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METO/A BIABOPY ITPOBUX MEXAHIK )19 BAKOPUCTAHHA
B HABYAJIbHUX FENMIPIKOBAHUX CUCTEMAX

PosrnsiHyTo 6a30Bi BU3HAY€HHS irpOBMX MeXaHiK, 3anpornoHoBaHi pisHUMK da-
xiBusmu. HaBepneHo ornan nyonikauii, y akux OOCHImKYOTbCS knacudikauis
irpOBYX ENIEMEHTIB, TEOPIS | NPaKTMKA iX BUKOPUCTAHHS B €1IEKTPOHHOMY HaBYaH-
Hi. OnMcaHo MeToau BUOOPY irPOBUX MEXaHIK, aKLIEHTYIO4YM yBary Ha OCBITHLOMY
KOHTekcTi. [poaHanizoBaHo pesdynbraTyi CTaTUCTUYHKX JOCHIAXEHb YNoao6aHb
KOPWCTYBauiB CUCTEM OHJAH-HaBYaHHs. JocnimkeHo MeToam Binbopy irpoBumx
MeXaHiK 4151 BAKOPUCTaHHS B HaBYaIbHUX FreMidiKOBaHNX CUCTEMAX.
Knto4osi cnosa: irpoBi MexaHiku, revimigikauis, OCBITHI TEXHOOrT, reiimici-
KOBaHa cucTema, OHaH-HaB4YaHHsI.
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METO/Z1 OTBOPA UTPOBbIX MEXAHUK AJ11 UCMOJIb3OBAHUSA
B OBYYAIOLLUMX TENMUDULUPOBAHHBIX CUCTEMAX

PaccmoTpeHbl 6a30Bble OMpefeNeHnsi UrpoBbIX MexaHuK, MPeaJSIoXeHHbIE
pasnuyHbiMK cneunanucTamu. MpueeneH 063op nybnvkauuii, B KOTOPbIX UC-
cnenyloTcst Knaccudukaums UrpoBbIX 3NEMEHTOB, TEOPUS 1 NMPaKTUKa UX UC-
NoMb30BaHUS B 3NEKTPOHHOM 00y4eHun. OnncaHbl MeTobl Bbibopa UrpoBbIX
MeXaHWK, aKLEHTVPYS BHUMaHUe Ha 06pa3oBaTeibHOM KOHTEKCTE. [poaHanu-
3MPOBaHbI Pe3ynbTaThl CTATUCTUYECKNX UCCNEA0BAHNIA NPEANOYTEHNI MONb-
30BaTesNielt cUcTeM oHnaH-o0y4eHus. MiccnegoBaHbl MeTobl 0TGOpa UrPoBbIX
MeXaHWK 41 UICNONb30BaHWs B 00y4aloLLMX reiMndrLpoBaHHbIX CUCTEMAX.
Knio4eBbie cnoBa: nrposbie MexaHvKy, reiMugukarms, o6pasoBaresibHbie
TEXHOJIOrN, rediMMPULMPOBaHHasi CUCTEMA, OHNaIH-00y4eHme.
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THE METHOD OF SELECTION OF GAME MECHANICS FOR USE
IN GAMIFIED TRAINING SYSTEMS

The paper considers the basic definitions of game mechanics, proposed
by various experts. This paper presents a review of publications, which
examines the classification of game elements, theory and practice of their use
in e-learning. The article also describes the methods of selection with game
mechanics, focusing on the educational context. The results of statistical
studies of users’ preferences of online learning have been analyzed. The article
studies the methods of selection of game mechanics for use in gamified training
systems.

Key words: game mechanics, gamification, educational technology, gamified
system, online learning.
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ITocranoska npo6aemu. I1lopoky omaiin-ocsita HabyBae aeasi
GibIol Moty IspHOCTi. Benki yHiBepcuTeTH CTBOPIOIOTH BJIACHI KYpCH
Ha MacoBUX matdopmax, Hampukiaa, Coursera, yIpoBaIKylOTh AUC-
TaHIIHNI HAITPSIM B OCBITI I IOYMHAIOTh BUKOPHUCTOBYBATH XMapHi CX0-
BUIIA 71 IOCTYILY CTYAEHTIB 0 OHJIAMH-JIEKIIH Ta YHIBEPCUTETCHKUX
GibsioTek. Y ¢BiTI BUHUKAE HEMaJIO MTPOrPAMHKX J0AATKIB i TEXHOIOTIit
€JIEKTPOHHOTO HaBYAHHs. AJle TEKCT, ay/Iio- if HaBiTh Bi/le0, 3 TKOTO CKJIa-
JAETHCS OLIBITICTD CyYaCHUX OHJIANH-KYPCIB, CTYIEHTaM TaKOK MOKYTh
HaOPUAHYTH. Y pe3yJibraTi Kypc 3aBepIiyioTh JIHIe HalMOTHBOBAHIIII,
a e yacto menre 40%. Teiimidikaitist crae BUPiMeHHAM 1€l TPoOIeMHu:
BOHA HaJIa€ HOBOI MOTHBAIlil, 3BEPTAETHCS 10 GAZOBHMX TICHXOJIOTTIHIX
norpeb JIOMHK Yepe3 irpoBi MexXaHiKu. 3PO3yMiBIIN 1ie, PO3POOHUKH
OCBITHBOTO KOHTEHTY IOYajii aKTUBHO BHKOpHCTOBYBaTH iX. Daxisiii
BUOKPEMJIOIOTD /IO I'SITAECATH ITPOBUX MEXaHiK, PI3HSATHCS YSIBJICHHS
po Te, MO € iTPOBOI0 MeXaHiKoi. /lyig cTBOpeHHS TeliMidikoBaHOi
HaBYAIbHOI CHCTEeMH HeoOXiaHO chopMyIoBaTH KpUTepii Bigbopy Me-
XaHiK a00 PUHIIUIT COPTYBAHHS 32 ClIa[aHHIM .

AHani3 ocraHHix gocizKensb i myoikanii. OaxiBI{i KOHCAITHHTO-
Boi Kommanii «Oxkcdops anamitTuka» y 2016 p. BUMyCTHIN TOTIOBIB i/
HasBolo «Iefimidikartist i maitbyTHe ocBitny (2016, . 4), y sikiii 3a3Haun-
JIM: OCHOBHa TiepeBara reiimidikaitii — cBoboa, 1o HaaEThCs YUHSIM 1
BUMTEJISAM. [1€ThCs TPO CBOOO/Y JAOKIAAATH 3YCUILIS, IOMUISATHCS, KC-
MIEPUMEHTYBATH Ta CAMOBHPAKATUCS — I1€ MOKe OYTH 0COOIMBO IIHHUM
JUISL YYHIB, KOTPI Bi4yBatOTh cebe 0OMEKEHUME TPAAUIIITHIMI METO-
JlaM1 HaBYaHHA. TaKoK y JI0ONOBIi/ 3/1iiCHEHO MOPIBHAJIBHUHN aHAI3 Ha-
BYAJIBHUX irop i Kiacudikailiio irpoBux eJeMeHTiB. IHTepHeT-CIiJbHOTa
npodecionasnis, 3alHATUX BiHIyCTPii e7IeKTPOHHOTO HaBYaHHA eLearning
Industry in French, poaminrye Ha cBoemy pecypci Gesiiu marepiais
(Majumdar, 2016, June; Pappas 2016, January; Adriotis, 2014) po
PAKTHYHE 3aCTOCYBAHH IrpOBUX MeXaHIK B OHJAlTH-HaBYaHHI. B enexT-
pPOHHOMY BHUAaHHI «fK TeiiMidikatisg mepeTBopioe (GopMy HaBUYAHHI»
(Pappas, 2016) daxiBii, KOTpi peayizyBajiu YCIIIHi iHHOBAIITHI TIPO-
exTH y cepi refimidikairii, HaBoASITh TPUKIAAN YCITINTHOI reiiMidikarii
HaBYATIBHOTO MPOIIECY Ta HAAIOTh MTOPA/IH MO0 BUKOPUCTAHHS iTPOBUX
MEXaHiK y HeirpOBOMY KOHTEKCTI.

Po3pobHuKY reiiMithikoBaHIX HaBYaJIbHUX TPOrPAM BUOKPEMIIOIOTh
BiJl TPBOX 210 m'ATAecaTH irpoBux Mexanik (Bunchball, 2010; Schonfeld,
2010, August; Jlebenena, 2016). Bperna bparyeiir i STu [paii6ep (2009,
c. 17) mopatoTh irpoBi eeMeHTH K Tpiady: ANHAMIKA, MeXaHiKa, eCTeTH-
ka. Kesin Bepbax (2015, . 58) pospisHsie Tpu KaTeropii irpoBux ejeMeH-
TiB: IMHAMIKH, MEXaHIKN Ta KOMIOHEHTH. [TOHATTS IrpoBOi MeXaHiKU B
komm ' torephiii rpi (Oxford Analytica, 2016; Arnab, 2015; Bhasin, 2014)
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BI/IPI3HAETHCS Bijl aHAJOTIYHOTO TOHATTS B TeliMidikoBaHill cucremi
(Arnab, 2015; Bhasin, 2014; Deterding, 2011; Raymer, 2011).

Merta crTarTi — PO3IJISIHYTH METO/IM BiGOPY iIrpOBUX MEXaHiK, PEKO-
MeH/I0BaHi PisHIMHU (HaxiBISIMHU, Ta 3alIPONIOHYBATH KPUTEPIi iX BitOOpy
B reiimicikoBaniii cucremi. Teitmidikariisi BUSHaYa€ThCs K HaA0Y10Ba
HaJ peasibHicTIO (MICTHTH iTPOBHI JIM3aiiH), B sIKOi MOXHA B OY/Ib-
SKUH MOMEHT BiZIMOBUTHCS, TOMY KJaachiKaIlii irpOBUX eJIeMeHTIB, SKi
IPUATHI JJI CTBOPEHHS BiJI€0irop, He 3aBKIM JOILIbHI I PO3POOKH
OCBITHBOI TeliMi(hiKOBAHOI CUCTEMM.

Bukaan ocHoBHOro Mmarepiajy AOCHiIKeHHS. IrpoBi esnemeHTH
KIacuikyoTh pisHUMHU criocobamMu. ABTOPH KHHUTH «BUKIUKYM st
reiimansaiinepis» (Brathwaite, Schreiber, 2009, p. 2) BusHauyaoTh reiim-
JIN3aliH SIK TPOIEC CTBOPEHHST irPOBOTO KOHTEHTY i MpaBuJL. Sk 6azoBa
IpOTOHYETbC Moziesib MDA: MexaHika-iHaMika-ecteTuka. JAKio Me-
XaHiKa — Iie TIpaBmJIa, a IMHaMiKa — I1e TPa, TO eCTeTUKA — 33/[0BOJICHHS
(abo BigCyTHICTH TAKOTO) Y TpoIleci TpH, BixuyTe rpasieM. /lusaiiHepu
3alUTYIOTh, SIKOi €CTETUKU BOHU XOTLIM O JOCSATTH, BU3HAYAIOTH [MHA-
MiKY, 1110 TOBUHHA BUKJIMKATH T1€ BIAIYTTS, i MOTIM 0OMPAIOTH MEXAHIKY,
gKka 6 cTBopuIia ToTpiOHY auHamiky. Lleft mixxin AomiabHIi i yac pos-
poOKH Bizieoirop, ae He st TeiiMipiKoOBaHUX HABYAIbHUX CHCTEM, 3Ba-
JKaf0YM Ha BIIMIHHOCTI MIXK irpamu Ta TetimMidikaitieio, HaBeieHi B Tparti
(Kpagerp, 2017, c. 201).

Pospobuuky  MOOLIbHUX —reliMiiKOBaHMX AOAATKIB KOMIIAHII
SCVNGR mnpomonyioTs, BifITIOBIAHO 10 3aBIaHb, TTOCTABIEHUX Mepes
IPOEKTOM, 0OUpaTH irpoBy MeXaHiKy 3 KoJIoan (OJM3BKO I'STAECATH
mTyk). Ilpu 1pomy miz irpoBUMHU MeXaHiKaMU PO3YMIIOTBCS Ti eJleMeH-
TH TPH, sKi pobsATh 11 1ikaBoio Ta 3axommioiouoio. [Ipoekr SCVNGR
(Schonfeld, 2010, August) craBuTh cobi 32 METy PO3MEKYBATH irPOBY
MeXaHiKy Ha OKPeMi eJIeMEeHTH: JIesIKi MO3HAYUTH sk 6a30Bi (BipTyasbHi
TOBApH, CTaTyCH 1 OCATHEHH: ), 1HII CKJIAHITIT eJIeMEHTH, SKi MOXKYTh
MicTuTi 6a30Bi, HAPUKJIA/, MEXaHiKka «IPU3HAYEHOI 3yCTPidi», «Teopis
MOCTYIOBOTO TOIaHHs iHbopMallii» — sk ckiazeHi. [Ipononyerbes Bu-
OMpaTH MEXaHIKH 3 KOJIO/H 3aJI€5KHO BiJl TTOCTABICHIX 3aBIaHb.

@axisui kommnanii Bunchball (Bunchball, 2010), pospo6nuka miat-
dopmu s refimidikallii, BHOKPEMIIOIOTh IeCSATh OCHOBHUX irPOBUX
MeXaHiK, SIKi MOKHA KOMOIHyBaTH [IJIsI THiIBUIEHHS MOTHBAITi KOPUCTY-
BayiB i IOCATHEHHS GizHec-1Tieit:

1. MurTeBuit 3BOPOTHHIT 3B’SI30K.
2. TIposopicTb, iHAUBITyanbHi Ta KOMaH/IHI TPOGII, 1110 BioOpaKkaTh

TIPOTPeC y PeKUMi peasbHOTO yacy.

3. Iimi (KOpOTKOCTPOKOBI Ta IOBIOCTPOKOBI, 3 YKA3aHOIO IIHHICTIO).
4. DBelmxi 9K CBIIUEHHS TOCATHEHD.
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5. PiHi (BU3HaueHHs PiBHS IPABIL B MeKaX HOTO CHiJILHOTH, IO CBiJl-
YUTH PO JOBrOCTPOKOBI 200 (hiKCOBaHi JOCATHEHHS).

JlerkicTs aganranii (npuBabuBuii inTepdeiic i JoKIaaHi IHCTPYKIL).
Konkypc (komMananuit ta inAnBiIyanbHN ) K 320X04eHHS 10 KOHKY-
PpeHilii.

8. CuiBpobitHUIITBO (0OMiH 3HAHHSIME, BHECOK YJIeHIB KOMAH/M B 3a-

TaTbHUN YCITIX TPYIIN).

9. Cnirosapuctso (06MiH iH(GOpPMAIIEIO PO JOCATHEHHS).
10. Basm sixk MarepiajibHi, BUMIpHi JI0Ka3u J0OCSATHEHb a0 BipTyasibHa

BaJIOTA.

Yei 11 recsTh MeXaHiK YCImHO BUKOPUCTAIH PO3POOHIKH TeiiMidi-
KOBaHOI OCBITHBOI T171aTOPMU JIJIs1 BUBUEHHST iHO3eMHOI MOBH Lingualeo
(JTebenena, 2016) 3 MeTOIO BUPIMIEHHS TAKUX TPOOJIEM: CITPUSHHS MOTH-
BaIlii KOPUCTYBaYiB, BiOOPaKEHHS Pe3yJIbTaTiB HAaBYAHHSI, KOHKYPEHIIii
3 AaHAJIOTIYHUMHU HaBYAJIBLHIMU TITaTHOPMAMIL.

Mapiro Padronoymnoc, 3acHoBHUK i TeHEpaTbHIH ANPEKTOP KOMITAHI1
Strategic Games Lab, KoHCyJIbTaHT KiJIBKOX TEXHOJIOTIYHUX iHKYOATOPIB
crapramis (Pappas, 2014, p. 12), cTBeprKye, 1m0 HalleeKTUBHITITNM BH-
KOPUCTAHHSAM TelimMidikallil B HABYaHHI € CTBOPEHHS y3arajbHIOI0Y0TO
KOHTEKCTY i HapaThBa, Micjis 40ro HeoOXifAHO BUGPATH HAMiIOI[IbHIIT
iTPOBI €JIeMEHTH.

Asropn momosixi <«Ieiimidikaris i maiibytne ocsitu» (Oxford
Analytica, 2016) BusHauar0Th MEXaHiKy TP sIK CYKYITHICTb TIPABILI, 1110
3abe3rnedye 3B0OPOTHMUIT 3B'130K i CTBOPIOE irpoBwHii mportec. IrpoBa mexa-
HiKa € OCHOBOIO iTPOBOTO KOHTEHTY Ta XapaKTePU3YETHCS TPhOMA aTpPH-
OyTtamu: THIIOM (3BOPOTHHUIT 3B'I30K, ITPOTPEC TOIIIO), epeBaraMu (3asry-
YeHiCTbh, 3a/0BOJIEHHS, JIOSJIBHICTh TOIIO), BiTIOBIAHICTIO THIIAM TPaB-
miB 3a baptmom (kimepu, kap'epucTy, AOCTITHUKY, cotiamidatopu). 11i
XapaKTEPUCTUKH irPOBUX MEXaHIiK He ZOMOMOXKYTh Y BUOOPI, OCKIIbKY
rnepeBary B OLIBINOCTI 3 HUX 36iraTuMyThest (Harmpukiazn, 99,9% Mexanik
CITPUSIIOTH 301JBIITIEHHIO 3a/Iy4€HOCT ), @ ICUXOJOTIYHUIT THIT TPABIsI HE
€ CTIIKOI0 XapaKTePUCTUKOIO (TI0Be/IiHKA TPaBIlS 3a3BUYAl 3MIHIOETHCS
B TIPOIIECi TPH).

Kesin Bepbax (2015, ¢. 58—60), pakTHYHO yIOPSAKYBABIIH KOJIO-
1y 3 50 eneMeHTiB, BUOKPEMJIIOE TPH KAaTEropil irpoBHUX eJleMeHTiB, 3a-
CTOCOBAHUX y TeliMichiKallii: AMHAMiKK, MEXaHiK1 Ta KOMIIOHeHTH. Bonu
BIIOPSIZIKOBaHI 3a 3MEHIIEHHAM iX abcrpaktHocTi. KoskHa MexaHika — 11e
cnoci6 jocgaraerHs ojauiel abo KiJbKOX AMHAMIK, a KOXKEH KOMIIOHEHT
TI0B’s13aHUIA 3 OJIHKM 260 KiJIbKOMA eleMEHTaMU BHCOKOTO PiBHSL.

Bummuii pisens abcrpakmii — aunamiky, JunaMmikn — 1e 3arajabHi
acHeKkTH reiiMiikoBaHOI cUCTEMH, Ha SKi MOTPIOHO 3BaskaTy Ta AKUMU

No
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CJIJL KepyBaTH, ajie siki HEMOXKJIMBO 0O€3I0CEePeHbO BUKOPUCTATH TIij|
vac rpu. HaiiBaskiusimmi irpoBi aunamikm: obmexentst (srimitu abo Bu-
MYITIeHI KOMITPOMICH); eMOITii (IOTUTIANBICTD, IyX CYHEepHUITBA, PO3ya-
pyBaHHSI, 11acTs1); HapaTuB (TOCJiI0BHA, Oe3nepepBHa CIOKETHA JIiHis);
nporpec (PO3BUTOK IPaBIis ); BiHOCHHY (COIiabHi B3aEMO/IIi, 110 dop-
MYIOTB MIOUYTTSI TOBAPUCTBA, CTATYCY H aJbTPYi3My).

MexaHiki — OCHOBHI IIPOLIECH, SIKI KEPYIOTb JiSIMU Ta CIIPUSIIOTh
3QJIy4eHOCT] rpaBlg. MoKHA BUOKPEMUTH JIE€CSATh BAKJIMBUX IFPOBHUX
MeXaHiK: 3aBlanis (3aragku abo Oy/b-sKi iHIN 3aBAaHHS, SIKi MOTpe-
OYIOTh TIEBHUX 3YCUJIb JJIsI IX BUPIIIEHHS ); MAHC (eJeMEeHTH BUIAIKO-
BOCTI); 3MaraHHs; CIiBpOGITHUIITBO; 3BOPOTHHIA 3B’30K; HAKOIMYEHHS
pecypciB; HATOPOAM 3a TEBHi JIii Ta JOCATHEHH; oTepallii (TOProBeJIbHi
orepaiii Mizk rpaBiAMH, Ge31I0cepeHbO a00 Yepes MOCEPEHIUKIB); XO/H
(Toueprosa yyacTh Pi3HNX TPaBIIiB); CTAH TEPEMOTH.

KommonenTn — 11e KOHKpeTHina (hopMma, Ky MPUIMAIOTh MEXaHIKT
i quHamiky. [TSTHAAIATD BaKIMBUX iIrPOBUX KOMITOHEHTIB: JIOCSITHEH-
Hsl, aBaTapy, Oeil/pki, GuTBU 3 Gocamu (HalCKJAIHINT BUTIPOOYBaHHS),
KOJIEKI[IOHYBaHHs, OGUTBH, JOCTYII 10 KOHTEHTY, TIOJApYHKH, PEUTHHTH
JTizepiB, piBHi, Gau, KBECTH, COIaIbHUI TPOdIJIb, KOMAH/M, BIpTyaIbHi
TOBapM.

Bignosinno xo xnacudikanii Kesina Bepbaxa, irposi esementu B
Lingualeo imoctpye cxema (puc.1).

Lingualeo — ycrminmHuii MiskHapOIHMUIT TTPOEKT, BAKOPUCTAHHS METO-
71iB reiimMiikaliii SKOro A0IOMOIIIO 301IBIINTH 3a1y9eHICTh KOPUCTYBa-
4iB. AJle TOJIOBHA CKJIa/[0Ba YCHiXy refimMihikoBaHOI HaBYAIBHOI crcTe-
MU — IIe He caMa TEeXHOJIOTisl, a CTaBJIEHHs y4YHIiB 10 Hei. Po3poOHMKM
mardopmu ontaiin-Hapyarts TalentLMS (Adriotis, N. 2014, May)
3MIUCHIIN OMUTYBAHHS cepell CBOIX KOPUCTYBAauiB, CTYJEHTIB Pi3HOTO
BiKYy 3 METOIO 3’sICyBaHHs TOTO, SIKi MeTojiu refiMicikailii BOHM BOJIIOTH
BUKOPUCTOBYBATH B OHJIAH-KypcaX. ¥ pe3yJbraTi HallnomyasapHiliumMu
Ha3BaHi irpoBi Mexanikn (puc. 2), Mo BiTOBIAIOTH iIHTEPECAM YCiX 4O-
TUPHOX THIIIB I'PABIIiB 32 bapTiaom: 1ociIKeH s, HAaKOMUYeHH, 3MaraH-
HS, CIIIKYBaHHSI.

Yueni 3 YuiBepcurery Yeiik-@opect i AMcTepIaMCchbKOTO yHiBED-
cutery npoananisysanu (Piotrowski, Kremar, 2017), sk inrepakrushi
eJIeMEHT! B KHWTaX BIUIMBAIOTH HAa yBary i 3amam sSTOBYBaHHS TEKCTY
nitbmu. B ekcriepumenti Opami ydacTb 78 JONIKIIBHSAT, KOTPUM 3a1po-
TMOHYBAJIM MMOYUTATH OAHY U Ty caMy TU(PPOBY KHUTY: [IJII OAHIET TPyTIN
BKJTIOUIJIN IHT€PAKTUBHI €IEMEHTH, a JI7I HIO01 — BUMKHYJIH. YUYaCHUKHT
HepInoi rpynu akTUBHO BUKOPUCTOBYBAJIU IHTEPAKTUBHI eJIeMEHTH, X04a
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«: Lingualeo
KomnoHexTH

Cman nepemozu
3aedannn

HaronuyeHHs Hazopodu
_ pecypcie
3eopomuuld
3e'A30K Cnigpo6imHuymeo

LapyHku Komangm

KonekuioHyBaHHA [ocarHeHHA

Puc. 1. Kamezopii izposux enemenmis, uxopucmanux y Lingualeo.

BipTyaneHi BanoTH [ 2%
aBaTapu e 3%
HAPaTHE | 11%
BipTYanbHi NogapyHKn s 12%
KOHKypc (s 13%
BE6-KaHANM AKTUBHOCTI i 24%
iHAWKaTOPK BUKOHAHHA 'ﬁ 25%
SBOPOTHUI 3B AS0H | ————————— 2 E%
FanK AR, 21%
PIBHI CKNAAHOCTI R ———, 30%

0% 5% 10% 15% 20%  25%  30% 35%

Puc. 2. Petimunez memodis zetimichixauii
3a pesyrvmamamu onumyeanns Talent LMS.

OLIBIITICTB JiTell CIIOYaTKy 03HAHOMUIIACS 3 TEKCTOBUM BMICTOM CTOPiH-
K. B 060X rpymax piBeHb po3yMiHHS TEKCTY OYB OJHAKOBUM, IPOTE IiTH,
KOTPi YNTAIOTh iHTEPAKTUBHY KHUTY, BUABJIAIN MEHIIE yYBarm. ABTOPU
TOCTIKEHHS PaTh BUPOOHUKAM IIN(POBIX KHUT HaaTH MOJKIBOCTI
BIIKJIIOYATH IHTEPAKTUBHICTD, IO BiATIOBIZA€E OJTHOMY 3 OCHOBHUX CKJIa-
JIOBUX BU3HAYeHHs reiimMidikaiii — 106poBiIbHOCTI.
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BucHoBku. /7151 BUOOPY irpoBUX MeXaHiK, IPUAATHUX JIJIsT HABYaJTh-
HOI €JIEKTPOHHOI CHCTEMHU, CIIOYATKY HEOOXiJHO BUBYMTH MAaHOyTHIO
AYIUTOPIIO, Masli BUSHAYUTH ITiJTi, AKX TOMOMOXKE JOCATTH TeiiMiika-
I1ist, HATIPUKJIAJl, 3SMYCUTH YYHST MUCJHUTH i1 I03BOJIUTH GE3MEYHO OI[iHHU-
TH HACJHiAKU NPUHHATHX pitnenb. Ilicas nboro HeobXigHo Bubparu 3a-
raJbHII KOHTEKCT 3aJI€5KHO Bij BiKy Ta iHTepeciB yuHiB, HOTIM BigiOpaTu
irpoBi Mexaniki. MexaHik Mae GyTu KijibKa, TOTPIGHO 3BasKaTH Ha I
reiimicdikartii, TOMyIAPHICTD cepe MiTbOBOI Ay AUTOPIl, YIOT0OAHHS YO0-
TUPBOX TUTIIB IPpaBIliB. KpiM Toro, y refimicbikoBaHiil HABYAIbHI cucTEMI
MIOBUHHI OYTH HasiBHI MEXaHIKH, 1[0 Peasi3yloTh IlepeBart i€l TEXHOI0-
rii, IKi KOMIIEHCYIOTh HEJIOJTiKK TPaAuiliiiHoil cuctemu ocBiti (Kpaserp,
2017, c. 201), nanpukJia, HeJTiHilHA TPAEKTOPis BUKJIAIAHHI MaTepiay,
MUTTEBUI 3BOPOTHUH 3B’SI30K, MTOCTYIIOBE MOJaHHS iH(hOpMaIlii TOTIIO.

[IpeaMeToM MOAAJBIINX AOCHIIKEHh MOKe OyTH BHUKOPHCTaHHS
ITPOBUX MEXaHIK Y IU3aliHi OHJAH-PecypCy AJId 3MIMIAHOTO HABYAHHS.
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THE METHOD OF SELECTION OF GAME MECHANICS FOR USE
IN GAMIFIED TRAINING SYSTEMS

The aim of this article is to analyze the methods of selection of game mechanics
recommended by various experts, and to propose criteria for the selection
of game mechanics in the gamified system.

Research methodology. Eight relevant publications on the subject
(monographs, scientific journal and newspaper articles) have been reviewed.
Results. There are many software applications and technologies of e-learning
at present. The article studies the methods of selection of game mechanics
for use in gamified training systems. Gamification becomes a solution to this
problem: it gives a new motivation, appeals to the basic psychological needs
of a person using the game mechanics. Experts identify up to fifty game
mechanics, different ideas about what game mechanics is. The article also
describes the following methods of selection with game mechanics, focusing
on the educational context:

- study future audience;

- determine goals that will help achieve gamification, for example, to make a
student think and allow to assess safely the consequences of decisions;

- select a shared context depending on the age and interests of students;

- take away game mechanics.

The mechanics should be somewhat, you need to consider:

- the goal of gamification,

- the popularity among the target audience

- preferences of four types of players.
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Additionally, a gamified training system needs to be mechanics that take advan-
tage of this technology which will compensate for the shortcomings of the tra-
ditional system of education, for example, the nonlinear trajectory of teaching
material, instant feedback, and gradual presentation of information.
Novelty. In this paper an attempt is made to suggest criteria for the selection
of game mechanics in a gamified training system.
The practical significance. Ukrainian educators may find the information
contained in this article useful for implementation of game elements or gamified
systems in the academic process.
Key words: game mechanics, gamification, educational technology, gamified
system, online learning.
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