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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 problems.

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.
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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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Onecbka HaliOHAJIbHA aKa/ieMisl Xap4YOBHX TEXHOJIOT i

B mezax pozensioaemocsa camo nonamms ceumuikayii, tioco npuHyun ma 0608 a3K08i 03HAKU
suxKopucmanms. AkmyanvHicmes SUKOpUcmanHs cetumupikayii 6 oceimi K KOMNIEKCHO20 NiOX00Y
cyuacnocmi.  Taxoodic npugoosmscsi 8i00Mi NPUKIAOU 6NPOBAOINCEHHA. [ HUX ONUCYEMbCA
obnacmv HABYAHHA MA MeXaHism camoi epu. Buchoeok eionosioae Ha numauHs aKmyaibHOCMI
BUKOPUCMAHHS 8 OCBIMI MA OKPecato€ Haubibuly npobiemy nioxooy.

Ieiimidikamis (irposisamist, reiimizamis, anra. gamification) — BukopucTaHHS IrpOBHX
NPAaKTUK Ta MEXaHI3MIB y HEIrpoBOMY KOHTEKCTI JUIsl 3alydeHHS KIiHIEBUX KOPHUCTYBAdiB [0
PO3B's13aHHS TPOOIIEM.

[eiimidikartis Jormomarae JTOCTYKaTUCS 10 CYYaCHHX JIITEH, SIKi 3BUKIIM TPaTH B KOMII'TOTEPHI
irpy 1 CIIUJIKYBAaTHUCA B COLlIaIbHUX Mepekax. BoHa naBHO 1 BAalio BUKOPUCTOBYETHCS B MAPKETHHTY
1 KepyBaHHI TEpPCOHAJIOM, Ta HAWOUIBII IIHHOIK € B OCBITI. J[Ba HAWTOJIOBHIMIMX KpUTEPil
aKTyalpHOCTI TeliMidikallii moJsIraloTh y TOMY, 1110 I'pa — IIe OJIMH 13 CIIOCO0IB MOTHUBAIIli, a TAKOK
1€ MIJICUJIIOE IHTEPEC 10 HaBYaHHS.

B HaBuaHHI refiMidikarisi BAKOPUCTOBYETHCS IS TOTO, 1100 chopMyBaTH y CTYJICHTIB MEBHI
HaBUYKH y KOPOTKHH CTPOK, a TaKOX I BI3yaii3aiii Ta MiJAKPECIEHHsS i Ta HABUYOK, SKi
HEMOJIMBO 200 Ba)KKO MOKAa3aTH TPAIUIIHHUM criocoboM. OCHOBHOIO MepeBaroro remidikarii €
MOJKJIMBICTB JIETKO 3a0XOTHUTH CTY/AEHTA JO IMPOIECYy HAaBYAHHS, HABITh SKIIO MPEIMET BHBUYCHHS
JI0BOJII CKJIa{HUH, a TOJIOBHE — CTYAEHT MOXe CHO OauuTH CBilf IIporpec.

Ha Bigminy BiJ 3a3yOproBaHb, TECTIB Ta OMMUTYBaHb, MiJXiA reiMidikandi € KOMIUIEKCHUM.
CryneHT 0auuTh 3aBAAHHS SIK YACTHHY OUIBIIOI CHCTEMH, SIK €Tall Ha NUIXY JAOCATHEHHs MEeBHOL
METH.

Jlns BnpoBamkeHHs TeriMidikarii moTpioHo:

1.3anmpornonyBatu Haropony 3a KOXXKHE 3aBJaHHS (Hampukiazd, Oaiau JOCBIAY y AOJaTKax 3
BHBYCHHS 1HO3EMHOI MOBH);

2.3Ba)XCHO CTUMYJIIOBATH KOHKYPEHIIIIO;

3.Hagatu MOXXITUBICTB AUTMTHUCS pe3y/IbTaTaMu CBO€ET rpu (HAPUKIIAL, Y COIMEPEkKax);

4.Tlepenbauntu pi3HI crocoOu B3aeMmoAii (rpa OJMH Ha OJUH, KOMaHJa MPOTH KOMAaH[H,
KOXKHHI caM 3a cebe);

5.JlaBaTu MIBUAKUIN 3BOPOTHIH 3B’ 30K HA MPaBUIIbHI YU HEMPABUIIbHI .

[TpuknaniB BUKOPHCTAHHS IrOp y HaBYaHHI y CY4acHOMY CBiTi 0OaraTo, Ta iX KiJTbKIiCTh
MOCTIHHO 3pocTtae. HalmonymnspHinia o0JacTh BUKOPUCTAHHS TeiMidikaiii — BUBUEHHS 1HO3EMHOT
MOBHU. Bmanum mpukiagoMm MokHa BBaxkaTH rmiatdopmy Lingualeo. s mmardopma mpomonye
BHUKOHATHU JIEHHY HOPMY 3aHSATh HE3BUUHUM CIIOCOOOM — Harogysatu jieBa Jleo. Jlocsartu uiei metn
MOKHA YHTAIOYU TEKCTH, JUBISYNCH BiIe0 T4 BUBYAIOUM CIIOBA OOpaHOI KOPUCTYBadyeM MOBHU.
Tako>x MO>KHA MO3MaraTucs y po3mipi CBOro CJIOBHUKOBOT'O 3aIacy 3 IHIIMMH KOPUCTYBayaMH.



