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Oxkcana ITIOPAJIA

TEMMI®IKALISA B OCBITHBOMY ITPOLECI
3AKJIAJIIB BUIIIOI OCBITU

HamgmBuaki TemMmm po3BUTKY HAayKH, €JIEKTPOHHHX Ta IM(POBHX TEXHOJOTIH,
IIPOBIJIHE MICIIe B SIKMX 3aliMalOTh XMapHi pecypcH, MyabTumeniitai Ta Google 3acobu, poboTa
3 iIHTepHeT-(ainaMu, 3aTy4eHHs 10 COLiaIbHIX MEPEX TOLIO, sIKi IOIINPIOIOTHCS Ha BCi cdhepn
XKHUTTS CydacHOI JIOAWHH, iH(opMaru3amis TPOMAISHCHKOTO CYCHIJILCTBA, 3yMOBIIIOIOTH
HEOoOXiTHICTh 3MiH B rajty3i OCBIiTH i, 30KkpeMa, BUIIO] [4].

JI. MuxaitloBa 31 CHiBaBTOpaMH CIYIIHO 3ayBaXye, IO CydacHa OCBiTa
XapaKTepU3y€eThCsl TOJBIHHUM XapakTepoM: 3 OJHOr0 OOKy, BOHa € KOHCEPBAaTHBHUM
IHCTHTYTOM, SIKWH 30epirae TpaaumiiHi (OpMH Ta BiZHOCHHH; 3 iHIIOTO OOKY, BOHA BHCTYIIA€E
SK LIEHTP IHHOBALlil Ta NEPeNOBUX MNPAKTHK, L0 BHU3HAYAIOTh MEPCHEKTUBH CYCIHIJIBHOTO
po3Butky [7]. Jlo Takux iHHOBalliHHUX TPAKTHK HAJIEKUTh BIPOBAKEHHS Teimidikarii
(gamification) (a6o irpodixkanii) B ocBiTHIN npouec [2; 6; 7; §].

K. Hiues (C. Dichev) i . [iuesa (D.Dicheva) 3a3Hauarorh, 0 «TpamuiliiiHe
HaByaHHS OaraTbMa 3700yBayaMy OCBITM CHpPUIMAEThCS SK HeeEeKTUBHE Ta HyIHE» 1
«BUKOPHCTaHHS OCBITHIX irop SIK 3ac00iB HaBYaHHS € MEPCHEKTUBHHUM IiJIXOJOM dYepe3 iX
3MaTHICTh HAaBYaTH Ta 3MILHIOBAaTH HE JIMIIE 3HAHHS, ajle M Taki BaXJIMBI HaBUYKH, SIK
pO3B’si3aHHST NpoOJIeM, CHIBIpals Ta CHUIKyBaHHS. IrpH MaroTh HaJl3BHUYAliHy MOTHBALIHHY
CUITy; BOHM BHKOPHUCTOBYIOTH Psii MEXaHI3MIB, 1100 320XOTHTH JIIOJICH B3a€EMOJISITH 3 HUMH,
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gacto 0e3 Oyap-KOi BHHATOPOIM, IPOCTO 3apagdl 3aJOBOJICHHS BiJ TpPH Ta MOXIIUBOCTI
BurpaTm» [12].

3ayBaxkumo, mio II. lllepbanp, mucepramiiiHe MOCTiIKEHHS SIKOTO TIPHCBSIYCHE
OCOOJMBOCTSIM pO3pOOKH Ta BIIPOBAPKEHHS B OCBITHIN MpOIeC HaBYAIBHO-TIEAATOTIYHUX irop
3a3Hayae, MO ITPH «aKTHBI3YIOTh HABYANBHO-III3HABAIBHY MiSUIBHICTH CTYAEHTIB, (OPMYIOTH
YMiHHA ¥ HAaBWYKH, IiJABHIIYIOTh PiBEHb MpodeciiiHoi MOTHBAIii, BUKIHKAIOTh IHTEpEC IO
HABYAHHS 1 MEJAaroriqHol mpodecii» 1 MiIKPecIroe, MO0 BOHU «BiPi3HIIOTHCSA BiJl 3BUYaAWHUX
TeaTpali3oBaHUX 4YM PO3BAXKAIBHUX IrOp THM, LIO y4YacTh Yy HHUX OOOB’S3KOBa IJIsl BCIiX
CTY/IEHTIB aKazeMiqHoi rpymi» [11].

A. KyniueHKo Harojiomrye Ha TOMy, 0 BAKOPUCTaHHs POJIOBHX irop BKpall BaXKIUBeE,
0CO0JIMBO B KOHTEKCTI Cy4acHOTo OCBiTHBOTO Tporecy. Y 3BO Ykpainu poiboBi irpu He juiie
TOTYIOTb CTYAEHTIB 10 MalOyTHBOI npodeciiiHoi IIsIBHOCTI, a W CIPHSAIOTH MPOSBICHHIO
0COOWCTOCTI, BHUPAXCHHIO BIACHUX IIOYYTTiB, KOPEKIii TIOBEHIHKH Ta PO3BUTKY
cTpecocTifikocTi [5].

IrpoBa miANBHICTE B HABYAHHI Cy4aCHHMH OCBITSHAMH BH3HAYAETHCS AK CKIAIHUI Ta
0araToacreKTHUH NMpOIeC Ta BHKOPUCTAHHS ITPOBHX TEXHOJOTIH B OCBITI MOKE IMOKPAIIUTH
e(CKTHBHICTF HaBYAaHHSI Ta 3a0€3IEYNTH MOBHIIINA PO3BUTOK OCOOWCTOCTI cTydeHTa [l1], a
BHKOPUCTAHHS CyYaCHHX iH(pOpPMAaiHHUX TEXHOJOTIH Jae MOMXIMBICTh 3pOOWTH HaBYaHHS
IHTEHCHMBHIIINM, LIKaBUM, IPOAYKTHBHUM Ta 3a0€3II€YUTH ONEPATHBHUM 3BOPOTHUM 3B’SI3KOM
[6].

JI. MuxaitioBa 3i CHiBaBTOpaMHd Harojiollye, mo Tredmidikamis € «BaJIHBOIO
METOJIOJIOTI€I0 /IS MOJIIIIeHHS MEeAAaroriYHuX TEXHOJIOTI Ta CTBOPEHHs iHHOBALii B OCBITI.
Bona Takox — MOTYXHHH pecypc Aas PO3BUTKY HCOOXITHMX KOMIICTCHIIH Ta HABUYOK
rpomazsa» [7].

Crnixg migkpecnuTH, 3 TeMiikamiero CXOXi 1HINI Opi€EHTOBaHI Ha ITpU MITXOAH Yy
HaBYaHHI, SKi MArOTh pIi3HI TEXHOJOTIYHI Ta NeNaroriuydi Qopmatd — irpoBe HaBYaHHS,
CUMYJIIIS Ta cepio3Hi irpu. IrpoBe HaBuanHa (Game-Based Learning) Bimpi3HS€TBCSA Bix
reiiMi(ikarii, OCKUTEKH BOHO HE CIIY)KUTh 3arajlkHOMY IpOIIeCy HaBYaHHS i BXOIUTH y TPOIIeC
HaBYaHHS SK MIJIECIIPSIMOBaHA Tpa B MEBHUN Yac 3 MEBHOIO MeTor. Cumymsmii (Simulations)
CTBOPIOIOTh pEaJIbHE CEpeIOBHINE, aje 0e3 pPH3MKIB, 1€ MIATPUMYE HABYAHHS Yepes
€KCIIEPUMEHTH, OCOOJIMBO B Tajy3siX TEXHIKH, MUIIOTYBaHHS Ta aepOKOCMIYHOI Tamy3i, sKi
MOTpeOYIOTh JIOCBIAY 1 HE 3aBXAM MOBHHHI MicTuTH eneMmeHTH rpu. CepiiosHi irpu (Serious
Games) — 1e HaBYaNbHI irpH, SKi Po3po0JIeHi 3 HABYATBHOK METOO JJIsI CIPHUSHHS HABYAHHIO
[14].

AHaii3 3apyOiKHOTO Ta BITYM3HSHOTO TOPOOKY OCTaHHIX pOKIB IIOKa3aB Take:
reiimibikamis, sSK OIHA 3 IHHOBAIIMHUX UU(PPOBUX TEXHOJOTIHA, CTa€ aKTyalli30BaHUM
HanpsiIMKOM HayKOBMX JIOCHI/DKeHb, 110 BimoOpaxkeno y mpausx HO. binsscekoi, K. Bepbaxa
(K. Werbach), [I. [dikcona (D. Dixon), K. diueBa (C. Dichev), . Hiuesoi (D. Dicheva)
C. Hacupogoi, [I. Piepa (D. Riera), €.B. Pomata, I'. Cepemn, x. @okc (J. Fox), P. Xanena
(R. Khaled), I. Xantepa (D. Hunter) Ta iH.

3ayBa)XMMO, 1110 OJIMH 3 TIEPIIHX, XTO [10YaB BUKOPUCTOBYBATH TEPMIH «TreiMidikamis»
0yB po3pobHuK Bineoirop H. [emminr, Sxuif KOHCTATYye, IO MEpITy Ipy BiH HamucaB me y 1981
p., a 'y 2002 p. BBiB B 00ir cimoBo «gamification» mig dac poOOTH Haa KOMIT IOTEPHUMH
TexHouorismu [13], mpote, TepMmiH «reiiMidikamis» yBIHIIOB 1O OCHOBHOTO CIOBHHUKA JIUINE Y
2011 p.

Orusan BITYM3HAHUX Ta 3apyODKHUX JKEpE BUSBUB, IO Y HAYKOBOMY IPOCTOPI HEMA€E
YITKOrO0 BH3HA4YeHHsS TepMiHy «reimidikamis». Tak, 3a maHMMH MDKHapoIHOI cepBiCHOI Ta
texHonoriyHoi IT-kommnanii Logrus, reiimigikaris o3Hayae BHKOPHCTaHHS €JIEMEHTIB TPH B
HeirpoBux cepax (6i3HeC, MapKETHHT, [TOBCSKACHHE KUTTS, OCBiTa, HABYAHHS TOIIO) 3 METOIO
MiIBUIICHHS 3aTy4eHHs y4acHuKiB [17].
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E. [lonmar (E. Polat), sskum Oyio IOCHIIKEHO Ta y3arallbHEHO CBITOBHA JOpOOOK 3
HaiiBimomimux 6a3 manmx nudpoBux HaykoBmx crateit (Web of Science, ERIC, EBSCO ta
Taylor & Francis), momo ocBitHBOI revimicdikamii (educational gamification) y mepiox 3 2013 p.
mo kBiteHb 2018 p. i HUM Oyma mpoanamizoBaHa 141 crarta y 25 mpeaMeTHHX 00IacTsIX
(30kpema, B OcBiTi) s BHOIpKOBUX Tpyml Ha 10 OCBITHIX PIiBHAX, HAYKOBHH iHTEpeC B SKHX
30CepeKeHO JIMIIe Ha KOHICMIii OCBITHBOI TeiMidikamii Ta BHUKIIOYEHO IHINI IiIXOAM,
IIOB’sI3aHi 3 IrpaMu 3ayBaxye, 110 reiMigikaiis croyaTky ONHMCYETHCS SIK IHTETpaLisl irpOBHX
€JIEMEHTIB Y HEeIrpoBHH KOHTEKCT JUIsl 3ajlydeHHsS a00 MOTHBALil KOPHUCTYBadiB KOMII IOTEPIB
nonatkamu [ 14].

Haiibinbil  BHKOPHCTOBYBaHI €JIEMEHTH IIpOBOTO JAM3aiiHy Ui reiimigikamii
nocnignukamu K. Bepbaxom (K. Werbach) i JI. Xanrepom (D. Hunter) po3risnatoTscst B TaKux
KaTeropisx, K JMHAMiKa, MEXaHiKa Ta KOMIIOHEHTH Ta 3ayBa)Ky€ThCs, 1[0 KOKEH KOMIIOHEHT Y
CTPYKTYpi BHUKIHKAaE MeXaHIKy, KOKHA MEXaHiKa B CTPYKTYpi BHUKIHKae IWHaMIKy. Ilix
JUHAMIKOIO PO3YMIIOTh aOCTpakTHI ACHEeKTH irpoBOI CHCTEMH, SKi (QOPMYIOTH 3araibHy
KapTHHY TeiMidikalii, ame He MOXYTh O€3IMOCepeIHBO BXOAWUTH B CHCTEMY: OOMEXCHHS,
eMo1lii, pO3MOBiab, PO3BUTOK 1 CTOCYHKH. MeXaHiKy BU3HAYalOTh SK €JIEMEHTH, 110 3aydaioTh
KOpPHUCTYBaviB 710 CUCTEMH Ta KEPYIOTh HMPOLIECOM: BHUKIHK, IIAHC, KOHKYPEHIis, CIiBIpAId,
BIATYK, pecypc, Haropoa, TPaH3aKIlii, XOAW Ta BHTpamIHi CTaHH. KOMIIOHEHTH HayKOBISIMU
BU3HAYAIOTHCS SIK MEHII aOCTPaKTHI, HIX MepLi ABi KaTeropii, i IX BiAHOCATH 10 IHCTPYMEHTIB
peabHOTO CBITY, SKi IHTEIPYIOTh TeHMIi(iKaIlilo B peabHUI KOHTEKCT: HOCSITHEHHS, aBaTapH,
3HAYKH, KOJCKIIil, p0o30JOKyBaHHS BMICTY, MMOJAPYHKH, TAOJUIN JIiJCpiB, PiBHI, Oajlid, KBECTH,
couianbHi rpadiku, KOMaHaH, BipTyaibHi ToBapu. [14; 16].

Toxk, y3arajpHIOIYM pPE3YJIbTaTH JOCTI[DKEHb CydacHUX HaykoBuUiB, E. Ilomat
BHU3Havae reiMidikaimiro sk 00’€IHAHHS €JIEMEHTIB I'pH B CHUCTEMy (IWHAaMiKa, MEXaHikKa,
KOMITOHEHTH), 10 BKJIIOYAE€ TAaKOXX CTWJIb IFPOBOTO AW3AifHYy Ta cepio3Hy Mery (serious
purpose), aixe He BKJIIOYAEe TOBHE irpoBe cepemoBuine (the complete game environment) Ta
Beceny Mety (fun purpose) [14].

IlepeBaxkHa OiNBIIICTh BITYM3HSIHAX HAYKOBINB sIKi JOCHIDKYBalU TeiMigikamito B
OCBITIi, 30KpeMa BUINO{, BBaXAlOTh, 0 TeiiMidikaimiss — Ie iHTerpalis irpOBUX CIEMCHTIB B
HeirpoBe cepenosuile [6]; 3acTocyBaHHS €JI€MEHTIB I'pH Ta irpOBHX MPHHIMIIB B HEIrPOBUX
KOHTEeKCTax [3], BHUKOpHUCTAHHS IrPOBHX €JEMEHTIB/IPAKTHK 1 MEXaHi3MiB B irpoBOMY
Cepe/lOBHIII 3 METOI JOCATHEHHs mocraBieHux wieit [2; 8]. I'. CkackiB B OCBITHBOMY
CepeloBHUII TMiJ| redMidikamiero po3risiac «IIpolec BUKOPUCTAHHS IrPOBOTO MHCIICHHS Ta
JMHAMIKM caMoOi TpW Ui 3aJlydeHHS CTY/AEHTIB J0 PO3B’SI3aHHS MPOOJeM, pealbHUX YU
BipTyaJIbHUX, IIONIEPEIHBO TPAHC(HOPMOBAHUX y TPYy» [9].

I'pynoto HaykoBuiB Ha dwomi 3 O. Tpimyk y crarti «[eiimidikauis B OCBITHHOMY
npoueci» OyJl0 HajaHO KOHTEHT-aHajli3 TEepMIHOTBOPEHHS W 3pOOJIEHO BHCHOBOK, IO
«refimidikanis abo irpodikalisi — 11e BUKOPHCTaHHS OKPEMHX I'POBUX €JIEMEHTIB Y HEIrpOBUX
curyanisx. Ilpm 1poMy IrpoBi €JE€MEHTH 3alydaloTbcs [0 pealbHUX OOCTaBHH ISl
MOTHBYBaHHSl YYacHHMKIB IIpollecy Ha MeBHI il abo mnoBexninkoBi peaxmii» [10]. Takox
HarojocuMo, mo 0araTo HAyKOBILIB ITiJKPECIIOIOTh OPIEHTOBAHICTh YYacHHUKIB irpOBOTO
IIpoIiecy Ha pealbHy METY, SKa IOB’S3aHa 3 BJIACHOIO JISUTHHICTIO Y TPOIECi IPpH, a HE Ha TPy
3apaad TpH, IO 1 BiApi3HAe TexHoJoril rekmidikamii Bixg pemrtn irpoBux ¢opm [9; 10].
K. Mexen 3a3Hadae, 10 B OCBITHROMY THPOIECi irpoBi eleMeHTH JIU(EPEHINIOITLCT 3
HaBYaJbHUM KOHTEHTOM 1 KOMIIOHEHTH TPH IHTETPYIOTCS Y TpaIuIliiiHe HaBYaHHA [6].

T'enepanpamii mupektop Keenethics M. CaBoHiH y cBoeMmy 011031 KOHCTATye, MIO
eeumigixayis ¢ oceimi (gamification in education) — e PO3BUBAIBHUHN MiJIXiJl 10 BKIFOYUCHHS
€JIEMEHTIB IrpOBOTO AM3aifHy, IrPOBUX TEXHIK 1 CTpaTErii MUCIEHHS B OCBITHE CEPEAOBHILIC IS
MiIBUIICHHS MOTHBALIIT Ta 3amy4eHHs y4HiB [15].
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IeiiMi¢ikamiss € KOPUCHOIO CTPATETIEI0 UIA HABYAHHS, CIPHSE TTOCHICHHIO MOTHBAIII]
CTYICHTIB IMIOAO0 KOHTEHTY, MiABHUINY€E 3aIy4CHICTh CTYAEHTIB Y OCBITHil MpoIlec, BUKIIMKAE
MO3UTHUBHI €MOIIi] TOIIO.

Bumesasznauene miarpuMyroTh i QaxiBmi [T-moratdopm, sSKi aKTHBHO NPAaKTHKYIOTh
HajaHHA OocBiTHIX Ta [T-mocmyr. Tak, Logrus IT HaBoguTh nekinbKa (akTiB mpo reiMidikarito
B OCBITI:

. ouiKkyeThes, mo 10 2025 p. moxin Bix puHKY reiimidikoBanoi ocitu (gamified
education) Ta HaB4aHHs nocsrHe 25,7 minbsipaa gonapis CHIA (y 2016 p. ramyss 3apobuna
4,91 minbsipna nonapis CIHIA);

. 70% kommanid 31 comucky Forbes Global 2000 BUKOPHCTOBYIOTH
reiimidikaniro y cBoiXx BUPOOHHYNX HpoLEcax;

. 61% aMepuKaHCHKUX CIIBPOOITHHMKIB 3apa3 MNpPOXOAATH IrpoOBi Mporpamu
HaBYaHHS;

. 85% cnhiBpOOITHUKIB NEMOHCTPYIOTh IIJBHIICHY 3alTydeHICTh, KOMH IXHIH
OCBITHIH TIpOIIeC BKIIIOYAE IEMEHTH TeiMi(iKkarii;

° yme 3% nronelt 3aMmIaloThCsl HEMOTHBOBAaHUMU i/ 9ac reiiMi)ikoBaHOTO

TpeHyBaHHSA (a gamified training session) [17].

BonHouac BrpoBamkeHHs1 reiiMidikaiii B ocBiTY Mae psa npoOlieM Ta HEIOJNIKiB.
E. [Tonat) minkpecnioe, mo ocBiTHA reimidikais (educational gamification) mocmimkyerbes
HAYKOBILIMHM B PI3HHMX CHTYallisIX 3 Pi3HUMH OYIKYBaHHSMH il BeJIMKa KiIbKICTh TEMaTHYHUX
JOCITIKEHb 30Cepe/KeHa Ha MOUIYKY e()eKTHBHUX CIIOCOOIB BIPOBaKEHHs redmidikamii ms
pi3HUX CyO’€KTiB Ta y4acHHUKIB B OCBITHhOMY KOHTEKCTi [14]. Psn ¢axiBLiB BHCIOBIIOIOTH
JIYMKY, LII0 Y HAayKOBOMY ITPOCTOpI HE ICHYE CHCTEMAaTH30BAaHOTO MiIXOMY IIOJO JOCITIHKEHHS
reiiMicikamnii B OCBITI i, 30kpeMa BHIiH [3], TaKoX BBaKAIOTh, IO HEJTOCTATHHO EMITIPHIHIX
JIOCIIJDKEHB 3 OLIIHKH e()EKTUBHOCTI BKJIIOUYEHHS €JIEMEHTIB I'PH y HABYAIBHHUX CEpeOBHIIAX, a
OUTBIICTh HASBHUX — HE MICTATH HAJIGKHOI OIIHKH, IO YCKIAJTHIOE TPOBEJCHHS METa-aHANi3y
pe3yNbTATIB IHUX JOCTI[HKEHb 1 CIEKYIAMii IMOJ0 3arajJbHUX MPUYHH IXHBOTO YCHIXy YH
HETaTUBHHX pe3ynbTatiB [12] Tormo.

3ayBa)KMMO, Yy HayKOBOMY MpOCTOpI Ta Yy TNOIIYKOBUX CHCTEMaxX IHTEpHETY,
TIIyMauyeHHsI TepMiHy «OCBiTHA reiiMidikanis» (educational gamification), sike BUKOPHUCTOBYE
E. ITonar, Hamu He Oyno 3HaiaeHo. Tomy 3 OMNIsAy BHUILE3a3HAYEHOIO aHAI3y TEPMIHY
«refimidikanis» MPONOHYEMO HACTYNHY IHTepIpeTaniro: ocBiTHS reimidikauis (educational
gamification) — e BHKOpHCTaHHS ITPOBHX CJIEMEHTIB Ta irpOBHX MPHUHIMINB i MPAKTHK B
HEIrPOBOMY KOHTEKCTI 3 METOO JOCSTHEHHSI OCBITHIX IiJICH.

OTtxe, iHTerpamis refiMidikarii B KOHTEKCT HABYaHHS CTala OJHIEI0 3 MPAKTHK, SKi
MAalOTh 3HAYHUHN BIUIMB HAa HABYAHHS 1 JOCNIHKCHHS MEBHUX ACHCKTIB reiMigikamii B BUININ
OCBITi, € HACTYITHIM €TaIlOM HAIIOI'0 HAyKOBOT'O MOLIYKY.
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