model framework;

- build a gamified system by students;

- use individual game elements, integrating them into the LMS;

- add gamification methods to the learning process, offsetting the nega-
tive features of the traditional system compared to a gamified system.

Gamification is one of the pedagogical tools that has no negative proper-

ties, however, should be used consciously, it should attract, not distract,

should be meaningful.

Novelty. In this work the author attempts to show the stages of imple-

mentation of a gamified system in comparison with a traditional model

of education and give recommendations for their introduction into the

educational process.

The practical significance. Ukrainian educators may find the information

contained in this article useful for the implementation of game elements

or gamified systems in the academic process.

Key words: gamification, educational technology, gamified system,

blended learning.
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