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TEAMIBIKAIISA IK OJIAH I3 TPEHIIB CYYACHOI OCBITH
Cmamms npuceésuena aHanizy KirOHOBUX ACNEKMI8 BUKOPUCMAHHS [2POGUX NPAKMUK MA MEXAHI3MIE
HeiZpOBOMY cepedOoBUIYi 3 MEMOI0 3ATVYeHHs KOPUCIYB8adie 00 po3e a3anHs npobaem. Poszensidacmucs bazosa
nompeba 6yob-sKoi QumuHu y 2pi, AKa He auuie 0xcepelo paoocmi, aie Ul 6axdciueull 3acio Haguanus. Asmopu
36epmaroms yeazy Ha me, wjo 8 ymoeax namoemii COVID-19 ma emopenenuss pocii ¢ Ykpainy Oimu 6yu
no36a6IeHi MONCIUBOCH epamu 3i CE0IMU POBECHUKAMU, WO NPU3EEI0 00 BMPAMU BANCIUB020 GaKmMopa
pozeumky — chinkyeanns. OcKimbku 6 ocgimi nepedye Hoéa i0eonocis, 3achosana Ha ‘“eetmigiayii” ma

e

“Oidorcumanizayii”’ ocgimu, 0e Ha 3MiHy MPaOUYiHUM neodazoeam npuxoosams “igponedacocu’”’, “Koopounamopu
OHNQUH-nAamM@opm i oceimHix mpackmopii”’. JoCniodceHHss makodic aKyeHmye Ha 0COOIUBOCMISX CYHACHUX
RIONIMKIG, KL OeMOHCmpYIomb “Kiinose” Mucienus ma 8i00aioms nepesazy 6ipmyarbHOMY CEINOGI.

Kniouosi cnosa: cepeons ocgima, eetimigpikayis, 0c8imui mexnHoaocii;, iHmMepaxKmueHicms, MOMueayis
VUHi8, THOUBIOYani3ayisi HAGYAHHSL.
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GAMIFICATION AS ONE OF THE TRENDS IN MODERN EDUCATION
The article is dedicated to analyzing the key aspects of using gaming practices and mechanisms in non-gaming
environments to engage users in problem-solving. It explores the fundamental need for play in any child, which
serves not only as a source of joy but also as an essential educational tool. The authors draw attention to the fact
that, amidst the COVID-19 pandemic and Russia’s invasion of Ukraine, children have been deprived of the
opportunity to play with their peers, leading fto the loss of a crucial developmental factor — communication.
As education advances, a new ideology based on “‘gamification” and “digitalization” of education is emerging,
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replacing traditional educators with “game educators” and “online platform coordinators”. The study also
focuses on the peculiarities of modern teenagers, who demonstrate “clip thinking” and prefer the virtual world.
The main goal of the article is to explore the potential of gamification in modern education, focusing on its impact
on the motivation and engagement of education seekers in the learning process.

Furthermore, it has been proven that gamification in the educational process enables teachers to organize
independent work for students and facilitate the assessment of their knowledge, fosters critical thinking,
creativity, and spatial imagination, enhances self-motivation, and provides the opportunity to learn in an
interactive environment. Gamification in the educational environment is essential not only for entertainment but
also for increasing the effectiveness of the educational process.

The possibilities of online services such as Kahoot, LearningApps, and Wordwall, as well as the resource
www.storyboardthat.com, are analyzed, particularly their ability to create interactive tests, puzzles, gaming tasks,
animated stories, and other educational materials. Examples of their use in foreign literature lessons from the
experience of teachers in the city of Kryvyi Rih are provided. Significant attention is paid to the possibility of
individualizing learning, creating personalized tasks for each student according to their needs and level of
knowledge. The potential for collecting and analyzing data on student activity is also considered, allowing
teachers to effectively monitor progress and adapt the learning process for better assimilation of material.

This work provides valuable insights for the implementation of gamification approaches in the educational
process, contributing to the involvement of students in active learning, increasing their motivation, and
improving the effectiveness of educational activities.

Keywords: secondary education; gamification; educational technologies; interactivity; student motivation;
personalized learning.

ocTaHoBKa mpodiemu. ba3oBa morpeba  amanTHBHOTO €JIEKTPOHHOTO HABUaHHS, 30KpEMa 3aco-

Oynb-siKOi AUTHHM —rpa. BoHa He Tubku  OiB TeiiMidikanii, Ha e()eKTUBHICTh HAaBYAHHS YYHIB

JDKEpEeNo pasiocTi, a ¥ 3acid HaBuanHsA. B modaTtkoBoi mkonm. Y cBoix gocmimkennsx C. Hursen,
ymoBax mangemii COVID-19 ta moBHomacmTabHoro C.Bas akmeHTyIOTh Ha BaKJIHMBOCTI BHUKOPHUCTAHHSI
BTOpPTHEHHS pocii B YkpaiHy OaraTto miteil BusBmmmca nporpam “reiimidikamis B maymi” [13]. H. Kpaseus
M030aBJICHUMH MOXKITUBOCTI TPaTH 31 CBOIMH OJHOK-  BHM3HAUWJIA €TAl CTBOPEHHS TeiiMi(hikoBaHOI CHCTEMHU
JIACHUKAMH Ta JPY3SIMH, BTPATIIN OJWH 3 KIIOYOBHX U1 BUKOPHUCTAHHS Yy HaBYAJILHOMY IIPOLIECi 3aKIIamy
(haxTOpiB y CBOEMY PO3BHUTKY — crinikyBaHHS. CywacHi  Bumioi ocBité [5]. ¥V cBoix mocmimkenmsx O. Maxa-
HIJUIITKK OCOOJMBI: IEMOHCTPYIOTh MOXJIMBOCTI “KJIi-  pEBHY JIOBIB, 10 TeiMi(iKallis € BayJIMBUM (PaKTOpOM
MOBOTO” MHUCIICHHS, CIPABJISIIOYMCH 3 BEJIMYE3HUM  IMiABHIIEHHS €)EKTHBHOCTI €JIEMEHTIB JUCTaHL[IHHOTO
MOTOKOM iH(OpMaLlii, TOPUHAIOTH Y BIPTyaJIbHUI CBIT, — HaBYaHHS ULt CTy/eHTIB [6]. [Ipobiema BuKopucTaHHS
SKUHA BBa)KAalOTh 3HAYHO LIKABIIMM 3a peajbHUH. |  KOMITIOTEpPHMX irop B IIKOJI aKTMBHO JOCIHIJDKYETHCS
SIKIO BUMTENI AIMICHO XOUyTh MOTHBYBATH JI0 CIiBIpa-  BueHMMH Yy kpainax €C [11; 19; 20; 22], 30kpema y
i 3700yBadiB OCBITH, TO 000B’s13k0BO OynyTh BHkO- @panmii [10] ta Idopryramii [21]. Bymu cTtBOpeHi
PHUCTOBYBATH CBOIO YSBY Ta KpPEaTHBHICTh, OO B3a€- TMPOEKTH YIS aHai3y MOTOYHOI CHTYalii y BOCHBMH
Momis 3 yuHAMH Oyma OUIbIl  Mi3HABAIBHOIO,  KpaiHaX IO/I0 HAaBYAHHS HAa OCHOBI irop.
TIPOAYKTHUBHOIO, 3aXOIUINBOIO, CXOXKO0I0 Ha Tpy [17]. Meta q0CTinsKeHHs: TOCIIIUTH ITOTEHITaN TeiMi-

AHaJIi3 OCHOBHMX [OCTIIKeHb i myOuikamiid. Qikarii SK TpeHIy cydacHOI OCBITH, 30CepeKyIOUHCh

EdextuBHiCT, 3ac00iB relimidikamii B OCBITHROMY Ha il BIUTMBI Ha MOTHBAIIIIO Ta 3alydeHHs 3700yBadiB
Tporieci IPYHTYETHCS Ha TIPHUHIMIAX BHKOPHCTAHHA  OCBITH JO OCBITHBOTO IIPOIIECY.
MetofiB revmidikaiii y HaB4yaHHi. J[ocBin BHUKOpHUC- Bukiaag ocHoBHoro marepiaay. Ha pomomory
TaHHS BIJIEOIrOp Y HaBY&JILHOMY IPOIECI HA OCHOBI  BUMTENIO NMPUXOIUTH reimidikaris (irpodikamis, rei-
NPOEKTHOTO Migxoxy OyB pO3MSHYTMH Yy Tpaisx — Misauis, aHml gamification) — BAKOPHUCTaHHS irpOBUX
J. Shapiro [18]. R. Koster [16] po3risaae HaB4aHHS SIK ~ IPAKTUK Ta MEXaHI3MIB y HEIrpOBOMY CEpelOBHILIL 3
HEBIJI'€MHY CKJIAJIOBY I'PH B KOHTEKCTI IrPOBOTO HaB- METOIO 3allydeHHsS KOPUCTYBadiB O pPO3B’SI3aHHS
qarHs. S. Hubalovsky, M. Hubalovska, M. Musilek mpo6iuem (puc. 1.).
[12] Hamamm pekoMeHAaIlii 010 OLiHIOBAHHS BILIHBY

3axor- MurtteBuit [IpaBo Cnonykae
TTUBA 3BOPOTHIN Ha IiATH
ictopis 3B 30K HNOMUIIKY 1o dinamy

Puc. 1. Enemenmu zpu 6 HA84aNbHUX YINAX
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lefimidikartist B OCBITHROMY MpOIECi A€ 3MOTY
BYMTENIO: OPraHi3yBaTH CaMOCTIHY pOOOTY yYHIB Ta
TIOJIETTIIUTH TIEPEBIPKY iX 3HaHb [3]; PO3BUBATH KpH-
TUYHE MUCIICHHS, KPEATHUBHICTH 1 MPOCTOPOBY VSBY;
IIBUIMTH CAMOMOTHUBAIIIO; TATH MOXJIUBICTD YUHSIM
HABYATHCS B IHTEPAKTHBHOMY CEPCAOBHILI, B SKOMY
BOHM MOXYTh TpeHyBatucs [1], poOutH momMuiku i

CepBicu WO ycniwHo
revmipikyoTb
HaBYaNIbHUI nNpouec:

BUIIPABJISATH iX; CTBOPIOBATH MMO3UTUBHY Ta 3aXOILTHBY
atMocdepy min 9ac ypoky [2]; 30uteImyBaTH piBeHB
y4acTi y HaBYAIbHUX AKTUBHOCTSX; JOTIOMAraTh Mo-
TUBYBATH JITEH 1 3aTy4aty iX 10 HaBYAHHS [4].

Ieiimidikariis B OCBITHBOMY CEpelOBHILI HOTPiOHA
HE U151 pO3Bar, a JUIs MiIBUIICHHS ¢(EeKTHBHOCTI OCBIT-
HboOTO TIporiecy [21, 272] (puc. 2.).

Puc. 2. Ilpuknadu nouwtupenux cepeicis, ujo ycniuino 2eimiiyroms oceimmuiii npovec

Omnaita-cepic Kahoot mae 3mory crBoproBaru
IHTEPAKTUBHI HABYAJIBHI ITPH, IO CKIATAIOTHCS 3 HU3-
KU 3aluTaHb i3 KiIbKoMa BapiaHTaMu BiamnoBifei. Taki
irpoBi GopMu poOOTH MOXYTh OYyTH 3aCTOCOBaHi Y
HaBYaHHI U1 NIepeBipky 3HaHb y4uHiB. CepBic mporo-
Hye TpH (opmu rpu. Meta, 3 KOO IUIAHY€ETE CTBOPUTH
Ipy, JOIOMOXE BH3HAYUTUCS 3 (POPMOIO: 3’siCyBaTH
piBeHb O03HAWOMIICHOCTI YYAaCHHWKIB i3 TOIO YH TOKO
TEMOIO 4M piBHeM ii po3yMiHHS — BikTopuHa (Quiz),
YAALITYBaTH AWCKYCIIO MO0 MEBHOrO MUTAHHS, Tpe-
3€HTYBATH i[ICI0 W OTpUMATH IOJO HeEi ‘“3BOPOTHHI
3B’s130K” — obroBopenHs (Discussion) 3i0patu a1ymKH,
MOTJISIIM  YYacCHWKIB HA Ty 4YH Ty HpoOJieMy —
omutyBaHHs (Survey) [14]. Kahoot— ne yHiBepcaib-

HUH THCTPYMEHT, KU MO)KHa BHKOPHCTOBYBATH ISt
PI3HUX METOJIB HABYAHHS ] Yac JUCTAHIIHHUX ypoO-
KiB, TOMy IIeil OHJIaliH-CEepBIC BHKOPUCTOBYIO Maiike
Ha KOXXHOMY Ypolli 3apyOikHoT Jlitepatyp [ 15].

Pecypc www.storyboardthat.com OyB 3axymanuit
SK 1HCTPYMEHT JUIsi CKJIaJaHHsS HAOYHMX MarepialiB
JUTSL IPYKY IO MIKUTBHUX YPOKIB, Jiekniil. OnHak (hyHK-
IIOHAJI CEpPBICY HACTIIBKH IUPOKHM, IO A€ 3MOTY
CTBOPIOBATH ITOBHOIIHHI KOMIKCH, BHKOPHCTOBYIOUH
BCUIsIKi TpadivHi eeMeHTH [9].

MiHycoM IIbOTO pecypcy € IUIaTHUK KOHTEHT. bes-
KOIIITOBHO MOYKHA CTBOPHTH JIMIIIE JIBA KOPOTKI KOMiK-
cH, a Ha 30epeKeHOMY KOMIKCI OyIlyTh IIPHUCYTHI BOASI-
Hi 3Haku [8] (puc. 3).

Puc. 3. IlIpuknaod xkomikcy 0o eusuennsa meopy “Ilicmpasa cmpiuxa” A. /loiina,
3apyoixcna nimepamypa 7 Kknac
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IporioHyeThCsl yYHSIM CTBOPIOBATH KOMIKCH IIPH
BHBYCHHI Ha YypOKax 3apyObKHOI JIiTepaTypu TeMm
“Micpu laBuboi ['perii” B 6 kiaci ta “/lerexktuB” B 7
KJIacl.

3-MOMDK YChOTO PI3HOMAHITTSl OHJIAHH-IHCTPY-
MCHTIB, SIKI MOYXHA BHKOPHCTOBYBATH 3 OY/Ib-SKOIO
rajpKeTy, MiIKIIOYeHOTo 10 Mepexi [HrepHer mix yac
3aHATh, CAMOCTIHHOI pPOOOTH Ta JUIA IIiBHUIICHHS
MOTHBAIlli 10 HaBYaHHS 3700yBadiB OCBITH, BUHTENL
MOBHO-JTITEPATypHOI OCBITHBOI TaTy31 BUOKPEMITIOIOTh
onnarH-cepBic LearningApps. CTBOopeHi ITUIaKTHYHI
MaTepiaad BUKOPUCTOBYIO IS TIPOBEJICHHS KBECTIB Ta
irop, SK HAOYHWH MaTepiajd IMpH BUBYEHHI HOBOTO
MaTepiamy abo JuUII  HOro 3akpilUIeHHS Ta  sK
KOHTPOJILHO-TIEPEBIPOYHIMIA MaTepiall Ticas BUBYCHHS
Oynp-sxoi Temu. CepBiC NPOCTHH y BUKOPHCTaHi i
nogobaeTbest yarsiM. OJMH 13 BIATYKIB y4HS 8 KIacy:

“LearningApps —1e Iy)xe KpyTwid cepBic. S Moxy
BYMTHCSI Ta TPATH OJTHOYACHO .

Vuureni-piaog0rd aKTUBHO  BIPOBAKYIOTh Y
npaktuky poborn Wordwall must ctBopeHHs iHTep-
aKTUBHHUX BIpaB 1 MarepiayiB mjis ApyKy. bijbmicrs
1a0JIOHIB JIOCTYIIHI B IHTEPaKTUBHOMY BHIJIsiAL. IHTEp-
aKTUBHI BIIPaBU MOKHA BIITBOPIOBATH Ha KOMII IOTEPI,
TUIAHIIETI, TeJIe)OHI YU IHTCPAKTUBHIN IO, 3aBs-
ku tarpopmi Wordwall moxkHa CTBOprOBaTH ITiKaBi
3aBJIaHHS JJIS YUHIB: aHarpamMH, KpOCBOPIH, BIKTOpPH-
HU, 3iCTaBJICHHs, MOTHBAIliifHI ITpOBi 3aBIHAaHHS IS
(hopMyBaITLHOTO OIliHIOBAaHHS Ta iHIIE (pHC. 4). YUIHAM
6 xiacy 3amam’sitaBest kBecT “Tlopu poky” 3 BUKOpHC-
TanHsIM “‘BumagkoBoro komeca” Wordwall 3 Temu
“bapBu CBITOBOT MOe€3ii”, KM I[IKaBO i BECENO MPOH-
LIOB y JUCTaHLIMHOMY (hopMaTi Ha ypory 3apyOiKHOT
JTEpaTypH.

—

s Tate

s | e

CropiHKamMu BUBYEHUX
TBOpIB

Puc. 4. IlIpuknao po3po6ok keecmie ma sixkmopun Ha niamgpopmi Wordwall

Puc. 5. Ilpezenmauia “I' eumighikayia ak ooun iz mpenoie cyuachoi oceimu”

HagezieHo mpe3eHTALiI0 BYUTEISI 3apyOiXKHOT JTiTe-
parypu H.Momkosoi 3a temoro ‘Teiimidikamis sk
OJMH 13 TPEH/IB Cy4acHOI OCBITH~ SIK JOCBIJ TBOPYOL
OHJIAHH-TTa00paTOoPIl, BUCTYI sIKOi BinOyBcs 13.12.2023 p.
B paMKax 3axoliB pPaloOHHOI MpodeciiiHOl CITiaKu
BUMTEIIB 3apyOiXKHOI JTiTepaTypu M. Kpunii Pir [7].

BucnoBku. OTxe, CbOroIcHHS BUMarae CTBOPEHHS
CIpaBXHBOI B3aEMOJIT MK 3I00yBadaMu OCBITH Ta
BUMTENIEM-(DaCHITITaTOPOM, THIOTOPOM, TBOPYOTO 1
THYYKOTO TIIXOMy 1O KOXXHOTO OCBITHBOTO KPOKY,
BpaxyBaHHs 1HANBIYaJIbHOCTI Ta OCOOIMBOCTI KOXKHO-
TO Y4HSI, NPOSIBY YSIBM W MOXJIMBOCTI NOAWBHUTHCS Ha
3BUYaiiHI peul no-HoBoMmy. lIlnsixoM ymockoHayeHHS
OCBITHBOT'O TIpoLieCy, EPEKTUBHUM CIOCOOOM 3pOOUTH

Horo OULTBII MIKABMM, 3aXOIUIMBUM ISl YYHIB CTae
reiimidikamis. JJocmimKeHHS MITBEPIIIIO BasKIIUBICTD
IHIUBIdyasi3alii HABYaHHS Ta BHUKOPHCTAHHS IHTEp-
aKTHBHHMX OCBITHIX TEXHOJOTiH. 3araibHa KOHIICTIIis
reiimMidikarii B OCBITI MAKpECIIOE HEOOXIIHICTD TIOE-
HaHHSA TPAJWIIIMHUX METOMIB HAaBYaHHS 3 IHHOBAIIil-
HUMH ITIXOAaMH JUIsl JOCSTHEHHsI KPallX pe3yJsibTa-
TIB y Tpoleci OcCBiTH. Pe3ymbTaté mociimkeHHs
MOXXYTh OYyTH BHWKOPHCTaHI Te[aroramu, Mo IliKaB-
JISITBCS. TIMTAaHHSAMHU BIPOBADKCHHS Tehmidikarii B
OCBITHI TIpoIIEC.

IlepcnexkTHBH MOJAJBIIMX HAYKOBHX PO3BiIOK.
Iomankii HAyKOBI TOCIIDKEHHS y Tay3i reimidikartii
B Cepe/iHIl OCBITI MOXYTh PO3LIMPUTH HaIlle PO3yMiH-

Mozozp i puHok Ne 4 (224), 2024
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Hsl e(eKTHBHOCTI LBOTO Iiaxomy. JOCiiuKeHHsS Mo-
JKyTh OyTH CIPSMOBaHI Ha BUBYCHHS BIUIMBY reiiMidi-
Kalil Ha aKajgeMiuHi pe3yJibTaTd, MOTHBAI[IO Ta
B3a€EMOII0 y4uHiB. KpiM TOT0, BaXKITMBHM € JTOCTIKEH-
HSl ONTUMAJBHUX CTpAaTeriii BIPOBAPKEHHS TreiMidi-
Kallii B OCBITHil Tiporiec Ta ii BIUIMB Ha PO3BUTOK Kpea-
TUBHOCTI ¥ KPUTHYHOTO MHCICHHS y4HiB. OTprMaHi
pe3yNbTaTH MOXYTh CHPHSTH NOJAJIBIIOMY BIOCKOHA-
JICHHIO OCBITHIX TPAKTHK 1 IMiZBHUIIEHHIO SKOCTI HaB-
YaHHS.
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