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TEMMI®IKAILIA B OCBITI HA TIPUKJIAJII ITIPOT'PAMHOI
IJIAT®OPMU JJIAA BUBYEHHSA MOB DUOLINGO

'BiHHUIBKUI HALIOHATBHUIN TEXHIUHUH YHIBEpCUTET

AHoTaNisn

Ipoananizosano cmamucmuxky euxopucmanus eceumigixayii 6 oceimi. Jocnioxceno nepegazu ma HeOONIKU
eetimipirayii ¢ oceimi. Hasedeno npuxiao ycniwnoi ginancosoi cmamucmuxu komnanii Duolingo.

Kuarouosi ciioBa: reiimidikarmis B ocsiti, Duolingo, MoTrBarist Ta 3amydeHHs yUHiB.

Abstract

The statistics of the use of gamification in education were analyzed. The advantages and disadvantages of
gamification in education are studied. An example of successful financial statistics of the company is given

Keywords: gamification in education, Duolingo, student motivation and engagement..

Beryn

lefimigikarmis (irposizamis) B OCBiTi — ¢ TeXHiKa, SKa BHKOPHUCTOBYE EJIEMEHTH TPH B HEIrPOBHX
KOHTEKCTaX JJIs TiABUINEHHS 3aI[iKaBIEHOCTi, MOTHUBAIIIl Ta pe3yNbTaTiB HaBYaHHS y4YHiB. B ocTtaHHI poku
refimidikariss HaOyna MOMyISIPHOCTI B OCBITHBOMY CEKTOpi SK CMOCIO TOKPAIIWTH TPAIUIliifHI METOIU
HaBYaHHs Ta 3pOOMTH HABYaHHS OUTBII 3aXOIUTIOIOYHMM 1 MPUEMHUM NS CTylneHTiB. CTaTHCTHKAa TOBOPUTH
cama 3a cebe: reiimMidikaiis Moxe 30UTbIINTH 3aimydeHicTh Ha 50% [1], a 3amam’saTOBYyBaHHS BHUBUYCHOTO
Mmarepiany moxe migsunmtics Ha 90%. Kpim toro, 3rimHo onuryBanus Kahoot npubnusao 97% Bukiagaqis
BBAXXAIOTh, L0 IrpoOBi3allisi MOKpaiye 3anydeHHs yuHiB [2]. Takox 83% crniBpoOiTHHKIB, sIKi HPOXOMASATH
reiimipikoBaHe HaBUAHHS CTBEPIUKYIOTh, III0 BOHU € OibIl MOTHBOBaHMMH Ha poOoTi [3]. JocmimkeHHs
TAKOXX BHUSBWIM, IO TreiMidikallis MOXe ITOKPAIlIUTH MOTHBAIiI0 Ta pe3yJbTaTH HaBYAaHHS 3 PI3HHUX
IpeIMETIB, BKIIOYAIOYN MPUPOIHUYI HAYKH, MAaTEMaTHKY, IPOrpaMyBaHHsS Ta BUBYEHHS MOB. Bkirouaroun
ITpOBI €NIEMEHTH, TaKi SK Oalii, 3HAuKW Ta TabJHIli JiiepiB, Y CBOI HABYaJbHI CTpaTerii, BUKJIaaadi MOXYTh
CTBOPUTH OLTBII 3aXOILUTIOIOYMN Ta IHTEPAaKTHBHUW [OCBiJ HaBUYaHHSI, SIKUU MIATPUMYE MOTHBAIIO Ta
3aJly4eHHS CTY/ICHTIB.

OcHoBHa YacTHHA

Irposizarist a0 BUKOpHCTaHHS iTPOBOTO U3aifHy Ta MEXaHIKH B HEIrPOBUX KOHTEKCTaX OCTaHHIM 4acoM
MpUBEpPTAE BCe OUIbINE yBaru B rajy3i ocBitu. Llei miaxin 10 HaBYaHHS BUKOPUCTOBYE MOTHUBALIAHY CHITY
irop, mo0 3aJy4UTH YYHIB 1 MOKpAIIUTH pe3ylbTaTH HaBuaHHS. JloBeneHo, mio reiimidikaiiis B OCBiTi
MiBUIIYE 3ay4eHICTh CTY/IEHTIB, MOTHBAIIIO Ta 3araMm’ sITOByBaHHsS BHBUEHOro Matepiany. HeoOximHo
JOCTIINTH TIEpeBaru Ta HEJOJIKM TerMidikamii B OCBITI, a TaKOX PO3TISHYTH YCIIIIHICTh MPOEKTIB, SIKi
BUKJIaJIa4i MOXKYTh BUKOPUCTOBYBATH IS IOKPAILICHHS JIOCBI/Ty HAaBYaHHSI.

OnHMM 13 IPUKIIAAiB IPOrpaMH, SKa BUKOPUCTOBYE reiMidikaliiro B 0CBiTi, Moxe ciryryBaru Duolingo —
nporpama Juisi BUBYEHHS MOBH. Duolingo poOuTh BHBYEHHS MOBH BECEIHMM 1 3aXOILTIOIOYMM MPOLIECOM
3aBJISKM BUKOPHCTAHHIO €JICMEHTIB IrpoBi3allii, TAKKX SIK 0ajiu, piBHI Ta Haropoau. KopucryBaudi 3apo0isioTh
0anu 3a MPOXO/DKEHHST YPOKIB 1 MOXKYTh IMiZIBUIIYBaTH piBeHb y Mipy mporpecy. Duolingo takox micTuth
CHCTEMY BHHAropoJ, sIK-OT BiJKPHTTS HOBHUX YPOKIiB i1 3apoOiTOK BipTyaJbHOI BalllOTH, SKY MOXHa
BUKOPHCTOBYBATH [UTsl Tpu10anHst 00oHyciB [4]. JIoaaTok TakoX MiCTHTh Pi3HOMaHITHI irpoBi QYHKIIIT, Taki sK
PEXUM TPEHYBaHHS 3 YaCOBUM IOSICOM, TaOJIHIIS JIJIEpiB, /e KOPUCTYBadi MOKYTh 3MaraTHcs 3 1HIIUMH, i
(byHKLis, sKa JO3BOJISIE KOPUCTYBAUaM «IyeNIOBAaTH» 3 IHIIMMHU KOPUCTYBAa4aMH B 3MaraHHi OIMH 1O OJHOTO.
3aBasikk BUKOpHCTaHHIO Teimidikanii Duolingo 3mir 3poOuTH BUBUCHHS MOBH OUTBII TPHBAOIMBUM i
epextuBHUM. [Iporpama KOPHCTYETBCS BEJIMKOIO MOMYJIsipHIcTIO 3 moHaa 500 minblioHaMK 3aBaHTaXEHb 10
BCbOMY CBITY 1 1i BHCOKO OI[iHIOIOThH 3a ii 3JaTHICTb 3pOOMTH BHBYCHHS MOBH JOCTYIHHM IS IIMPIIOT
ayauTopii.



OmHuM 13 OCHOBHHUX CITOCOOIB OTpUMAaHHS MPHOYTKY I KOMITaHil € i1 mamicka Ha KOPHUCTYyBaHHS
Duolingo Plus, sika mporoHye KOpucTyBadaM M0JaTKOBI (QYHKIII, Taki K HaBYaHHs O3 pexaaMu, odiaii-
JOCTYT 1 HeOOMEKEHY KITbKiCTh OMHUIIOK (3KUTTIB), OCKUTBKY KOXKEH KOPUCTYBa4 Ma€ iX 0OMeKeHHI TOCTYII,
aJie BOHM IMOHOBIIOIOTECA 3 yacoM. Cepsic BuiimoB Ha |IPO, a y mepmuii neHs TOPTiB OIiHKA CKiIana S
MminbsapaiB gonapis [5]. YV 2020 porti Duolingo otpumana 161,7 minbitona qonapis CIIIA moxomy MOpiBHSIHO 3
90,9 minkiiona ponapiB y 2019 pomi. 3poctanHs JOXOAy KOMIIAHIT TIOB’s13aHO 3i 301IBIICHHSM TOMUTY Ha
oHyalH-ocBiTy min yac mangemii COVID-19, a takoxx 3pocTaHHSM NOMYJSPHOCTI MporpaM Ajisl BUBUCHHS
MOB.

IMpuknan nomarky Duolingo 3 enemenramu reiimidikarii npeacraBieHuii Ha pUCyHKY 1.
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Puc.1. Mo6inbuwuii mogarok Duolingo

Ha ocHOBi momynsipHUX I0JATKiB MOKHA BHAUIMTH OCHOBHI IEpeBaru Ta HEAOJIIKM TaKOTO MiAXOIy B
OCBITI.

lonoBHMME mepeBaramu redmidikarii €:

1. IligBumeHa MOTHWBAIliS: ITpOBi3allii MOXXKe 3pOOWTH HAaBUAHHS OUTBII NMPUEMHUAM i MOTHBYIOUHM,
BHUKOPUCTOBYIOUH BPOJKEHE MPAarHeHHs! JTFOAWHU JI0 JIOCATHEHb 1 KOHKYPEHIIii.

2. TlepconasizoBaHe HaBYaHHS: IrPOBE HABYAHHS MOXKHA HAJIAIITYBaTH BIAOBITHO IO 1HAMBIIYyaIbHOTO
CTHJIIO Ta TEMITY HaBUYaHHS KO)KHOTO Y4HS, JO3BOJISIIOYN IM HABYATUCS Y KOM(MOPTHOMY JUISI HUX TEMIII.

3. MutTeBull 3BOpOTHHU 3B’S30K: TelMidikamis 3a0e3redye MHUTTEBUH 3BOPOTHHH 3B’SI30K O[O
YCIHIIIHOCTI CTYACHTIB, MO3BOJISAIOYM iM BH3HA4MTH cdepH, jJe iM MOTPIOHO MOKPANIMTH, i BiJMOBIIHO
CKOPHTYBAaTH CBOi HaBYaJIbHI CTpaTerii.

4. TlokpameHe 30epekeHHs: TeiiMidikalliss MoXe TOTIOMOTTH YYHSIM 3araM’ iTaT iHQopMallito, Ha/Talouu
O1JIBII TPUBAOIUBHIL 1 HE3a0YTHIN JOCBIJ] HABYAHHSI.

5. Beceno Ta 3axormuioroue: irposizaifisi poOWTh HaBYAHHS BECEIMM Ta 3aXOIUTFOIOYHMM, IO MOXE
301IBLINTH Y4acTh CTYJCHTIB Ta iHTEpEC 0 MPEIMETY.

6. HoctynHicTb: reiimidikaliiro MOKHa BUKOPHUCTOBYBATH, 11100 3p0OUTH HaBYaHHS O1JIbII TOCTYTTHUM JJIsI
CTYJCHTIB 3 OOMEKEHUMH MOXKJIUBOCTIMHU a00 TPYIHOILIAMH B HABYAHHI.

7. llo3uTHBHE MIiAKPIIJICHHS: 3a0e3leuye MO3UTHUBHE MIAKPIMJICHHA 3a XOpOLIy TMOBEIiHKY Ta
MPOAYKTHUBHICTH, 10 MOXKE IiABUIIUTH CAMOOLIIHKY Ta BIIEBHEHICTh Y4HIB.

OCHOBHUMH HEJIOJIIKAMH MIAXOY €:

1. TloBepxHeBe HaBYaHHS: reiiMi(iKallis MOXKE HaJaBaTH MepeBary OTpUMaHHIO OalliB a0o 3HAUKiB, 10 HE
€ PIBHUM OTPUMaHHIO IMTUOOKOMY PO3YMIHHIO 1 3aCTOCYBaHHIO IPEIMETa Ha MPAKTHUIII.

2. KopoTkocTpokoBa MOTHBAILis: TeliMidikaliisi Moxe 3a0e3MeUnTH JTUIIe KOPOTKOCTPOKOBY MOTHBAILIIO,
OCKIUTBKH Y4HI MOXKYTh BTPATHTH 1HTEpEC Micisl JOCATHEHHS IEBHOTO PIBHS UM METH.

3. HanwmipHa 3anexHICTh BiJf TEXHOJIOTIH: reiiMidikaris Moke HaIMipHO MOKJIaaTHC Ha TEXHOJIOT1], 1110
MIPU3BOJIUTH JIO BIJICYTHOCTI OCOOMCTOI B3aEMO/Iii Ta OCOOUCTOrO 3B’SA3KY MiXK CTyJIEHTAMH Ta BUKJIAIaYaMH.



4. BinBomikaHHS: reiMiikallis MOKe CTBOPIOBATH BIABOJIIKAHHS Ta CIIOKYCH, SIKi 3aBa)KalOTh HABYAHHIO,
HaIPUKIIAJ BUTpadaTH OijIbIlle Yacy Ha irpH, HiXK Ha HABYaHHS.

BucHoBKH
OTtxe, TeimMidikaris Mae MOTSHITiaI 3pOONTH HaBYaHHS O1TBIIT 3aXOILTIOI0YHM Ta IHTEPAKTHBHUM, ajie BOHA
TaKO)X Ma€ CBOi OOMEXEHHs Ta HeIOJNIKH. BaxxInBO peTenbHO OOMIpKyBaTH MEpeBaru Ta HEIOJNIKH Tepen
BIIPOBA[)KCHHSIM refiMidikallii B OCBITY Ta IEPEKOHATHCS, III0 BOHA BiJIIIOBIIA€ IIUISIM 1 3aBJaHHSIM HaBYaIbHOT
porpamMu. 3periToro, yCIix irpoBi3amii B OCBITI 3aJIe)KUTh BiJ TOTO, K BOHAa PO3pO0JIeHA Ta peani3oBaHa, a
TaKOX BiJI TOTO, Y BUKOPHCTOBYETHCS BOHA Pa30M 3 iHIIMMHU e(eKTUBHUMHE CTPATETisIMI HaBYaHHS.
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