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HEPEIMOBA

Opniero 3 HaWOUIBII MIBUAKO 1 CTAa0LIBHO MPOrpecyrouux obnacteld 3HAHb €
iHdopmartiiftHi TexHojorii Ta ix 3actocyBaHHsA. Ilim wac mamgemii COVID-19 pi3ko
OOMEXUIIMCS KOHTAKTH MIX JIFOJIbMH, 1, BIJIMOBIIHO, 3pOCia 3HAYUMICTh KOMIT'FOTEepa 1 Horo
J0JaTKIB. JI¥0JICTBO BUKOPUCTOBYE KOMII'FOTEpPH, IUIAHIIETH 1 CMAapTQOHU HE TIIBKU JUIS
3B'SI3KY, aJie 1 U1 po3Bar, Jie IepIy CKPUIKY IPaloTh KOMIT'IOTEPHI ITPH.

B Opneckkiii HamioHanbHINA akagemii XapyoBUX TEXHOJIOTIA BXKE JAaBHO 3BEPHYIH
yBary Ha 1o ramy3p IT, ska po3BuBaeThCs ceMUMHIBHUMH Kpokamu. Ha dakynbreri
KIlltaK3 nBa poku Tomy Oyna BigKpuTa mnporpama miArotroBku «Po3poOka irop Ta
IHTEpPaKTUBHUX MeJlla y BIpPTyaJibHIM peanbHOCTI», Halll CTYJEHTH B)XKE KUIbKa POKIB 3
yCHiXOM OepyTh y4acTh 1 BUTPAIOTh B CBITOBOMY YEMITIOHATI 31 CTBOPEHHS KOMII'TOTEPHHIX
irop Global Game Jam, nepemararots B MixkHapoaHux Ta BceykpaiHChKUX KOHKypcax Mo
WEB -nuzaiiny, akajgemis BHCTyNWJIa 3aCHOBHMKOM 1 Bmepuie mnpoBena B 2019 pomi
BceykpaiHchKy CTYI@HTCHKY OJIiMITIay 31 CTBOPEHHS KOMITFOTEPHUX 1rop.

[ ochb - HacTaB yac MIiABECTH JEsKI MIACYMKH B Miii 007acTi, OLIHUTH HAMPSIM
PO3BUTKY JOCIIKEHb, BIIAATH HAJIEKHE TOCSITHEHHSAM YKpaiHCBKUX PO3POOHHUKIB irop. 3
miero Meroro B OHAXT 3 25 mo 26 Oepe3nst 2021 poky y BiAMOBIAHOCTI 3 IJIAHOM
MinicTepcTBa OCBITH 1 Hayku YKpaiHu Oyna mpoBeieHa mepiia BeeykpaiHChbKa HayKOBO-
TEeXHIYHAa KOH(DEpeHIliss MOJIOANX BYEHHUX, acmipaHTiB 1 cryaeHtiB «Komm'totepHi irpu Ta
MyJIbTUMEIA K IHHOBALIMHUHN MiAX1a 10 KoMyHiKarii - 202 1».

HesBaxxaroun Ha Te, 1m0 151 KOH(EpeHLis nepia (a Moke OyTH, 3aBASKU IIbOMY),
BOHA BUKJIMKaJa IMJABUIICHUHN THTEpEC K Y PO3POOHUKIB IrOp, TaK 1 y iX KOPUCTyBadiB (J10
peul, 3a pe3yiapTaTamu aociikenb Gpipmu NielsenlQQ punok Bineoirop B Ykpaini 3a 2020
pik Bupic Outbm HiX Ha 20%). Cepen TeMaTMYHHUX HAOpsSMKIB poOOTH KOHQeEepeHMii -
reiimiikaiisi B OCBiTi, KiOepcmopT, CTpIMIHT, reiiMidikaiis B MapKeTHHTY, BipTyajbHa
pealbHICTh, JOMOBHEHA pEalbHICTh, IHTEPHET peuei, IITYYHUN IHTENEKT, MallluHHE
HaBYaHHs, redMi3aiiH, cayHI13aiiH. Byno 6arato oxo4ynx BHUCTYNHUTH Ha KOH(EpEHIil 3
SKAUMUCh CBOIMU TOBIJJOMJICHHSIMH, OPIKOMITET OTpuMaB Ouibine 50 Te3 JomoBijieH
(moBenmocsi HaBITH JICSIKI BIAXWJIUTH, TaK SK iX TEeMaTWKa HE CIiBMajaaja 3 HayKOBHM
HANPSIMKOM HAIloi 3yCTpiul - Bce-Takd Iie mepiri 300pu B Takomy (opmati, B TOBHOMY
o0cs131 HE Bci po3i0panmucs ).

Koundepenmis TpuBana jBa AHI B AMCTaHLIMHOMY QopmaTi, B pexumi online 3a
nornomoroto mporpamu ZOOM. 26 GepesHst BII0YyI0Cs MJICHApHE 3aciaHHs, Ha SKOMY Oyiu
npucytHi Oyin3pko 100 MOJTOIMX BYEHHX, CTYNEHTIB, BHKIAJAyiB, MPOCTO JFOOUTETIB
BunpoOyBaTu cebe B KOMI'OTepHUX irpax. [IpucyTHi mpociyxajiud I0NOBiAI BYEHHUX 1
Oe3rnocepeHiX PO3POOHUKIB BiZ€OIrop, AI3HAIUCS MPO YCHIXM YKPAiHCBKOro reimiena i
npo mnpobiiemMu, SKI CTOSATh mepen HUM. Ha HacTynmHuil JeHb y4YaCHUKM KOH(eEpeHIIil
3acilyXaJii OLIbINE JecATKA CeKIIMHMUX JOIMOBIICH, SIKI IPEJACTaBUIN CTYJICHTH 1 BUKJIaaa4i
YKPaTHCHKUX YHIBEPCUTETIB 1 KOJEIXKIB.

[TlinBonsun migcymok KoHpepeHinii, mo Big0yfaacs, MOXHa CKa3aTd, 110 HapeIITi
3'siBintacs  Tuiargopma, Ha  SKIM  MOXYTh  OOMIHIOBATHUCS JIyMKaMHU PO3POOHUKH
KOMII'FOTEpHUX 1rOp, JOCIITHUKN B 00JIaCTI CTBOPEHHS HEOOX1IHUX TEXHIYHUX MPUCTPOIB 1
MaTeMaTHYHUX MoOjelield, B o01acTi 3acTOCyBaHHA 1 BUKOpUCTaHHs pe3ynbrariB WEB-
nu3aiiHy. Bei mobakanu ycmixiB B MPOBEAECHHI HACTYMHOI KOHQEpEHIlii, mpruiuoMy Oarato
XTO BHUCJIOBHB NTOOQKaHHS OAUUTH i1 B HACTYITHOMY POIli MI>KHAPOIHOI.
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THE MAIN ASPECTS OF USING GAMIFICATION IN THE EDUCATIONAL PROCESS
Khoshaba O.M. (Oleksandr.Khoshaba@gmail.corm)
Vinnitsia National Technical University

The paper notes the relevance of the use of gamification in the educational process. Its main
aspects are shown, which include dynamics, mechanics, aesthetics, and interaction. Their
characteristics are briefly indicated. The game elements that form the gamification process are also
marked. There is a list of gaming applications and platforms, which will further expand in the
report.

For quite a long time, there has been a problem of interest in teaching educational
institutions students. In this area, there are many works to solve this problem. One solution to this
problem [1-4] is a solution based on the use of game forms in the learning process.

The technology of using gamification is becoming an increasingly popular phenomenon in
the educational process. However, this knowledge acquisition technology is evaluated ambiguously
by many experts. Some experts perceive gamification as a fashion trend as a way to improve the
quality of education. Others believe this technique is notoriously manipulative.

To get some objective assessment of gamification technology, it is necessary to define this
term. There are many definitions of gamification. However, the main point of this term is that
gamification is the process of using game thinking and game dynamics to engage the audience in
solving students' necessary learning probiems.

Therefore, the difference between gamification and other educational technologies is the use
of the principles of a computer game to increase the student's involvement in acquiring knowledge.
It can also note that the use of game situations in the learning process was almost always present.

However, only in recent years has there been an increase in interest in computer games. This
made us talk about the possibility of using gamification as one of the key trends in gaining
knowledge.

The main aspects of gamification (Fig. 1) include [5-7]:

1. Dynamics, which is based on the use of scenarios that require the concentration of
students' attention and the presence of a reaction in real-time.

2. Mechanics based on the use of virtual rewards, statuses, points, virtual goods.

3. Aesthetics, which is based on creating an overall gaming experience that contributes to
students' emotional involvement in the gameplay.

4. Interaction is based on using a wide range of techniques to ensure team interaction of
students in the game process.

The main point of using gamification technology in the educational process is to use a
person's inclination to play as a key to engaging in exchanging or receiving information.

The game elements that form the gamification process include:

- formation of goal achievement;

- test tasks;

- teamwork (joint problem solving, mutual assistance in solving problems);

- feedback (information about the player's success);

- accumulation of resources (accumulation of knowledge indicators);



- reward (points, bonus points, awards, badges, virtual currency);
- the state of victory (scale of achievements, total score, current knowledge score including
bonuses, final grade, rating).
Here are some examples of the successful use of gamification technology.
Among gaming applications:
- Minecraft for Education Edition [8];
- Google's Read Along [9].
Among gaming platforms:
- Archy Learning [10];
- Kahoot [11];
- Elucidat [12].
Of course, this is not a complete list. The report will present a slightly expanded list of
examples of gamification techniques in the educational process.

Dynamics

The main aspects of gamification

Interaction

Figure 1. The main aspects of gamification

Thus, the use of gamification technology is a fairly effective teaching tool in the educational
process. For the correct use of gamification technology, it is necessary to identify the problem,
formulate objectives and define goals. Then students will be able to create strategies and tactics
with high efficiency to gain new knowledge.
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TEAMI®IKAIIIS B OCBITI
Boiinoa M. I1., Boarau C. B.(mashaboicova@gmail.com, boltach.svetlana@gmail.com)
Onecbka HalliOHAJIbHA aKaJeMisi Xap40BHX TEXHOJIOTIH

B me3ax pozensioaemucs camo nowamms 2eumuixayii, tioeo npuHyun ma 0606 A3K08i 03HAKU
BUKOPUCMAHHA. AKMYANbHICMb BUKOPUCMAHHA 2etiMu@ikayii ¢ oceimi K KOMNIEKCHO20 Ni0X00Y
cyuacnocmi.  Taxooic npugoosamscsi 8i00Mi NPUKIAOU BNPOBAOINCEHH:A. [N HUX OnUCyembCs
001acmb HABYAHHA MA MEXAHI3M camoi 2pu. Bucnogok 6ionosioac nma numarnis axKmyauibHOCMI
BUKOPUCAHHSA 8 OCBIMI Ma OKPeCatoe HAUbIIbuLly npoobemy nioxooy.

Ieiimiikamist (irpoBizaris, reimizamis, adri. gamification) — BUKOpPHCTaHHS IrPOBHUX
NPAaKTUK Ta MEXaHi3MIB y HEIrpoBOMY KOHTEKCTI JUIsl 3aJydeHHS KIHIEBUX KOPHUCTYBAdiB [0
PO3B'sI3aHHS TPOOIEM.

[eiimidikariis Jormomarae JTOCTYKATHCs JI0 CYYaCHUX JIiTeH, sIKi 3BUKIIM TPaTH B KOMII'TOTEPHI
irpy 1 CIIUJIKYBATHCA B COLIIAIbHUX Meperkax. BoHa JaBHO 1 BIajI0 BUKOPUCTOBYETHCS B MAPKETUHTY
1 KepyBaHHI TEPCOHAJIOM, Ta HAWHOUIBII I[IHHOK € B OCBIiTi. J[Ba HAWTOJMOBHIMIUX KpUTEpii
aKTyalbHOCTI Teimidikalii moyisraloTh y TOMy, 1110 Ipa — II€ OJIMH 13 CITOCO0IB MOTHBAIIIi, a TAKOXK
11e TIICUITIOE THTEepEC 10 HaBYAHHSI.

B naBuanHi reiMidikallisi BAKOPUCTOBYETHCS ISl TOTO, 00 chopMyBaTH y CTY/ICHTIB MEBHI
HAaBMYKH Y KOPOTKHH CTPOK, a TaKOX JUJIs Bi3yaii3aiii Ta IiJKPECICHHS Jii Ta HABUYOK, SKi
HEMOXUTHBO a00 Ba)XKO TMOKa3aTH TPATUIIHHUM criocodoM. OCHOBHOIO IepeBaroro reimidikartii €
MOJKJTUBICTh JIETKO 3a0XOTHUTH CTYJIEHTA J0 TMPOIECY HABUAHHS, HABITH SIKIIO MPEAMET BUBUYCHHS
JTIOBOJII CKJIQJIHUM, a TOJIOBHE — CTYJICHT MOJKE SICHO OaunTH CBiil mporpec.

Ha Bigminy Bij 3a3yOproBaHb, TE€CTIB Ta OMHUTYBaHb, MiaXia reimMidikandi € KOMIUIEKCHUM.
CryneHT 6a4uTh 3aBIaHHS SK YaCTUHY OLIBINOI CUCTEMH, SIK €Tall Ha MUIAXY JOCATHEHHS TEeBHOT
METH.

Jlia BnpoBaiyxkeHHs reimigikariii noTpioHo:

1.3anpononyBaTH HAropoay 3a KOXKHE 3aBJaHHA (HAMpHKIal, Oamu AOCBILYy Yy OOJATKax 3
BHUBYCHHS 1HO3€MHOI MOBH);

2.3Ba)K€HO CTUMYIIIOBATH KOHKYPEHIIiIO;

3.Hajatu MOKITUBICTB AUTMTHUCS pe3y/IbTaTaMU CBO€ET IpH (HAIPUKIIA, Y COIMEPEkKax);

4. Tlepenbauntr pi3HI crocoOu B3aemojii (rpa OAWH HA OJWH, KOMaHJa IMPOTH KOMAaH/IH,
KOXKHUU caM 3a cebe);

5./laBaTH MBUIKHAIA 3BOPOTHIN 3B’ 130K HA MPaBUJIbHI YU HENIPABUIIBHI Ail.

[TpukmaaiB BUKOPHCTAHHS Irop y HaBYaHHI Yy CY4acHOMY CBITI Oararto, Ta iX KUIBKICTh
MOCTIHHO 3pocTtae. HalimonymspHinia o0JacTh BUKOPUCTAHHS reliMidikaiii — BUBUCHHS 1HO3EMHOT
MOBU. Bnamum mpukiagoM MokHa BBakatm Imiatdopmy Lingualeo. I{s mimatdopma mporonye
BUKOHATHU JICHHY HOPMY 3aHSITh HE3BUYHUM CIIOCOOOM — HaroayBaTH jeBa Jleo. Jlocartu miei Mmetu
MOJKHA YWTAIOYM TEKCTH, IUBISYKNCH BiJIEO Ta BHBYAIOYU CIIOBAa OOpaHOi KOPHCTYBa4eM MOBH.
Tako>x MO>KHA TO3MaraTucs y po3mipi CBOro CJIOBHUKOBOTO 3aracy 3 IHIIMMH KOPUCTYBayaMH.
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