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YU TEAMIDPIKOBAHI OHJIAWH-TIVIAT®OPMH JIJIsI HABUAHHS?

AHoTamin. Y craTTi NMpoaHaNi30BaHO CTaH YNPOBA/KEHHs TeiiMidikalii Ta eleMeHTiB irpoBOro
JM3aliHy B YKpaiHChbKHMX OHJIaWH-TuIaTgopmax. CHCTEMaTH30BaHO KIIIOYOBI irpoBi MEXaHiKH, Ha
OCHOBI SIKMX CKJIQIECHO MaTpPUII0 CIIOCTEPEKEHHS Uil KOHTeHTHO-opieHToBaHMX (Coursera, edX,
Prometheus, EdEra) i Buknanmarpko-opientoBanux (Google Classroom, Moodle, MS Teams)
iatdopm. JlocmipkeHHsT 1MoKa3ano, M0 OUIBIIICTE OCBITHIX CEPEAOBHIL JIMIIE JEKJIApaTHBHO
IHTErpyloTh reiMidikamito, 0OMEKYIOUNUCh 0a30BUMH aJMiHICTPATHUBHHMH ejeMeHTamu (Oaiu,
peiitiHrH, cepTrdikaT) 6€3 NIMOMHHOTO iIrpOBOT0 AU3aliHy, HAPAaTHBY UM 3aHypeHHs. OMUTyBaHHS
Bukianadie 3BO minTBepmuio i pe3yabTaTH: MEJarord BU3HAIOTh MOTHBALIMHHMN ITOTEHIiaN
reifimidikaiii, ajge 3acTOCOBYIOTH ii MepeBa)KHO Ha elEMEHTAPHOMY DPIBHI 4epe3 Hecrauy 4vacy,
METOJJMYHHUX MaTepiaiiB, irpOBOrO JOCBINY i TEXHIYHMX MOXJIMBOCTEH. 3a3HA4EHO, II0 MOJEIi
MDA (Mechanics—Dynamics—Aesthetics) i DPE (Design—Play—Experience) mMaioTh CIyryBaTu
KOHIETITyalIbHUMU PaMKaMH JUIsi CTBOPEHHSI HaBYaJbHUX IIaTdopM siK (pperMiB memaroriaHux
TaKTHK 1 JocBiny. Lle nemoHcTpye KoHBepreHiito irpoBoi inmyctpii, IT Ta negaroriku. OxkpecieHo
NEPCIEKTHBY PO3BUTKY T'eiiMi()iKOBaHUX OCBITHIX CEpPEOBHIN, 30KpeMa IHTErpallifo ITYYHOrO
intenekty (Al-momivynukis, sik-oT Gembot y Google Classroom), mo MOXXyTh BUKOHYBaTH POIb
IrpOBUX MepcoHaxiB. BH3Ha4eHO HEOOXIIHICTh CUCTEMHOTO MOHITOPHHTY PO3BUTKY YKPaiHCBKHX
oHJIalH-TIaT(OPM 1 po3LIMPeHHs BUOIPKK PECIIOHICHTIB JUIsl 3a0e3MeUeHHsT pernpe3eHTaTUBHOCTI
pe3ynbratiB. [logaHo pexoMmeHAalii WOA0 BIOCKOHAJCHHS MPAKTHK reiMigikaiii Ta irpoBoro
JM3aliHy B HIU(POBii OCBITI.

Koarouosi ciioBa: reiimidikaris; mopepxHea reiiMidikaliis; irpoBuii qu3aiiH; oHIalH-1aThopMu;
OHJIAMiH-HAaBYaHHSI, IU(POBa OCBITa

IToctaHoBka ¥  OOIPYHTYBaHHSI AKTYAJbHOCTI Npo0JieMH  JOCJiIKeHHS.
Hudposizamis oceitn [1], [2] 3yMOBWJIa aKTHUBHE MOIIMPEHHS OHJIAWH-TIATGOPM, SIKi
pO3MIIAAINCs SK aNbTepHATHBA a00 JOMOBHEHHS TpaIuIiifHOro HaByausHOTO Tporecy [3]. B
YMOBax KpHU30BUX CHUTYaIiil (Tyio0anbHUN KapaHTHH, BUKJIMKaHUW manaemiero COVID-19,
BiliHa B YKpaiHi) TMCTaHIIiHEe HAaBYaHHS CTaJIO HE aIbTEPHATUBOIO, a HEOO0XiMHIcTIO. ChOTOaH1
OHJIAWH-OCBIiTa MEPECTAE CIPUIMATHCS SIK THMYACOBHH IHCTPYMEHT KPHU30BOTO pearyBaHHS i
nenani OUbIIe IHTEerpyeThCs B CUCTEMHI OCBITHI CTpaTerii.

Bueni Bka3yroTh, IO OHJIANH-TUIATGOPMHU EBOJIIOLIOHYIOTH Yy HAampsiMi CTBOPEHHS
MOBHOIIIHHUX OCBITHIX eKocucTeM [4], siki 3a0e3MeuyroTh KOMIUIEKCHUN HaBYaJIbHUM JOCBI.
B ocBiTHili mpakTHIll aKTUBHO BIPOBAKYIOTHCS IPUHIIMIIK TeiiMidikaliii Ta irpoBoro Au3aiiHy
(game-based learning [5]). B Takux ymMoBax CyCHUIbHHI 3allUT Ha SAKICHI OHJIAHH-KYpPCH 3
eJIEMEHTaMU I'PU 3pocTae [6], ajpke BOHU JONIOMAraroTh I1010JIaTH BTOMY, BTpaTy MOTHBALii Ta
CHPUSIOTH colianizanii B yMoBax oOMexeHoi oduaiiH-B3aemofii. CTpIMKO pPO3BHUBAETHCA
3aCTOCYBAaHHSI LITYYHOTO IHTENEKTY Ui MepcoHati3alii HaBYaJbHOIO KOHTEHTY, aJamTaiii
HaBYAJbHUX TPAEKTOPIH Ta MOHITOPUHIY OCBITHIX pe3ynbTariB [7]. OnmHOuyacHO 3 IUM
aKTyali3ylOThCS HOBI BHUKJIMKM: 3pOCTaHHS 1H(OpMaLIiHOrO HaBaHTaXXEHHA, MOTpeda y
30ajlaHCYBaHHI OHJaWH Ta odmuaiiH-popm B3aemonii (riOpuaHi Mogeni), 3abe3NnedyeHHs
aKaJieMiqHoi J100poYecHOCTI B LU(POBOMY CEpEIOBMI, a TakoXX (OpPMYBaHHsS CTIHKOT
MOTHUBALIT CTYJICHTIB y IOBITOTPUBAIOMY JTUCTaHIIHHOMY (opmarti. Bee e 3ymoBitoe notpely
y HasgBHOCTI B HaBYAJbHUX OHJaWH-TUIaTGOpMax BOYIOBAaHOTO IHCTPYMEHTapilo 3
¢byHKIIOHATIOM TelMidikallii Ta iIrpoBOTo JU3aiHy, IHTYITUBHO-3pO3YMIIOTO Ul BUKJIaJauiB
Ta cTydeHTiB. Takuil iHCTpyMeHTapii Mae CTaTu JUIsl BHKIaJaya He J0JaTKOBUM
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HaBaHTAXEHHSIM, a 3pyYHUM BOYJIOBaHHM PECYpCOM, 110 T03BOJISIE OPTaHIYHO BKIIFOYATH IrpOBi
MEXaHIKM y HaBYAIbHUU MpOIleC, MATPUMYBATH 3aI[KaBJICHICTh CTYJICHTIB 1 MiABHIYBAaTH
e(eKTUBHICTh HABUAHHS Y TiOpUAHOMY Ta AUCTaHIIHHOMY popmarax.

Tox nocrae nutaHHs He JUIIe e(heKTUBHOCTI reriMidikaltii y HaBuaHHi [8], a Hacammiepes
HAsBHOCTI Ta SIKOCTI IHCTpYMEHTapito uIst iX peanizaiii. [luTaHHs mossrae B TOMy, YH CIIpaBi
Cy4acHi OCBITHI OHJAHH-TIaT(GOPMHU BIPOBAKYIOTH TeliMi(iKallilo Ta €IEMEHTH IrpOBOTO
IM3aifHy AK (QyHKIIOHAJ, TOCTYIMHUHN BHKIJIaAadaM Ui OpraHi3amii HaB4aJbHOTO Tporecy. Y
OaraTboX BUMaIKax reimidikaiist o0OMexyeTbcsi 0a30BUMH MEXaHIKaMH — CUCTEMOIO OaltiB abo
OelKiB, TOAI SK TOBHOIIIHHUU IrpOBHH JH3aliH (CIOKETHICTh, AJANTHUBHI BHKIUKH,
KOOTIEPAaTUBHI 3aBJaHHS, 3BOPOTHUHA 3B’SI30K y PEKHMI PEATbHOTO Yacy) 3ajHIIAEThCS
MaJiopeasi30BaHUM.

AHaJIi3 OCHOBHHX /0CJiIKeHb; BHOKpPEeMJICHHSl acleKTiB mnpolJemu, ski 1ie
HeAOCTAaTHLO BHBYeHi. OcCTaHHI pPOKM IMO3HAYEH1 CTPIMKHUM 3pPOCTAHHSAM KUIBKOCTI
JOCTIIKEHb, TMPHUCBIYEHUX TeimMidikalii B OCBITI, 30KpeMa B KOHTEKCTI €JIEKTPOHHOTO
HaBYaHHSI W MacoBUX BLAKpUTUX oHJaWH-KypciB (MOOCs) [9]. CucremaruyHi orisau
nokazytoTh [10,10], mo myOmnikaniiiHa akTHUBHICTh Yy LI ramy3i 3pocTae, a JOCIIAHUKHU
KOHIICHTPYIOTHCS Ha KUTBKOX KJITFOYOBHUX HaIpsIMax: THIOJIOTII irpoBux enemeHTiB [11], [12],
iXHPOMY BIUIMBI HA MOTHUBAIIIO 1 3a]Ty4eHICTh, €(EeKTUBHOCTI HABYAJIbHUX pe3ynbTaTiB [13], a
TaKOX Ha AW3aiiHI ¥ memaroriyHux Monensx [14], [15], mo moemHyroTh Teimidikaiiio 3
HaBYaJILHOIO MeTOTO [3].

Ieitmidikartis po3risiIaeTbess BACHUMU K IHHOBAI[IS Ta CBITOBHM TpeH[ B OCBITI [16].
[Ipn poMy ykpaiHOMOBHHMII HayKOBUM CErMEHT, 3a JTAHUMH CEpBICY iHJAEKcallli HayKOBHX
nyonikamiii Google Scholar cranom Ha 03.10.2025 p., CYTTEBO MOCTYMAETHCS AHTJIOMOBHIN
HayIll 3a 00CsTOM HayKOBHX Tparb (puc. 1, 2).

MOpPIBHAHHA KiNLKOCTI HaYKOBWX Npalb 3a KNHOYOBUMKM CNoBaMK (YKpPaiHCbKI VS aHr NOMOBHI)

redMicgikauia 1 8 340
gamification 512 000
reAMidikauis ocaitn | 7 800
gamification of education 369 000
HaBYaHH#, 3aCHOBaHE Ha rpi | 6 740
game-based leaming 455 000
irpoBKi AWsaiAH ocsiTk | 10 800
reiiMansaiH oceitk | 572
educational game design 4 700 000
cepiosHi irpu 8 HaBuaHKi { 15 100
serious games in learning 3010 000
Ccepio3Hi irpw 4 17 400
serious games 4040 000
OCBITHI OHMIANH-NNATHOpMK - 5 80D
umMdPoBI NNATROPMI HABYaHHA | 42 500
online educational platforms 3070 000
digital leaming platforms 4770 000
OCBITHI ekocucTemy | 10 800
educational ecosystems 1440 000
OHNafH-HaguaHHA | 16 400

online learning 10 BOP 000

0.0 0.2 0.4 06 0.8 10
KinbkicTe HaykoBux npaub (Google Scholar) le?

Puc. 1. MacuBu HaykoBO1 JiTepayTpH B raiysi reiimidkariii OCBITH Ta irpoBOro Ju3aiHy
OCBITH
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CnisgiAHOWEHHS YKPAIHCEKUX Ta aHr NOMOBHUX HaYKOBUX NpaLs
y rany3si reAmicikauii Ta irposoro guilafHy oHnafH-nnaTgopm

Yrpaincski nyGnikauii

AnrnomosHi nyBnikauii

Puc. 2. liarpaMa criBBiTHOIIEHHS KUIbKOCT1 YKPaiHOMOBHHX Ta aHIJIOMOBHHUX HAYKOBUX
paik 3a TEMOIO JIOCIIKEHHS

Cnig 3ayBaXMTH, IO CTAaTHUCTHKA KUIBKOCTI HayKOBUX HyOJikalid, OTpUMaHa 3a
nornomororo ceppicy Google Scholar, € ymoBHOI0. 3HauHa YacTHHA YKPAiHCBKUX YYCHHUX
my0JIiKy€e CBOi poOOTH aHTJIIHCHKOK MOBOIO, IO YCKJIQIHIOE IMIPaXxyHOK MaTepiaiiB caMme 3a
YKPaTHOMOBHUMH KJTIOYOBHMH CJIOBaMH. [IONIyKOBI 3alWTH MaroTh MDKJIACIUTLIIHAPHUI
xapaktep (Hampukiaa, «gamification», «game-based learning», «storytelling design») i1
MOXKYTh ITOBTOPIOBATHCA Yy MPAIX 13 pI3HUX raiay3ei — neaaroriku, ICUxXoJiorii, IHpopMaTUKH,
Melia3HaBCTBA, KyJIbTYpoJIorii, ¢puiocodii, mporpamyBanHs. Lle npu3BoauTh 10 HaKIaJaHHS
JDKEpen 1 3aBUIEHHS a00 3aHWKEHHS KUTBKOCT1 Pe3yNbTaTiB. Y 1bOMY AOCTIIKEHHI HE OYI0
3M1CHEHO TIOBHOIIHHOTO aHaii3y 0a3 Scopus Ta Web of Science, ocKinbKkM BOHU 4acTO HE
HaJaI0Th BIIKPUTOTO AOCTYMy 10 0i0miorpadidyHOi CTAaTUCTUKUA O€3 CHeIiaIbHUX JIIEH31H.
BtiM, HajaHuX JpKepes A0CTaTHbO JJIsl BUSIBIIEHHS OCHOBHHMX TEHJCHIINH PO3BUTKY HAyKOBHUX
3HaHb B rajysi reimidikarii Ta irpoBoro au3aiHy oHJaWH-HaB4YaHHSI. OCKUTBKH MPEIMETOM
JOCITIJKEHHS € YKPaTHChK1 OCBITHI OHJIaH-TIIIaTGOPMHU Ta 0COOIMBOCTI BIPOBAKEHHS B HIX
eJIeMEHTIB TeiMmidikallii i iIrpoBoro au3aiHy, icTopiorpadiuHuii OTJIsAL y MeXax I1i€i podoTH
30Cepe/HKEHO TIEPEBAKHO HA BITUM3HSHUX HAYKOBHUX JPKEpenax, 1o BimoOpa)aroTh TCHACHIIIT
PO3BUTKY HAIIOHAJILHOTO OCBITHBOTO MPOCTOPY.

[Tepmi ykpaiHChKiI JOCHIDKEHHST TeiMidikallii OCBITH Majdd TEPEBaXHO OTIJISIOBO-
KOHIIeNTyanbHUN xapaktep. 3okpema, O. Tkauenko [17] HaromomryBasa, mo reimidikarris
MOX€ IMO3UTHBHO BIUIMBATH HAa YCIIIIHICTh CTYACHTIB, ajie HE € Oe3MocepeHIM HKEPeIoM
ixHpoi 3amikaBieHocti. Y myoOmikanii C. IlepescnaBcbkoi Ta O. Cwmarinoi [18] po3rasiHyTo
MOIIUPEHHS ITPOBUX MPAKTUK y BITYM3HSHINA OCBITi, OJHAK aBTOPU MIAKPECIIOIOTH, 0 B
VYkpaini retimiikariis me He OTpUMana CHCTEMHOT0 BrpoBakeHHs. Y mpausx O. Caran [19]
reiimidikaiiiss BU3HAYAETbCA SK CYYaCHUH OCBITHIA TpeHJ Ta CTpaTeris MiJBULICHHS
3aly4eHOCT1 CTYICHTIB Y U(POBOMY CEpPEIOBHILI, IO BKa3ye Ha MEPEXij 10 HOBOTO eTaiy ii
iHcTuTyIioHami3anii. I3 2020-x pokiB crocTepiraerbcs 3MILIEHHS aKIEHTY 0 €MITIPUYHUX
JOCIIJDKEHb 1 KeilciB BrpoBapkeHHs reiimidikanii. Tak, K. Mexen [20] aHanizye 3acTocyBaHHS
reiimidikanii y 3akiazax BHMIIOI OCBITH K IHCTPYMEHTY peani3alii KOMIETEHTHICHOI'O
migxoxy. IloniGHi mpuxnamu 3Haxonumo y nociaimkenHi O. Kapa6in [21], ska BuBYana
PO3BHUTOK MMi3HABAIBHOT AKTUBHOCTI MOJIO/ILIMX IIKOJISIPIB 32 JOMOMOTIOIO ITPOBUX MEXaHIK. Y
HOBITHIX poOoTax [22] po3riIsiHyTO IHTErpamilo MDKHApOJIHOI reiMipikoBaHoi miaatdopmu
Classcraft B ykpaiHChKI BHUIIIH IIKOJI, IO JEMOHCTPYE MpPaKTHUYHUM Mepexin Bif
TEOPETUYHOTO JI0 TEXHOJIOTTYHOTO PIBHS BIIPOBAKEHHS.

BapTo BUIIMUTH TaKoX AOCTIDKEHHS, IO aHANI3YIOTh BUKOPHUCTaHHS reimidikarmii y
BUKJIaJJaHH1 KOHKPETHHUX AUCHUILTIH. L{e CBIMUUTh Mpo TEHIEHIIIIO 10 JIoKami3allii reiimigikamii
y MpeAMETHUX Taly3sxX 1 MOIIYKY IHCTPYMEHTIB, aJlallTOBaHUX JIO CHEeUU(IKH HABYAIBHOTO
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KOHTEHTY.

B ramy3i reiimidikamii JOCHDKEHHS 3aJMINAIOTh TEOPETUKO-TPAKTUYHUMH  0e3
POTrpaMicTChKOTo (PoKyca — OUIBIIICTD JOCTIHKEHb OPIEHTOBAHI Ha MEJaroTri4Hi MoJielni, a He
Ha po3poOKy BiacHuX reimidikoBanux 1iargopMm. Haromicte  mporpamicTchko-
TEXHOJIOTTYHUI HAIPsIM YITKO TPOCTEXYEThCS B icTopiorpadii irpoBoro au3aiiHy OCBITH.
HocnipkeHHsT (OKYCYIOThCSI Ha CTBOPEHHI HaBYAIBHUX irop [23], My’IbTHMEIIHHUX
cepenoBuIl 1 cuMymsilid [24]. AKIEHT poOWUTHCS HAa BUKOPUCTaHHI TEHMAM3AiHY SK
iHCTpYyMeHTY nu(poBoi ocBitn yepe3 miardgopmu Roblox Studio [25], Unity [26], Classcraft
[22], Minecraft Education Edition [27] Tomo.

Bueni Takoxx poOJATH aKUEHT HA MEaroriuHiii IHHOBAIIHHOCTi, KOHCTHUTYIOIOYH
TEOPETHKO-TIEIarOTIYHNN HAmpsM BUBYCHHS IrPOBOTO JW3aiHY SIK YaCTUHH JU3aiH-OCBITH
[28]. Vinerbcs mpo am3aiiH OCBITHBOTO mpolecy, reiiMiikalilo NemaroriyHux crpareriif i
dbopmyBanHs auzaH-mMucieHHs [3], [29]. JocmiaHUKN aHATI3yIOTh MCHUXOJOTO-TEIaroryH1
MeXaHI3MH IrpoBoi MoTuBallii, HapatuBy [30], 3anypeHHs (immersion-based learning) [31], a
TaKOX BIUIMB I'pu Ha (PopMyBaHHS KOMIIETEHTHOCTEH 1 I[IHHICHOTO JAOCBiLYy YyuHIB [32].
AKTUBHO pO3poO0sieTbCsl MOHATTEBUM amapatr: redmidikaiis, iIrpoBUi nu3aiiH, redMau3aiH
opientoBanuii minxiz [3]; [33]. [Ipu nboMy ykpaiHCcbKi BU€H1 HE pO3MEXKOBYIOTh YITKO MOHSATTS
reiimidikarii i iIrpoBoro au3aiiHy, 110 BKa3ye Ha €Tall IHTErpaliifHOro CTAHOBJIEHHS raiysi.
[IpocTexxyeThCsi TEHIEHINSI 0 CTBOPEHHS MDKAMCIHUIUTIHAPHUX KYPCIB, JI€¢ TelMIn3ailH
MOEAHYETHCS 3 METOIMKAMU BUKJIAJaHHS, CTOPITENIHroM, ricuxosioriero Ta IT. IrpoBi MexaHiku
PO3IIIAIAI0THCS 000NUIBHO K IHCTPYMEHTH I1IBULIIEHHS MOTHBAIlI{, TaK 1 B KOHTEKCT1 CHCTEMU
JM3aliHy HaBYaHHS.

JepxaBHi mporpamu 1udpoBi3aiii ocBiTH B YKpaiHi [34] CHpUYMHUIM 3pOCTaHHS
KUIBKICTh POOIT, MPUCBSIYEHUX OCBITHIM IndpoBuM irpoBum miatdpopmam [35], VR/AR-
cepenoBumamM [36] Ta TexHojoriiMu learning analytics st mepcoHami3aiii HaBYaJIbHOTO
JOCBIAy 1 ramOmoro 3BopoTHOro 3B'si3Ky [37]. Taki migxomum poO3TIANAIOTBCS SK 3acio
30UTBIIIEHHST IMEPCUBHOCTI Ta aJanTUBHOCTI HaBYaHHS, IO TOTCHIIHHO IMiJBUIIYE SK
MOTHBAILIIO, TAK 1 IKICTh 3aCBOEHHS IPAKTUYHUX HAaBUYOK.

DopMmyI0ThCs aBTOPChKI HAYKOBI IIKOJIM, CEPE/l HUX: MeJaroriyHo-au3aiiHepcbka nIkosia
[28]; mporpamyBanHs irpoBux cucteMm (HarionanpHuit yHiBepcuteT «OechbKa MOJITEXHIKAY,
[Ipukapriarcbkuii HamioHadbHUN yHIBepcuTeT iMeHi Bacunsa Credannka); KOMyHIKATUBHO-
redMIn3aiHepChbKUN MIIXiA, M0 IHTErpye po3poOKYy OCBITHIX irop, HapaTWB, CTOPITENIHT,
TU3aiiH, menaroriky i nudposi trexHosorii [3]. Oxechka mkoia chopmyBaiacs y pe3ysbTari
rparToBoro npoekty Erasmus+KA2 CBHE Ne561728-EPP-1-2015-1-ES-EPPKA2-CBHE-JP
«CriBpoOITHUITBO MDK YHIBEpCUTETaMHU Ta MIANPUEMCTBAMHU B cdepi irpoBoi 1HIYCTpii B
VYkpaini — GameHub».

CyrreBuiil notik poOir npucssuenuit reimidikanii y MOOCs 1 Bumiiii ocsiti. Google
Scholar napaxoBye 371 000 HaykoBuX mpallb. BueHi 3aificHIO0OTh aHanitnyHi orysiin MOOCs
[38], dokycyroThcss Ha iXHI TUMOJOTil BIAMOBIIHO 1O mMexaroriyHux miaxonais [39],
JOCTIIKYIOTh, UM fornioMarae reimidikais MOOCs NiIBUIIUTH YyTPUMaHHS yBaru CTYICHTIB
[16], momynspu3yBaTH KOMII'IOTEpHI irpu y BuILii ocBiti [40]. BapTo Bim3Hauutu poboTy
aBTopiB «Gamification in MOOCs: A Review of the State of the Art» [41], ne € cipo6a o1iHKH
IMIJIEMeHTallii IHCTPYMEHTIB reiimidikamii B MacoBMX BIJKPUTHX OHJIAWH-Kypcax. Auie
IpeJCTaBICHUN aHalli3 30cepe/KYBaBCsl HE Ha caMUX IIaTgopmax, a Ha orisi icropiorpadii.

Ananiz ykpaiHCbKMX Mpalb J103BOJIIE BUOKPEMUTH KibKa KJIFOYOBHMX TEHAEHIIH: BiX
OTJISIIOBUX KOHIIEMINN 10 MpakTUYHHUX KelciB (2015-2024), iHcTUTyIIOHANbHA IHTETparlis
reiiMigikarii B OCBITHIH mporec, 0coOIMBO y KOHTEKCTI U(poBizaii, aganTtarlis iHO3eMHHX
mwiargpopm (Classcraft, Kahoot, Moodle 3 momymsaMu) m0 yKpaiHCBKOTO CepeIOBHIIA,
JMCUUIUTIHAPHA KOHKPETH3allisl — 3pOCTaHHSA KUIBKOCTI poOIT, Opi€HTOBAHUX HA KOHKPETHI
ocBiTHI mnpeaMeru. Cepea CUCTEMAaTHYHO Big3HAUyBaHMX IMpoOieM — Opak UiITKUX
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MEJaroTiYHUX MOJENeH, sfKi O TOsCHIOBalM, SK came TredMidikailis Mae B3aEMOJISITH 3
HAaBYAJIBHOIO METOI0; €THYHI MUTaHHS (MAHIMYJIAIiS MOTUBAIIEI0, KOH(PINESHIIHHICTh JaHUX
MPY aHAJITHUII); @ TAKOX BAKIUBICTH JOBrOTPHUBAIUX MOCTIKEHBb /IS OLIHKUA CTIAKOCTI
edekriB. baraTto mocmimkeHb 3aKIMKAIOTh A0 IHTEPAUCHUILTIHAPHOTO MIAXOY, IO MOETHYE
reliMepChbKHiA JIM3aiiH, eJaroriky Ta HaB4aJlbHy aHATITHKY.

Baprto xoHcTaTyBaTH, 110 jKO/HA 3 MPOAHATI30BAHUX YKPATHCHKHUX Ipallb HE MPOMOHYE
CHCTEMHOTO MOHITOPHHTY YM OIIHKM PEAIbHOTO CTaHy reiMidikaiii OCBITHIX OHJIAiiH-
wiarpopMm. JlocaikeHHsT 30e0UTBIIOT0  30CEPeKYIOTBCS HAa OKPEMHUX IMEeAaroriyHux
(mucummTiHapHUX ) 200 MPOTPaMICTCHKUX €KCIIEPUMEHTAX, JIOKATBHUX KelcaX Ui TEOPETUIHHUX
KOHIICTIISIX, HE CTBOPIOIOYM MLLTICHOT KapTUHH NPAKTHYHOI IHTEerpamii irpoBUX MEXaHIK Y
HalIOHAJIbHUI OCBITHIM mpocTip. Bee 11e 3yMOoBIIIoe akTyanbHICTh HALLIOTO JOCIHIKEHHS .

Meta gocaigxeHHsl — KPUTUYHO OIIHWUTH, HACKUIPKMA OCBITHI OHJIAMH-CEpEIOBHUIIA
IHTErpyIOTh refiMiQikallio Ta 4 JiiiCHO BOHM 3a0€3MeyyloTh IHCTPYMEHTH, 10 JT03BOJISIOTh
rearoraM BUKOPUCTOBYBATH ITPOBUM TU3aiiH HE JIEKJIapaTUBHO, a Ha npakTuill. l{e BigkpuBae
MPOCTIp 7S MOAATBIIMX HAYKOBUX PO3BIIOK, MOPIBHSUIBHOIO aHAJI3y OCBITHIX MiIaTdopM 1
BHUPOOJICHHS] PEKOMEH Iallii 11010 BIOCKOHAICHHS IIU(PPOBUX OCBITHIX CEPETOBUIIL.

MeTon0/10Ti4HOI0 023010 10CJTI/IKEHHS €:

— Amnaii3 JpKepen Ta JirepaTypu ISl BU3HAUEHHS CTaHy po3po0eHoCTI mpobieMu
nocnikeHHs.  IHdorpadika ictopiorpagiuHuX JaHUX 3[lCHIOBaiacd  3a
nonomoroto nporpamu Google Colab, 110 onpainboByBana CTaTUCTUKY, 310paHy y
Google Sheets, Ta koy MoBoro Python srenepoBanoro ChatGPT.

— TeopeTnyne y3araabHEHHS TOHSTH «EIEMEHTH TehMidikallii» Ta «eJeMeHTH
ITPOBOTO JTU3aHY» JJI1 BU3HAYEHHS KPUTEPIiB OIIHIOBAHHS OHJIANH-TIIATGOpM
JUIs HaBYaHHS.

— CrpykTypoBaHuil 30ip JaHUX TMPO OCBITHI OHJAMH-TIAThOpMH 3 O(IIIHHHX
cautiB. Ile momomoro ckiactu emmipuyny 6azy nociimkenHs. [{o anamizy Oyno
BKJIIOYEHO 12 TOMYISIpHUX MDKHApPOJHHUX Ta YKPAiHCHKUX OCBITHIX OHJIAWH-
mnatdopm, pekoMmeHnoBanux MOH VYkpainu (Coursera, edX, Duolingo, Khan
Academy, Prometheus, EdEra, Beceykpaincbka mkona onmaita (BIIO), Google
Classroom, Moodle, Microsoft Teams, ClassDojo, Classcraft).

— EBpuctnunuii Ta QyHKIIOHATRHUN aHaI3 KopucTyBaibkoro iHTepdeiicy (UI)
BUOIpKM HaBYAIBHUX OHJIAWH-TIATGOPM 3 METOK BHSBJICHHS €JIEMEHTIB
reiMigikartii Ta iIrpoBoro au3aiHy.

— ITlopiBHANBHMIA aHaM3 — JUIS CTBOPCHHS aHAIITHYHOI TaOiuii (MaTpwui
CIIOCTEPEXKEHHS) IIOAO HASBHOCTI  (PyHKUiIOHANIYy Ta  IHCTpYMEHTapiro
reiimidikartii Ta irpoBoro qu3aiiHy B HaBYAIBHUX OHJIAMH-TIaThopMax.

— AmnxeryBanus (Google Forms) — ans oTpuMaHHA SKICHUX BiAT'YKIB BUKJIa/JayiB
ykpaiHcbkux 3BO sk nokasHuku kopuctyBanbskoro nocsigy (UX). Pesynabratu
AHKETyBaHHS HE MPETEHIYIOTh Ha BCEOCSDKHICTh, ajie CIYTYIOTh 0apoMeTpoM
Bepudikallii pe3yapTaTiB eBpUCTUYHOTO aHaJI3y OHJIalH-TIATHOPM.

— VY3aranbHeHHS — i (OPMYNIIOBaHHS pEKOMEHJalid Juii po3pOOHUKIB
HaBYAIbHUX OHJIAMH-TIIATPOPM Ta BUKIIAIAUiB.

Buknan ocHoBHOro Marepiajgy 3 OOIPYHTYBAHHSIM OTPHMaHHX pe3yJIbTATIB.
Enementn reiimigikanii Ta irpoBoro ausaiiHy sik KpuTepii aHaIi3y oHJalH-mIaTGopMm
A HaB4yaHHsA. JDKepenaMmu Juis y3arajdbHEHHS €JIeMEHTIB reiMigikariii mociyXuwin npari
iHo3eMHMX BueHuX [42], [43], [44], [45], [46].

VY HaykoBiif JitepaTypi eneMeHTH reiimidikamii Ta irpoBoro au3aiHy HEpiKo
PO3IIISIAIOTHCS SIK CHHOHIMU, OCKUTBKU OOU/IBA MOHATTS OMHUCYIOTh CTPYKTYPHI KOMIIOHEHTH,
10 3a0e3MeuyloTh IrpoBUN JIOCBIA Y HEIrPOBHX KOHTEKCTaxX. SIK 3a3Ha4yaroTh aBTOPU CTATTI
«Capturing the complexity of gamification elements» [42], mexaHiku rpu (game mechanics) €
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«OCHOBHUMH KOMIIOHEHTaMM», 3 SIKUX KOHCTPYIOETHCS KOHIENMis reiimidikamii, a ix mo0ip
3aJIOKUTh BiJl IUIeHl HABYAJBHOTO MpOLECy W OCOOIMBOCTEH OCBITHBOTO CEpEJOBHUIIIA.
[ToxibHOTO Timxomy AoTpuMyroThes Takok J. Hamari, J. Koivisto 1 H. Sarsa [45], sxi
OTOTOXKHIOIOTH €JIeMEHTH reimidikanii 3 irpoBUMu MexaHikamu (Hanmpukiaa, 6amm, Oei ki,
pEeUTHHTH, PiBHI), IO CTBOPIOIOTh MOTHUBAIIHHUI epeKT y HaB4aIpbHOMY mpoueci. S. Subhash
i E. A. Cudney [47] y cucTreMaTHIHOMY OTJISIZII HATOJIOIIYIOTh, IO OUTHIIICTH MEJaroTiYHUX
JOCITI/DKEHb HE PO3PI3HAIOTH TEpMiHHM «game mechanics», «game elements» i «gamification
components», BUKOPHCTOBYIOUM iX SK B3a€MO3aMiHHI IS TIO3HAYEHHS IHCTPYMCHTIB
MIABUIICHHS 3Ty4eHOCTI CTyAeHTIB. AHanoriuno, Z. Zainuddin, S.K.W. Chu, M. Shujahat i
C.J. Perera [48] omucyioTh TeliMi(ikaiiro sSK KOMOIHAI[IIO IrpOBHUX MEXaHIK, €CTETUKU Ta
JTUHAMIKH, 110 3aCTOCOBYIOTHCS 3 OCBITHBOIO METOI0. TakuM 4YuHOM, 10 MeXaHIK reimidikarii
MOTPAIUISIIOTh TPAAULIIIHI €JIEMEHTH IrPOBOTO JU3aiiHy: po3010KyBaHHS KOHTEHTY (unlockable
content), cropiteninr, ecretuka (aesthetics/UI/UX), npaBuna ta piBHI I'pu, aBatapu, npoduii,
MOXJIMBICTh TIEPCOHANI3YBAaTH HaBUajbHE CEpeoBUIE UM TMepcoHaxa. Lle cTBoproe
TUTYTaHUHY y TIOHSATTSX 1 YCKIIAIHIOE aHAaTIi3.

AHani3 HaykoBHX Tipalp 3 irpoBoro ausainy [49], [50], [51], [52], [53], [54] naB
MO>XKJIUBICTh Y3araJIbHUTH ITPOB1 €JIEMEHTH uYepe3 MPU3My METOJO0JIOTTYHHX Monene MDA
(Mexanika — lunamika — Ectetnka) [55] ta DPE ([{u3zaitn — I'pa — ocsin) [56]. Lli moneni €
KOHLIENITyaTbHUMH aJITOPUTMIYHUMH CTPYKTYpPaMH JUIsl pO3pOOKU Ta aHami3y Oylb-sKOT IpH.
[Tpu ubomy DPE-Mozens AeMOHCTpY€e MeXaHIKy MOBEIIHKH I'POBOi CUCTEMH SIK HACTaBHHKA.

3 METOI0 OLIHKM OHJIaWH-TIaThopM MM (QopmalizyBalld €JIeMEeHTH Treimidikamnii Ta
IrpoBOro nu3aiiHy y TabnauuHiit popmi (Tabdm. 1).

Tabm. 1.
EnemenTu reimidikairii Ta irpoBoro au3aiHy
EnemenTn reiimigikaumii EnemenTn irpoBoro nu3aiiny
— bamm / ouku (Points / XP/ | 1. Mexanika rpu (Mechanics / Game Mechanics).
Scores). Cucrema o040k, | — OCHOBHI NpaBWia 1 CTPYKTYPHI KOMIIOHEHTH TPH: K
OaJtiB, IMiIpaxyHOK. rpaBelb B3aEMOJIE 3 TPO, SKI Jii MOXKJIMBI, 5K
— bBeitkl / pmocsrHeHHs / BiIOYBA€ETHCS TIPOTPEC.
HaropoaHi  3Hauku /| — Cucrema npaBwi / pamok (Rules / Constraints / Game
Bunaropoau (Badges / rules). Bu3nadeHi oOMEXeHHS Ta TIpaBWiIa, SIKi
Achievements / Haropoau (bOpPMYIOTh TeMILICH 1 BUKJIMKH.
/ BuHaropoau (Rewards / | 2. /Ilunamika rpu
Incentives / Prizes) — UYac / oomexenns / taiimepu (Time limits / Countdown
— Buknukun /  3aBHaHHA / Timers / Deadlines / Timers / Time Constraints).
(challenges / quests) OOMeXeHHsI B 4aci, JIIMITH, TalMepH, JeIUTaiiHu, SKi
— 3BaBmauHs / ueneHmKl / ONAKOTh BUKIUK
kBectd  (Challenges /| — Challenges / Tasks / Quests. 3aBganHs a00 BUKIIMKH,
Tasks / Quests / Missions) SKi TOTPIOHO BHKOHATH, 100 MPOCYHYTHUCH, MOXKE
— Jlinepbopau / peHTHHTH BKJIIOYATH PIBHI YU KBECTH.
(Leaderboards / Rankings | — PiBui/ mporpec (Levels / Progress bars / Progression).
/ Ladders) PiBHi a0 mocTynmoBe HapOUIyBaHHS CKJIAaIHOCTI,
— UYirke Bi10OpakeHHS nporpec y rpi.
LiJIed, BignoBinHicTe | — [lporpecis ckmagHocti / amantuBHicTh (Difficulty
I[UTBOBUM KOMITETCHITISIM. scaling / Adaptive challenges).
— Ilporpec / inaukatopu | — 3aBaHTaxyBaHMi /  po30JIOKOBAaHMNA  KOHTEHT
nporpecy (progress bars). (unlockable content).
— ComianbHi eJIEMEHTU: | — 3BOPOTHHUH 3B’S30K (MUTTEBHU / peryisipHuii), mood
KOHKYpEeHIlis / ciiBmparis / IpaBli 3HaJW, SIK 1M MpPalLOBAaTH, L0 BAJIOCH, IO
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B3aEMO/IIS (Social tpeba mokpamuth. (Feedback / Immediate Feedback/
interaction / Competition / Feedback loops)

Cooperation / Teamwork / | — O6mexeHi pecypeu (scarcity / limited resources).
Guilds / Teammates). | 3. Ecretuika rpu (Aesthetics / Visual & Audio Design /
Competition /| Atmosphere).

Leaderboards. — BiyanpHmii Ta 3BYKOBHMW JM3aiiH, 3araJbHH
KonkypeHnuisi, peiTHHTOBI aTMocepHuit edexr, CTHJIb, 0(pOpMIIEHHS
TaOIHUII 9K 1HII iHTepdeticy.

BioOpaxkeHHs TOro, XTo | — Narrative / Storyline / croxer/ Croxer / Hapatup /
KpaIiuii/mocsr OutbIe. ictopis/ Tematuune opopmienns (Narrative / Story /

Storyline / Theme / Storytelling) - cTBopenHs ictopii,
HapaTUBHOTO KOHTEKCTYy, I100 HagaTH 3MICT 1
3aHypeHHs. ['pa sk irpoBuii cBIT ab0 irpoBa Mara.

— Immersion / Fantasy / Game Fantasy. CtBopeHHs
iIrpoBoro cBITYy, ‘“‘aHTazii’, nu3aliHy, 110 3aHYpIOE€
IpaBIsl y KOHTEKCT, SIKUH BIIPI3HAETHCS Bl peaIbHOTO
abo0 Mae TBOpUY YSIBY.

— Atmosphere / Mood / Sensation / Fun. EMomiiinnii
HACTpid, BIAUYTTS uepe3 Au3aiiH, ayaio, rpadiky, 110
miATpuMye 3anydeHHs. BizyanpHi Ta aymioedextu /
muzaiiH  HTepdeiicy (Aesthetics / Visual design /
Sound / UI/UX elements).

— Jlerkicte B3aemoii (usability).

4. JTocein rpasis (Player experience / User experience).

— BiguyrTs kopucTyBaua: SK JIETKO/3pY4HO TpaTH,
iHTEepdeiic, KOHTPOJIb, yTPUMAHHS YBaru, MOTHBAITIS.

— Asarapu / nepconamizariis mpoditto (Avatars / Profiles
/ Personas).

— Bubip / aBroHOMIs / utax BuOopy (Choice / Autonomy
/ Freedom to fail / Multiple paths).

— Tlcuxonoriyfi iIrpOTUIIN TPABIIS.

dopmanizaiis eneMeHTIB reimidikaiii Ta irpoBOro AW3aiiHy cTajla OCHOBOIO IS
CTBOPEHHS aHAJIITUYHOT TaOJIMIII SIK MaTPHIIl CIIOCTEPEKEHHsI Ta OLIIHKYA HAaBYAJIbHUX OHJIAMH-
mwiargpopm. Ha ocuoBi mozeneii MDA (Mechanics—Dynamics—Aesthetics) [55] ta DPE
(Design—Play—Experience) [56] Oyno Buokpemiero 21 iHaukarop reimidikaiiii Ta irpoBoro
nu3ainy (auB. Tabmn. 1). [naukaropu Oys0 3rpynoBaHo 3a OJI0KaMu: eleMeHTH reiimidikartii Ta
€JIEMEHTH I'POBOTO Iu3aiiHy (MeXaHiKka rpH, TUHaMiKa, €CTeTUKa Ta JOCBII IPaBIIs).

Koxen iHIuKaTop oliHIOBaBCA 3a HasSBHICTIO / BiacyTHicTio (1-0) Ta piBHeM peanizarii
(0-2, ne 2 — moBHa peaizailist einemenra, 1 — gactkoBa, 0 — BiICyTHS).

Jns koxkHOI minatgopMM 3IiCHIOBAaBCA: BXiJl KOpPUCTyBaua (CTBOPEHHsS AaKayHTa,
TECTOBUH KypcC); CKPHUHIHT iHTep¢eiicy Ta HaBUaIbHUX MOJYJIB; (iKcaliss HasBHUX
reiiMipikoBaHUX eeMeHTIB (6anu, OeH ki, Mporpec, CIOKETH, TaliMepH TOLIO).

OTpumaHi JaHi 3aHOCHIMCS A0 TaOiaumi JUIsi MOJANBIIONO MOPIBHSAHHA MK
wiar¢popMamu. 3IIHCHIOBANOCS TPYIyBaHHS 3a JIBOMa THMNAMU IIaT(opM: KOHTEHTHO-
opientoBadi (MOOC, Bineomnardopmu); BuUKIaganbko-opieHToBaHi (LMS, cucremn
yIIpaBIIiHHS HABYAHHSIM).

InTepnperanisi cTany BIpOBazkeHHs eJIeMeHTiB reiimigikanii Ta irpoBoro qusaiiny
B KOHTEHTHO-OPi€HTOBaHMX IuIaTdopmax st HaBYaHHA. B Ykpaini cydacHuil cekTop
OHJIAH-0CBITH copmyBaBcs micis 3anmycky nepmux MOOC- ta edtech-nipoexTiB y cepeauHi
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2010-x pokiB i1 iHTeHCHBHO po3BUHYBCs micis 2019-2020 pp., konu mangemis COVID-19
KapIMHAJIGHO TPUIIBUAMIMIA UU(POBI3AIl0 HABYAHHA: 3’ABHIMCA W MaclITadyBasucs
KOHTEHTHO-OpI€EHTOBaHI MmiIaTgopmu (TMpoBaiiepd TOTOBHX KypCiB 1 BiZ€OYpOKiB, Harmp.,
Prometheus, EdEra, nepskaBHi iHIilliaTUBM) Ta BHKIAJAAIbKO-OPIEHTOBaHI BIPTyaldbHI KIACH
(iHCTpy™MeHTH misi opraHizaiii 3ausaTh — Google Classroom, Microsoft Teams, iHCTUTYIIIHI
LMS). 3 2020 poky aepkaBa CTBOpHWJIA Ta IPOCyBaja PECypCH, OPIEHTOBaHI Ha MIKUIBHY
aymuTopito (Hanmpukian, «BceykpaiHchbka INKoJia OHJIAWHY») W IHIIATUBUA 3 MIATOTOBKHU
BunTeniB [57].

MinicrepcTBo ocBiTh 1 Hayku Ykpainu y 2022 pomi miArotyBajo Mepelik OHJIaiH-
pecypciB Ui BIOCKOHAICHHS! HABHYOK 1 CAMOPO3BUTKY, KM OXOILTIOE HAUOUTBII MTOMYIISIPHI
KOHTEHTHO-OPIEHTOBAHI OCBITHI INIaT(OpMH, 0 IPONIOHYIOTh MACOBI1 BIAKPUTI OHJIAHH-KypCH
(MOOC) abo naBuanbHl MaTepiaivd Ui pi3HUX PIBHIB ocBith [57]. Jlo HBOTO YBiMIUIM
mikHaponHi pecypcu (Coursera, Khan Academy, edX, Udacity, Udemy, FutureLearn,
OpenupEd, Iversity, Stanford Open edX, Codecademy, Apple iTunes U, Duolingo, TED) Ta
yKpaiHcbki ocBiTHI iHiniatuBu Prometheus, EdEra (Education Era), BYM (Binkputuii
yHiBepcuteT Maiinany). Yci BOHM OpIEHTOBaHI MEPEBAKHO Ha CAMOOCBITY, PO3BUTOK
1M(pOBUX HABUUOK, MOBHY Ta IIpo(deciiiHy NiArOTOBKY, 1110 CBITYUTH PO nepexiy YKpainu 10
r71006aIbHOT €KOCUCTEMU OHJIAMH-OCBITH.

AHani3 HasgBHOCTI eJeMeHTIB TeWmidikaiii Ta IrpoBoro au3ailHy B KOHTEHTO-
OPIEHTOBAHUX IIATGOPM Ui HAaBYaHHSI IOKa3ye, 110 BCi 11 IIaT(GOPMU OPIEHTYIOTHCS caMe Ha
IrpoB1 M€XaHI13MH MOTHUBAILlli, 3aCTOCOBYIOYH cHCTEMY OaiB, 3aBJaHHS 3 PIBHAMU CKJIaIHOCTI,
cepTu(dikaTi Micas 3aBEpIICHHS] KypCy, PEUTHHIH (IIPH YOMY CaMUX KypcCiB, a HE YCIIXIB
CTYJICHTIB), ICTOPIi yCITiXy, MOKIIUBICTh «BIJICTEKYBATH CBIl HaBYAIBHUHN TIporpecy (mporpec-
0ap). Udacity 3acTocoBye cepiro 3aBnanb sk kBecT («Nanodegreey»), edX — Micii, CUMyIAIIii.
AHaJi3 KOHTEHTHO-OPIEHTOBAaHMX HaBYAJIBHUX TUTAT(HOPM MIPEACTABICHO Y TaOIHII 2.

Tabm. 2.
Orminka reimigikairii Ta irpoBOTo0 JU3aifHy B OCBITHIX KOHTEHTHO-OPI€EHTOBAHUX
OHJIAIH-TUTaT(hopMax

[%2)
g % c E é © o §
Ne Enement / InguxaTtop g % S & % E % E %Q
o) > N S Ll 4] <
S) a) < = =
1. EnemenTu reiimigikamii
1 | Bamu / ouku (Points/XP) 1 1 2 1 1 1 0 1
2 Beiimki / Haroposu 1 1 2 1 0 0 0 1
(Badges/Rewards)
3 | Keecru / 3aBmaunst / micii 1 1 2 1 1 1 0 0
(Challenges/Quests)
4 | JlinepGopau / pedTuHri 0 0 2 1 0 0 0 1
(Leaderboards)
5 | Iporpec / ingukatopu (Progress 2 2 2 2 2 2 1 2
Bars)
6 CouianbHi en1eMeHT! 1 1 1 1 0 0 0 1
(Competition/Cooperation)
7 YiTKICTh IIJIEH / KOMIIETEHIIII 2 2 1 2 2 2 2 1
(Goal Clarity)
2. Mexanika rpu (Mechanics)
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8 | Cucrema npaBuir/paMox 1 1 2 1 1 1 0 1
(Rules/Constraints)

3. Aunamika rpu (Dynamics)

9 | Tatimepu / yacoBi OOMEXECHHS 0 0 2 0 0 0 0 1
(Time Limits)

10 | PiBHi/ mporpecist cki1agHOCTI 1 1 2 1 1 1 0 1
(Levels/Scaling)

11 | Po30nokoBaHUI KOHTEHT 1 1 2 1 1 1 0 0
(Unlockable Content)

12 | 3Bopornuii 38’130k (Feedback) 2 2 2 2 2 2 1 1

13 | Obmexeni pecypcu (Scarcity) 0 0 1 0 0 0 0 0

4. Ecreruxa rpu (Aesthetics / Visual & Audio / Atmosphere)

14 | BizyanbHuii/3ByKOBHH AU3aiH 2 2 2 2 1 1 1 1
(Visual & Audio Design)

15 | Croxer / HapaTHB / TeMaTH4He 0 0 1 0 0 0 0 0
oopmieHHS
(Narrative/Storyline)

16 | 3anypenns / danrasis (Immersion 1 1 1 1 1 1 0 0
/ Fantasy)

17 | Armocdepa / HacTpiit / 1 1 2 1 1 1 0 2
3anoBoseHHs (Mood / Fun)

18 | Jlerkicts B3aemonii (Usability / 2 2 2 2 2 2 2
UX)

5. ocein rpasus (Player Experience)

19 | ABarapu / nepcoHaiizaris 1 1 2 1 0 0 0 1
(Awvatars / Profiles)

20 | ABronowmis / Bubip (Choice / 2 2 1 2 2 2 1 1
Autonomy)

21 | Ilcuxonoriysi irpotumnu / 1 1 2 1 0 0 0 1

BHYTpilHs MotuBauis (Player
Types / Intrinsic Motivation)

EnemenTtun refimidikaiiii Ta irpoBoro am3aiiHy HaHOUIbII MPOSBICHI B aMEPUKAHCHKUX
miatdopmax Duolingo, Khan Academy. Tak, Duolingo 3acTocoBye MOBHOIIIHHY CHCTEMY
I'pOBUX PIBHIB, BUHArOPO/I 1 MOJACHHUX LUICH 1JIs1 BUBYCHHS 1HO3eMHUX MOB. [Imatdopma €
YMOBHO 0O€3IJIaTHOIO (3 peKJIaMO0 Ta J0JaTKOBMMH (yHKIissMu y Bepcii Duolingo Plus) 1
JOCTYIHOIO0 B YKpaiHi, OJJHAaK BUKOPUCTOBYETHCS MEPEBAXKHO 1HIMBIAYaIbHO, 11032 MEXAMHU
dbopmanpHOi ocBiTH. Khan Academy — OesmnatHa miuatdopMma 3 aJanTUBHOIO CHCTEMOIO
HaBYaHHs, SKa MICTHTh OKpemi reriMmipikoBani enemeHTu (0anmu, OCHIKi, JTOCATHEHHs), il
TOJIOBHUM AaKIEHT — Ha KOHTEHTHO-OPIEHTOBAaHOMY caMmMoHaBuaHHI. B VYkpaiHi BoHa
BUKOPHUCTOBYETHCS OOMEKEHO, 3[eOUIBIIOr0o sK J0JaTKOBHH pecypc. IrpoBi enemeHTH
MPUCYTHI Y BUIJISAL AOCATHEHb 1 TPEKIHT'y MPOTpecy, OJHAK HE CTBOPIOIOTH MOBHOLIHHOTO
irpoBoro cepenosuiia. Bapro 3a3HaumTy, mo 1i miaarGopMu He iHTerpoBaHi B OQILiHHY
CHCTEMY OCBITH, BUKOPHUCTOBYIOTbCS J0JaTKOBO ((haKkyabTaTHBHO), MalOThb MOBHI 0ap’epw,
noTpeOyroTh U(PPOBOi TPAMOTHOCTI.

VYkpaiHChKI IIKUIbHI OpHUIHI KOHTEHTHO-BUKaAabKi LMS-imatgopmu «Ha Ypok» Ta
Bceeykpaincbka mkona onnaiin (BIO) opieHToBaHi Ha irpu. B HHMX BHKOpPHUCTOBYIOTBHCS
cucTeMu 0alliB, peTHHTIB, OCi/IXKIB, a TAKOXK OHJIAH-KOHKYPCH M OJIIMITia iy 3 HAropoJaMH Ta
MOJKJIMBICTIO BIICTEXKYBATH BJIACHHH HaBYaJIbHUI IpOTrpec.

Brim, HasBHICTH cepTudikaTiB, OeWIKiB, «Iporpec-Oapy» — 1€ JHIIEe 30BHILIHS
MOTHBAIlis, a HE MOBHOIIHHA reiMidikaimis HaBuaHHS. L[i eneMeHTH TepeBaXHO MAalOTh
1H(pOPMATHBHO-OIIIHIOBAJILHUN XapakTep, a He irpoBuil. CepTudikaTi B MeXax OHJIAHH-KYpCiB
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€ a/IMiHiCTPAaTHBHOIO, a He irPOBOIO BUHATOPOI010. Floro GyHKIIi€I0 € 3aCBiqUeHHs 3aBepIIeHHS
KypCy, a He MATPUMKA HABYAIBHOTO MpOIECY 4Yepe3 BUKIMK a0 IHTepakTuB. [Haukaropu
Iporpecy Juile BiZoOpakaloTh BUKOHAHHS 3aBJaHb, HE CTBOPIOIOYH IOYYTTS BUKIUKY YU
IrpoBO1 TUHAMIKH, a TECTOBI CHCTEMH 3/1e0UThIIIOr0 3a0e3MmeuyroTh MiHIManbHUHN ¢igdek 6e3
EMOIIIIfHOT a00 CIOKETHOT 3alTydeHOCTi. BHACIIIOK 1IhOTO HABYAIBHUN JIOCBII 3aJIUIIAETHCS
paIioHaTbHO CTPYKTYPOBaHHM, ajieé HE «IrpoBHM» 3a CBO€r mpupoaoro [58]. Tomy
ceptudikaTi, pSUTUHTH YW 3HAYKH, SIKI 9acTO IMO3UIIIOHYIOTHCS SIK €JIEMEHTH TehMidikarrii,
BUKOHYIOTh (DYHKI[IIO 30BHIIIHIX BHUHAropoj, 1 CyTTEBO HE BIUIMBAIOYM HA BHYTPINIHIO
MotuBanito [59]. Tabmumi mepeMoXuiB 1 pe3ynbTaTH KOHKYPCIB € pajlie peHTHHraMu
YCIIIIHOCTI, HDK IrpOBUMH MEXaHIKaMH, KOHKYPEHIisl Y TypHipax BinmOyBaeThcs 0e3 crriBmparti
Yy KOMaHJHOi rpu. OCHOBHaA HaByaJbHA MOTHBAIlll € 30BHINIHBOIO (CepTU]IKAT, PEUTHHT,
OIlIHKAa), a HE BHYTPIIIHBOIO, SIK «I'POBE 3aJ0BOJICHHS», HABITh SKIIO MPOTPaB. 3aBIaHHS
MalTh (OpMY TECTIB 1 KOHKYPCIB, aje 0e3 HapaTUBHOTO KOHTEKCTY ab0 TeWMILICHHOTO
«uuIsIXy». Mera HaB4aHHSI (POPMYIIOETHCS YITKO, ajie HE B ITPOBUX KATEropisix («IOCITHYTH
PIBHS», «BLAKPUTH HOBUH eram»). IlpaBuiia mpoXoJKEHHS TECTIB 1 KOHKYPCIB YHUKAIOTh
reimipikoBaHUX  MEXaHIK  (HaNpuUKIaA, «CTpIUKa  OKUTTA»,  «CIOpOOW»,  «TOYKHU
caMmo30epeKeHH», «MeXaHIka mporpamry»). JlemmaiiHu Ha BUKOHAaHHA 3aBJaHb €
TUCHMIUTIHAPHUMHU, a He irpoBumH. ToMmMy JIuMHaMika HaB4aHHA € cTpec-(akropoMm 0e3
eMoIliiiHoi BUHaropoau. PiBHI ckiiagHOCTI 3aBIaHb (popMalibHI 1 HE IHTETPOBaHI B IFPOBY
muHaMiky. JlocTym 10 KOHTEHTY HE  BIIKPHBAETHCS TOCTYIIOBO  3aJIEKHO  BiX
IrPOBUX/HABUAIBHUX JIOCSTHEHb. TeCTH 3 NpPaBUIbHUMH/HENPABUILHUMHU BIANOBIIIMHU
MoAalThes 0e3 MoTuBaliiHOTO (i10eKy uu Bi3yadbHOI peakiiii. HapuanHs He mojaeTbes K
rpa abo croxker. [HTepdeiic onnaiH-IaTGOpPM HE 3aHYPIOE B HABYAHHS SK B I'POBUM CBIT 3
ITPOBUMH MOKITMBOCTSIMU. [IpoX0KeHHsI KOHKYPCIB HE CTBOPIOE «haHoBO» (fun) ckiagoBoi.
OcTaHHA € eIeMEHTOM IrPOBOTO JIOCBITY — OTPUMAHHS TMPOBITHOT EMOIIIi: «JIETKUA BHUTpaID,
«Cepho3Ha ImepeMoray, «colliaibHa KOPUCHICTHY To1lo). [Ipodine kopuctyBada mogaerbes 63
I'pOBOi ICHTUYHOCTI. ABTOHOMISI YUHS/CTYJIEHTa YMOBHA, aJK€ KOPUCTYBad MOKE 00MpaTh
TECTU U KypcH, ajie €3 eJIEMEHTIB CIO)KETHOTO BHOODY.

I'eitmidikaris nepeadavae MuTTeBU (Pindek (Haropou, MmiaKa3Ku, peakirii), TOIl sIK y
3BUYAHHUX Kypcax OIlIHIOBaHHsS BimOyBaeThcsl moctdaktym. KopucryBau He BimdyBae cebde
YYaCHHKOM IHTEPAKTHUBHOI MOJIi1, a JIUIIe ciyxadeM a00 BUKOHABIIEM 3aBaHb. Y OUIBIIOCTI
mw1aTGopM KOPUCTYBay MPOCTO CIIOKHUBAE KOHTEHT, BIH HE € «TPaBIEM», KU J10J1a€ PiBHI,
BIIKpPMBA€E HOB1 MOKJIMBOCTI UM 3MaraeTbcs 3a pe3ysibTaT. Taka moBepxHeBa peajizallis 4acTo
TPaKTYEThCS K «pointsificationy — peaykiris reimidikarmii 10 «6aiiB, OHKIB 11i1epOOPIIBY,
0e3 CTBOpPEHHS IrpoBOro JOCBiAY YH eMolliifHOTro 3anydeHHs [60], [61].

Omxe, OUIBLIICT, OCBITHIX KOHTEHTO-OPIEHTOBAaHMX OHJIAWH-TUIATGOpPM HE €
reiiMi)ikoBaHMMH y TIOBHOMY CEHCi. IXHs cHCTeMa MOTHBALii 6a3yeThcs HA OIIHIOBAHHI,
cepruikailii Ta 30BHINIHIA BUHArOPOi, a HE HAa IrPOBOMY IPOLIECi, BUKIMKAX, CIOKETI 4d
EMOIIIfHOMY 3aJTy4eHHI.

3acTocyBaHHsl eJleMeHTIB reimigikanii Ta irpoBoro au3aiiHy B HaBYaJbHHX
OHIaMH-IIaTOpMAaX, OPIEHTOBAHMX HAa BHMKJaja4ya. Buxiaganbko-opi€eHTOBaHI OHJIAH-
mw1aTGOpMU BIIPI3HAIOTHCA Bil KOHTEHTHO-OPIEHTOBAHUX THUM, IO JO3BOJISIIOTH BUKJIQAady
CTBOPIOBAaTH BJIACHI KypCH, KepyBaTH TIpylnaMH CTYICHTIB, 3A1HCHIOBATH OLIHIOBAaHHS Ta
KoMmyHikanito. J{o Takux mnatgopm Hanexars Google Classroom, Moodle, Microsoft Teams
for Education, ClassDojo. OrmiHka cTaHy BIPOBa/DKEHHS IrPOBUX €JIEMEHTIB y BHUKJIAJallbKO-
OpIEHTOBaHI HaBYAIbHIL IUIATGOPMU y3araibHeHa y Ta0nuii 3.
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Tabu. 3.
Ominka reiimigikanii Ta irpoBoro au3aiiHy B BUKJIQIAIbKO-OPIEHTOBAaHUX OHJIANH-
iatopmax JJisi HaBYaHHS

HINE AR
9| T S Q S
Ne Enemenrt / Inqukarop S a 8 [ 2 2
Os = ) < )
O = O O
1. EnemenTtu reiimiixamii
1 | bamgu/ ouku (Points/XP) 0 0 0 1 2
2 | beiimxi / Haroponu (Badges/Rewards) 0 1 0 1 2
3 | KBectu / 3aBnmanns / micii (Challenges/Quests) 0 0 0 1 2
4 | Jlinep6bopnu / peritunru (Leaderboards) 0 1 0 1 2
5 | Iporpec / ingukatopu (Progress Bars) 1 1 1 2 2
6 | Comianshi enementr (Competition/Cooperation) 1 2 2 1 2
7 | Yitkictp uineii / komnerenuiit (Goal Clarity) 1 2 2 1 1
2. Mexanika rpu (Mechanics)
8 | Cucrema npasuir/pamok (Rules/Constraints) I 0 I 1 I 1 I 1 I 2
3. Munamika rpu (Dynamics)
9 | Taiimepu / yacosi oomexenns (Time Limits) 0 1 0 0 2
10 | PiBHi / mporpecis cknaanocti (Levels/Scaling) 0 1 0 1 2
11 | Pos6nokoBanuii koHnteHt (Unlockable Content) 0 0 0 1 2
12 | 3Bopornuii 38’5130k (Feedback) 1 1 1 2 2
13 | Obmexeni pecypeu (Scarcity) 0 0 0 0 2
4. Ectetuxa rpu (Aesthetics / Visual & Audio / Atmosphere)
14 | Bizyanbnuii/3BykoBuii nu3aitn (Visual & Audio 1 1 1 2 2
Design)
15 | Croxer / HapaTuB / TemaTuuHe o()OPMIICHHS 0 0 0 0 2
(Narrative/Storyline)
16 | 3anypenns / ¢anrasis (Immersion / Fantasy) 0 0 0 1 2
17 | Armocdepa / Hactpiii / 3agoBosenHst (Mood / Fun) 0 0 0 1 2
18 | Jlerkictb B3aemoii (Usability / UX) 2 2 2 2 2
5. Mocsin rpaBus (Player Experience)
19 | ABarapu / nepconani3zanis (Avatars / Profiles) 0 1 1 1 2
20 | ABronowmis / Bubip (Choice / Autonomy) 1 2 2 1 2
21 | TlcuxonoriuHi irpoTumy / BHYTPILIHS MOTHBAITIS 0 1 0 1 2
(Player Types / Intrinsic Motivation)

3 talnuii BUJIHO, IIO aHANi30BaHi IUIaTGOPMH BOHM MalOTh CHCTEMY OLIHOK (0amnw,
PEUTHHTH), 3BOPOTHOTO 3B’S3KY, JA€AIallHU, MOXIHMBOCTI Kojabopalii, Iporpec HaBYaHHS
IPOCTEKYETbCA Y BUIUIAAI BIAKPUTHX HaBYaJIbHMA MOAYJIB, TeM, 3aBJaHb y cTaTycax
«3aBEpILEHO / HE 3aBEPILEHOY, «3apax0BaHO / HE 3apaXx0BaHO», «OI[IHEHO / He OI[IHEHO». BTiMm,
¢byHKIiOHAN U1 TeiiMidikalii Ta iIrpoBOro Iu3aiiHy B UX IUIaTGopMax MPaKTUYHO BIACYTHIH.
IefimidikariiiHi eTeMeHTH BUKOPUCTOBYIOTHCS 130J1b0BaHO (Oanu, Oeilxi, mporpec), aine He
00’eZiHaH1 B HApaTUBHY cucTeMy. BipTyanbHi (oHM Ta Macku B Mexax OHJIAlH-3ycTpiuel He
MaloTh CEMAaHTMYHOI'O MOTHBAIIHHOTO HaBAaHTAXKEHHS.

Buknanau He Mae IHCTPYMEHTIB JJIs1 CTBOPEHHS BJIACHOTO IrPOBOTO CBITY: HEMOXKIIMBO
HAJIAIITYBaTH CIOKET, CIOKETHY MOTHBAILIIO, MEXaHIKy, piBHI CKJIAJHOCTI, TaiimMepu (He
JieJUTaifH1 ), BUHATOpOa (HE OLIHKH), aTMocdepy, Bi3yalbHy €CTETHKY IPH Ta THUI IrpoBOi
3abaBu «fun». JlucuuriiHy He MOXXIUBO OQGOPMUTH SK KBECT YU «IPOBY MOJOPOXK.
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[efimicdikaris 3a1eXUTh JUIIE BiJ aHTa3ii BUKIaaya, a He Bil CHCTEMHU.

IrpoBi enemMeHTH MalOTh 30BHINIHIO MOTHBAIIO (OTpUMaTH 0al 4u cepTHdikar), a He
BHYTpILIHIO (curiosity, mastery, exploration). ['ooBHUIT akIieHT TakuX 11aTGOPM POOUTHCS HA
Me1aroriyHOMY KOHTPOJIL, a HE Ha IrpoBii JMHAMILII.

Cepen HaBYAJIBHHMX BHKJIAJALBKO-OPIEHTOBAHUX OHJIAWH-TUIATGOPM i3 HAUITOBHILIOKO
peanizaliero irpoBux Mexanik Bupizaserscsi ClassDojo, opieHTOBaHa MepeBaykHO HA MIKUTbHUN
piBeHb. BoHa moenHye enemMeHTH mepcoHamizamii (aBarapu), CHCTEMY MOTHBAIIHHUX Oauis,
Bi3yaJibHE BiOOpa)KEHHs MPOTPECY Ta COLIAIBbHY B3a€MOJIII0 MDK yJaCHUKaMU OCBITHBOTO
nporecy. BogHodac croeTHa CKIIaJoBa Ta IrpOBHI KOHTEKCT 3aJIMINAIOTHCS CIPOIICHUMH, a
CKJIaJJHA TeMIU3aiiHepChKa MEXaHiKa BiICYTHSI.

Kananceka rpa Classcraft € mpeameTom AOCTIKEHHS YKpaiHChKUX BueHUx [22]. Is
BHKJIQ/IAlIbKO-OPIEHTOBAaHA HaBYaAJIbHA TuIaTGopMa NMoOyI0BaHa Ha MPHUHIIAIIAX POJILOBOI IPH:
y4H1 00’ €/IHYIOTBCSI B KOMaHI1, OTPUMYIOTh OUYKH JIOCBIY, PIBHI Ta MOKJIMBICTh BIUIMBATH Ha
cnutbHy nuHaMmiky. [lmatdopma siBisse co00r0 IrpoBE OCBITHE CEpEIOBUINE, /1€ HABUYAHHS
MIATPUMYETHCA 3a PaXyHOK reimidikaiii ta conianbHoi JuHaMIkU. [IpoTe /U1 MOBHOIIHHOTO
BMKOPHCTAHHS 1€l IIaTopMu MependadyaloThesl IUIATHI PO3MIMPEHHS. 11 BOPOBAIKEHHS B
YKpalHCBbKUX OCBITHIX 3aKjiafiax oOMexeHe uepe3 MOBHUM Oap’ep, TEXHIYHI BHUMOTH Ta
BIJICYTHICTb IHTETpallii 3 Aep>kKaBHUMH OCBITHIMU CUCTEMAMH.

Buxopucranns ClassDojo Ta Classcraft y BITYM3HSHUX HIKOJIAX 1 3aK/1a/1aX BUILOI OCBITH
3aJIUIIAE€THCSA  eMI30UYHUM, OCKUIbKM oQiniiiHa ocBiTHS 1H(pacTpykTypa Oa3zyeTbcs
MEePEBaKHO HA CHUCTEMax YIPaBIIiHHSI HaBYaHHAM, Takux sk Google Classroom sk yacTuHa
cBitHpOi exkocuctemu Google Workspace for Education ta Moodle, siki 3a0e3meuyioTh
[IEHTPaTi30BaHy B3a€EMO/III0, OIIHIOBAHHS M KOHTPOJIb HAaBYAJIBHOTO TPOIECY, ajieé MICTATH
MIHIMaJIbH1 I'POBI €JIEMEHTH.

[Tormpu HasBHICTH 0a30BUX eleMEHTIB redmidikaiii — cucremMu OalliB, PEUTHHTIB,
ceptudikarTiB 1 BI3yaJlbHUX IHAMKATOPIB MPOTpPeCy — BUKIANAIBKO-OPIEHTOBAHI OHJIAWH-
mnatdopmu (Google Classroom, Moodle, Microsoft Teams) 31e011b110TO peaNTi3yIOTh JTUIIE
MOBEpXHEBY ab0 CTPYKTypHY reiimidikamiro. Ixmiii QyHkiionan cropsMoBaHuii Ha
aJIMIHICTpYBaHHSI HAaBYAJIbHOTO MpOILECY, alleé HE JI03BOJISIE BHUKIJIagaueBl OyayBaTH Kypce K
ITPOBHIA CBIT 13 HAPATHBOM, POJISIMH, PIBHAMHU YU CIOKETHOIO JIOTIKOI0. BicyTHICTh THOOKHX
€JIEMEHTIB IrPOBOr0 AW3allHy — TAaKWUX SK CIEHapii, MepcoHaxi, AMHAMIKa BUKIUKIB a0o
cucteMa «unlockable contenty» — 3ymMOBIIIO€ TIepeBakaHHs 30BHIIIHHOT MOTHBAITIT (OTpUMaHHS
OIIHKY 4M cepTHdikaTa) HaJ BHYTPIITHBOIO (JIOCIIHKEHHS, 3MaraHHs, KpeaTUuBHICTD ).

VY 11boMy KOHTEKCTI reiiMi(ikallis B OCBITHIX CEpEOBHUINAX YacTO aCOIIIOETHCS HE 3
BOyIOBAaHUMHU MeXaHIKaMH I1aTGopM, a 3 MOKJIMBICTIO BHUKOPUCTaHHS IHTETPOBAHUX
IHTepaKTUBHUX J0JaTKiB, TakuX gk Kahoot, Quizizz, Mentimeter, Wordwall, LearningApps,
Baamboozle, 1110 703BOJISIOTH CTBOPIOBATH ITPOB1 TECTH, 3MAraHHs, KBECTH, KpocBopu. Takox
eJIeMeHTH TerMi(ikallii peanizyroTbes Yepe3 IHTEpaKTHUBHI 3aCO0M HaBYaHHS — OHJIANH-JOLIKA
(Padlet, Jamboard, Miro), kaptu 3Hanb (MindMeister, Coggle), mudposi dunemkaptu (Quizlet,
Anki) Tomro, siki 3a0e3MeuyloTh BUIUN PIBEHb B3a€MOJII, CHIBIIpalli Ta 3BOPOTHOTO 3B’SI3KY.
Otxe, HasBHa reimidikamis y OUIBIIOCTI BHUKIAJAallbKO-OPIEHTOBAHUX IIaTGopM Mae
JOTIOMDKHHM XapakTep 1 pealli3yeThesl IepeBakKHO Yepe3 IHTErpallito 30BHIIIHIX CEpBiCiB, a HE
yepe3 BIIaCHY CUCTEMY I'POBOI JIOTIKU UM €CTETUKHU.

PesyabTaTn onuryBanHs Bukjaaga4dis 3BO moxo nocsiny reiimigikanii Ta irposoro
AU3aliHy B OHJIaliH-HABYAHHI.

3 MeToI0 MOTJIMOJIEHOTO PO3YyMIHHS MPAKTUYHOTO JOCBiAY BIPOBAKEHHS €JIEMEHTIB
reiimidikarii Ta irpoBOTO MW3aiiHy B OHIJIAHH-OCBITHHOMY CEpEIOBHINI OYJIO TPOBEACHO
AHKETyBaHHS BUKJIAQJayiB 3aKIaiB BHIIOI OCBiTH YkKpainu. ONUTYBaHHS peali3oBaHO 3a
nonomoroto iHcTpymMeHTy Google Forms i cnpsMoBaHe Ha OTpUMaHHS SKICHHUX BiITYKiB
nefaroriB K MOKa3HUKIB KopucTyBaibkoro noceiny (UX) y B3aemonii 3 oOHIaiiH-
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miatrgopmMamMu HaBUaHHS.

PesynpraT aHKETYBaHHS HE MPETCHIYIOTh Ha PENpPE3CHTATHBHICTh Y MacIITadax yciei
OCBITHBOI CHCTEMH, MpPOTE BOHH BHCTYINAIOTh OapomeTpoMm st Bepudikaiii pe3ynbTaTiB
€BPUCTHUYHOTO aHAJI3y OCBITHIX IuIaTdopM. 3icTaBICHHS Cy0’€KTUBHUX OLIHOK BUKJIAJauiB 3
MOKa3HUKAMH aHAIi3y JO3BOJISIE BUSBUTHU BIIIOBIIHICTD MDK JH3AHHEPCHKUMH PIICHHIMHU
(MDA, DPE-mozieni) Ta pealbHUM HaBYAIBHUM JJOCBIIOM KOPUCTYBAYiB.

VY nocmimkenHi B3sui ydacth 30 BHKIQJA4iB TYMaHITapHUX AMCIUIUIIH 13 3aKjaliB
Bumioi ocitn Oxpecu, Mapiynons (M. KuiB), Mukonaea ta XapkoBa. Cepell peCliOHACHTIB
OyJIM TIPEJICTABHUKYU TaKWUX YCTaHOB, ik HamionansHuil yHiBepcuTeT «OIeChKa MOIITEXHIKAY,
Mapiymnonbchkuii nepxaBauii yHiBepcurteT (M. KuiB), HaionansHuit 1opuquaHuii yHIBEpCUTET
imeH1 SlpocnaBa Mynporo ta YopHOMOpChKMH HalloHanbHHM yHIBepcuTeT imeHi [lerpa
Morwmu. [lonan nonoBuHa pecnoHaeHTIB (56%) MaroTh negaroriynuii ctax moHasa 20 pokis,
0 CBIQYUTH MPO 3aIy4€HHS [0 BHUOIPKM JOCBITYEHHMX NEAAroriyHUX KaJpiB, 3JaTHHUX
KPUTHUYHO OLIIHUTH €(PEKTUBHICTh IUPPOBUX OCBITHIX pillIeHb. 79% onuTyBaHUX MPALIOIOTH B
JTUCTAHIIHHOMY pekumi Ta BUKOpUCTOBYIOTH Google Classroom (83%) 1 Zoom (60%) sx
OCHOBHI OHJIaH-TUIaT(OpMHU 715 opraHizalii HaB4aHHs. MeHnuie nomupeni Moodle (30%) Ta
Microsoft Teams (10%), cottiasibH1 MECEHKEPH JIJIsI KOMYHIKaIIi1l Ta HehopMaabHOT B3aeMOII1
31 crynentamu (23%). Iami mnardopmu (Facebook, Instagram, Canvas) BUKOPUCTOBYIOTHCS
enizoanyHo; MOQOCs, Classcraft Ta Classtime He BukopuctoByroThes. LKiTbHI OHIIANH-
mIaThOpPMU BUKOPHUCTOBYIOTHCS OIIIIOHATIBHO JJIsi aKTyaii3aiii 3HaHb 3700yBadiB OCBITH

(puc. 3).

Y Akux oHnaH-nnathopmax Bu HaldyacTille NpoBoAuTe 3aHATTA? |D KonitoBaTu piarpamy
(MOxHa BUGpaTH KiNnbKa BapiaHTiB)

30 signoeigei

Google Classroom 25 (83,3%

9 (30%)
18 (60%)
Microsoft Teams
Telegram / Viber
Facebook

Instagram

Mnatopmu MaAcoBUX BIOKP. .
Classcraft
Classtime
BceykpalHcbKa WKona oHnamH
Ha Ypox
Canvas

LLKinbHI nNatgopmMu ONLIoH. .

7 (23,3%)

1(3,3%)
1(3,3%)
0 (0%)

0 (0%)

0 (0%)
1(3.3%)
3 (10%)

5 (16,7%)
1(3,3%)

0 5 10 15 20 25

Puc. 3. liarpama pe3ynbpTaTiB ONMUTYBaHHS 11100 BUKOPUCTAHHA BUIIB TUIaTHOPM IS OHJIAH-
HABYaHHS

Ha nurtanus «Yu 3actocoByere Bu irpoBi Meroau abo eneMeHTH reimidikaliii y cBoix

Kypcax?» Tinbku 16% Bukiagadis BinnoBimm «Tak, cucreMatuano», 48% pecroHAeHTIB 1HOA1
3aCTOCOBYIOTh I'POB1 METOH, 8% HE 3aCTOCOBYIOTH 1 HE IJIAHYIOTh LILOTO POOHUTH (pHC. 4).

58



DOI: 10.28925/2414-0325.2025.194

ISSN: 2414-0325. Open educational e-environment of modern University, No 19 (2025)

|£] KonitosaTu piarpamy

Yu 3acTocoByeTe Bu irposi MeToau abo eneMeHTH reiMidikauii y coix

Kypcax?

25 Binnoeinei

@ Tak, cucTEMaTMIHO
@ lHopi

Pigko
@ Hi, ane nnanyw

y

@ Hi, i e Bauy noTpebn

Puc. 4. [liarpama pe3ynbTaTiB OMUTYBaHHS 111070 BUKOPUCTAHHSI I'POBUX METO/IIB

Ha nuranns «Yu € y mnardopmi, Ha kil Bu npaioete, BOynoBani ¢pyHKIII1 reiimigikanii
Ta IrpoBoro au3aiHy?» 56,7% BuUKIaAayiB BIA3HAYAIOTh BIACYTHICTh Takux (yHKUiH, 20%
BUKJIaJ]auiB NTOMIYAlOTh HasBHICTh 0a30BUX MOXJIMBOCTEH, aje iHTerpaiis reimiikaiiHux
€JIEMEHTIB 9acTo MOTpeOye M0MaTKOBUX 3yCHJIb a00 30BHIMIHIX cepBiciB. 13% pecnoHIeHTIB
BKa3YIOThCsI, Taki QYHKIIIT Masio 3po3ymini (puc. 5).

Yu € y nnatdopMmi, Ha AKiA By npautoeTe, B6yaoBaHi QYHKLIT

|D KoniloeaTth piarpamy

reiiMidikauii Ta irposoro AusanHy?

30 signosinen

@ Tak, BOHW 3py4Hi

@ Taxk, ane mano 3posymini
Hi, Takux yHKUIA Hemae

@ DyHruT refmichikaLil nerko iHTerpysaTh
3a JONoMOrolo rinepnocunade Ha
30BHILWHI pecypcu

®c
@ 3aaeThes, TiNbKY aHaniTMKE Ta
PEeRTHHIYBAHHAK

Puc. 5. Jliarpama: HasiBHICTh BOy0BaHUX (YHKI[IH refiMidikaliii Ta irpoBoro 1u3aiHy B

HaBYAJIbHUX OHJIaMH-TIIaTGopmMax

[Ipu oMy 3 mepesiky eJeMEHTIB Teimidikallii BKa3ylOTbCS PEHTHHTH YCHITHOCTI
(43%), 6amu (26%) ta 3maranus (16%), npunuun BunaakoBocTi (10%). [nmi enementu, Taki
SIK MOHETKH, MPUHIUI WIN-Win TOIIO He Mo3HaueHl. 46% pecroHeHTIB BKa3yIOTh Ha MOBHY
BIJICYTHICTh TaKHX €JIEMEHTIB (pHC. 6).

|D KoniloBaTu giarpamy

ki enemeHTH refimidikauil y Bawomy oHnaiH-cepeaoBULLi AOCTYMHI
aBTOMaTW4HO, 6e3 NoTpebu CTBOPIOBaTH iX CaMOCTIMHO YK NigKNoYaTK
[0faTKOBI JoAaTku? (MoXKHa 06paTu Kinbka BapiaHTis)

30 Binnoeinen

Banu 3aoxouyBansHi 8 (26,7%)
Binsnakwn, Geimxi, 3Haqku (Bi 3 (10%)

PeitTuHr yeniwHocTi

CTpiykn nporpecy

Tabnuui ninepis
BipTyanbHi Haropoau / cepTu
MoHeTkw (BizyansHi) AnA 3a
MpyvHUKN BUNaaKoBacTi (paH
MpuHuWn win-win (Be3anporp

13 (43,3%)

JKoane 3 nepeniyeHoro 14 (46,7%)
3mMaraHHA 5 (16,7%)
Tpeba 3aCTOCOBYBATW OKPEM 1(3,3%)
He eukopucToByk 1(3,3%)
Kpocsopa 1(3,3%)
0 5 10 15

Puc. 6. [liarpama pe3ynbpTaTiB ONUTYBaHHS 11010 HASSBHOCTI KOHKPETHUX €JIEMEHTIB
reiiMigikanii B oHaJIalH-TuIaTGOPMI U1 HaBYaHHS
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53% pecnoHICHTIB BiA3HAYAIOTh, IO JKOJHE i3 3alPONOHOBAHUX pIlIEHb IPOBOTO
IM3aiiHy HE peai3oBaHi B OHJIaH-TIaThopMi aBTOMaTHYHO (puc. 7).
AAKi enemMeHTH irpoBoro AusanHy y Bawomy oHnaiH-cepe4oBHLLi LD KonilosaTu piarpamy
LOCTYNHI @BTOMaTU4YHO, 6€3 10AaTKOBWUX IHCTPYMEHTIB YK
HanawTyBaHb?
(MoxHa oBpaTu KinbKa BapiaHTiB)

30 signoeigen

Bizyanizauia Bawaoi ancuun
Irpoei pieHi (level up): npocT..
CTpidKk1 Nporpecy CTyOeHTa..

CTpivku pecypcie ("cTpiuka..
HaagHicTk hopyMy, yaTie an

2 (6,7%)
0 (0%)

6 (20%)

MoxnWeoCTi ANA CTYAEHTIB T.. 2 (6,7%)
Mo#nMBeOCTI ANA CTYAEHTIB. . 2 (6,7%)
ABTOMATWYHO MPONUCYBATH. . 1(3,3%)

Moxnueoct gogaeatw eipty... [—0 (0%)
MoxnuBocTi oDUpaTH KaHp, 1(3,3%)

|HTEpPaKTUBHI MApLLPYTH HaB. .
MoxnueicTe BuGopy TPAEKTO..
JHoaxe 3 nepeniyeHoro
MOXINUBO | €, aNe A He BUKO
Monueo i €, ane He BUKOpPK

16 (53,3%)

Kpoceopa
0 5 10 15 20
Puc. 7. Jliarpama: HasiBHICTh €JIEMEHTIB ITPOBOTO JM3aliHy B HaBUAJIbHUX OHAJIAH-
maThopmax

Buknagadi dacrinie BUKOPHUCTOBYIOTH IMPOCTI 30BHINIHI CEPBICH JUIsl ONMUTYBaHb Ta
iHTepakTuBHUX 3aBmaHb (Kahoot, Quizizz), 1 J>KOJHOTO CIEMiaTi30BaHOTO CEPBICY
reimidikartii. 33% pecnoHIEHTIB B3araji He BUKOPUCTOBYIOTh IHTEPaKTHBHI 3aCO0M HaBYaHHS
ISt irpodikairii 3aBanb (puc. 7).

Yu BUKOpMUCTOBYETE BU [0AATKOBI CepBicK ANA BNPOBaAXeHHs LD Konilosatu piarpamy
irpodikallii HaBYanbHKX 3aBAaHb? (MOXHa 06paTu Kinbka)

30 sBignoeigewn

Kahoot

12 (40%)
Classcraft
Quizizz 11 (36,7%)
Wordwall
LearningApps
Mentimeter 10 (33,3%)
*opgHoro —9 (30%)
Hapasi e He aKTyanbHo AnA M... —1(3,3%)
Tectn 3 "Ha Ypok" Ta BLUO 1(3,3%)
Hi 1(3,3%)
0,0 25 50 7.5 10,0 12,5

Puc. 7 Jliarpama: BUKOpUCTaHHS 30BHILIHIX CEpPBICIB AJIs reiMidikarii HaBuyaHHS
3 50% pecnoHEHTIB, sKi BUKOPHCTOBYIOTh 30BHIIIHI CEpBICH reimidikaliii BKa3yroTh,

110 BUKOPUCTOBYIOTH iX JJIs 3aJTy4eHHsI yBar Ta MOTHUBALil CTYJeHTIB, 60% - Ui epeBipKH
3HaHb CTYJIEHTIB (puc. 8).
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By BUKOPUCTOBYETE irpoBi Nigxoau ans... LD Konitosatu piarpamy

30 signosipgen

CTBOpEHHSA irpoBKX 33BAaHb B
IrpoBOrO NPOEKTYBAHHA CBOET A,...
[na 3anyqeHHs yBaru CTyAEHTIB
[ns mMoTvBaUiT Ta NigBULLEHHA ...
[1nAa nepesipkK 3HaHb CTYAEHTIB
[ns asTomaTtu3auil BMiHb Ta Ha ..

[INA CTBOPEHHA IHTEPAKTUBHOT ...

|7 (23,3%)

15 (50%)

16 (53,3%)

|7 (23,3%)
7(23,3%)

0 5 10 15 20

Puc. 8 Jliarpama: nmepeBakHa MeTa BITPOBAKEHHS 30BHIIIHIX CEpBiciB /s reimidikamii

HaBYaHHS

VY pesynpTaTax ONWUTYBAaHHSI BUABIIEHO, 0 83% pEeCHOHAEHTIB HE BUKOPHCTOBYIOTH
KOMII FOTEpHI iIrpH y HaBYaJIbHOMY Tipotieci (puc. 9).

1 3acTOoCOBYETE BM KOMM'IOTEPHI irpy ANA HaBYaHHA CTYAEHTIB LD KonitosaTtn piarpamy

30 sinnosinei

® Tax
®Hi

Puc. 9 Jliarpama pe3ynabTaTiB ONMUTYBAHHS 110JI0 BUKOPUCTAHHS KOMIT IOTEPHUX irop B

OCHOBHI TIPUYUHU

HaBYAJILHOMY IIPOIIECi
[IOTO BKJIIOYAIOTh BIJICYTHICTh BJIACHOTO IrPOBOTO JIOCBIAY

BUKIIaauiB (46%), HEBU3HAUYEHICTh LIOJ0 MPSMOro 3B’S3KYy MDK IrpaMH Ta HaBYaJIbHUMU
uuisimu (15%), Opak MeToAMYHUX peKOMeHalllii Ta npukianiB BrposaxeHHs (10%), a Takox
0OMeXeHICTh Yacy Ha MIArOTOBKY irpoBux 3aBnaHb (38,5% omnurtanux). JlogaTtkoBo, 4acTuHA
BHUKJIaJ]auiB BiA3HAUMJIA HEJAOCTAaTHI TEXHIUYHI MOXIIMBOCTI, BIACYTHICTh HIATPUMKHU 3 OOKY
aaMiHICTparii abo KoJer, HU3bKHi 1HTepeC CTYJEHTIB 0 irpoBUX (OpMaTiB Ta CIPUHHATTS
reiMigikaiii K «HECEPUO3HOTO» MiaX0oay. BakimBo, IO KOJIEH PECIIOHJCHT HE BBa)kKaB
KOMIT IOTEPHI Irpy HEOPEUYHUMH y BUIIINA OCBITI, IO CBIIYUTH PO MO3UTUBHE CTaBJICHHS JI0
noteHuiany reimigikauii (puc. 10).

AKUL0 He 3acTOCOBYETE KOMN'KOTEPHI irpyu 417 HaBYaHHA CTYAEHTIB, TO LD Konilosati paiarpamy
Yyomy? (MOXXHa BUGpaTU KinbKa BapiaHTiB)

26 Bignosine#

He mato BnacHoro gocsiay y Ko..
He Ba4y npAaMoro 38'A3Ky MK ir_
Beaxato Bieo irpy HEAOPEYHM. ..
BigcyTHi MeTogW4HI pekomeHaa. ..
Bpakye yacy AnA NiAroToskK a...
He mato TeXHIYHUX MOHTUBOCT...
BiocyTHa moTpumka 3 Doky ag...
CTyaeHTH He BUABNAOTL IHTEP. .

CnpuAMaETbCA AK €HECEDWO3H. ..

12 (46,2%)
4 (15 4%)

10 (38,5%)
6(23.1%)
2(7,7%)
2(7,7%)
2(7,7%)
0,0 25 50 75 10,0 12,5

Puc. 10 diarpama: Gap’epy BUKOPUCTAHHS KOMIT FOTEPHHX irop y HaBUaHH1
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[lonpu BUCOKHI piBEHb CKEMNCHUCY LIOJO MPAKTHYHOTO 3aCTOCYBAHHS KOMII IOTEPHUX
irop, iCHye 3HaYHMI TOTEHIAN JJs iX iHTerpamii y HaBuanbHUW mnpouec. HeoOximHum €
HaJaHHS BHUKJIAJladyaM METOAMYHOI MIATPUMKH, OPTaHi3alliiHUX pEecypciB Ta MiArOTOBKA
MPAKTUYHUX PEKOMEHAMIHN 11st e(EeKTUBHOTO BIIPOBAKEHHS TeiMidikallil y BUIiH OCBITI.

JlocmipkeHHsT Mae HHU3KY OOMEXeHb, SKi CIiJ BpaxoByBaTH TpH IHTEpHpeTamii
pesynbratiB. [To-niepie, Bubipka Oyia HeBenmkoro (30 BUKIaAa4diB TyMaHITAPHUX JUCIAILTIH
3 OKpeMuX 3akiaaiB Bumoi ocBitn Oxecu, Mapiynoist, Kuesa, Mukosiaepa ta Xapkosa), 110
00MeXye MOXKIIMBICTD y3arajJbHEHHs BUCHOBKIB Ha BCIO CIIUTBHOTY BHKIana4diB 3BO Ykpainu.
[To-mpyre, maHi IPYHTYBAINCS HAa CAMOOIIHIII BUKJIAAa4diB II0JJ0 BUKOPUCTAHHS TeiMidikarii
Ta IrpOBUX METOJIB, III0 MOK€ BKJIIOYATH KOTHITHBHI Ta COIIAJIbHI YIIEPEKEHHS, a TAKOXK HE
JI03BOJIIE OLIHUTH €MOIllifHe 3ailydyeHHs CcTyAeHTiB. KpiM Toro, 3acTocyBaHHS aHKETH SIK
OCHOBHOTO MeToy 300py iHpopMallii oOMexye INMOMHY aHali3y IHTErpalii IrpOBUX MEXaHIK
y HaBYaJbHHUI MpoOIeC, a pe3ylIbTaTH JOCIHIKEHHS B110OpakaloTh JIMIIE CTaH HA MOMEHT
OTIMTYBaHHS, HE BPAxXOBYIOUHM JAWHAMIKY 3MiH Yy TpaKTUKax BUKIAJadiB Ta OHOBJICHHS
(GyHKIIOHATY OHJIAHH-TUIAT()OPM.

BucHoBKM, NepcneKTUBH MOAAJBIIMX J0CTi/IKeHb. YKpPaiHCbKUN HayKOBUHM JUCKYPC
JNEMOHCTPYE aKTHMBHUU IHTEpec a0 Teimidikaiii, mpoTre OUIBIIICTh AOCTIIKEHh MAaloTh
KOHIIETITYaTbHO-TEOPETUYHUI XapakTep, 30CePeDKYIOUYNCh Ha TMEeAaroriyHuX MOJENsIX Ta
Kelicax, ToA1 K MPaKTUYHUM aHami3 HTerpailii eaeMeHTiB reiiMidikaiiii B oHIaitH-1u1aTGopmu
3aJIUIIA€THCS OOMEKEHUM.

BusHaueHHs OCHOBHHX eNeMEHTIB reimigikaiii Ta irpoBoro AM3aiiHy SK KpUTEpiiB
aHaTI3y OHJIAMH-TUIAT(GOPM JaI0 MOKJIMBICTH CKJIACTH MATPHIIO CIIOCTEPEKEHHS Ta OIIHKU
onnaH-miargopm s HaBuaHHs. [Ipu npomy momemi MDA (Mexanika — JluHamika —
Ecrernka) Ta DPE (Jluzaitn — I'pa — JlocBin) cTarOTh KOHIIENTYaTbHUMH CTPYKTYpPAMH IS
aHai3y ¥ po3poOKH HE JIUIIE ITPOBHX CHUCTEM, a W JUIsi HaBYAIBHUX OHJIANH-TIIAThOPM, SIKi
(YHKIIOHYIOTH SIK (ppeliMH TIeAaroTiyHuX TaKTUK 1 MeToauK. Lle CBimUnTh Mpo KOHBEPIEHITIIO
irpoBoi HaycTpii, IT Ta menarorikm.

SAx koHTeHTHO-OpieHTOBaHI miuatdopmu (Coursera, edX, Prometheus, EdEra), tak i
BHKJIaanbKo-opieHTOBaHi  1wiatdpopmu  (Google Classroom, Moodle, MS Teams)
JIEMOHCTPYIOTh TOBEPXHEBY TeimMidikarlito. [IrpoBuit u3aitH MpakTUYHO BiICYyTHIN. Bukimagaui
KOMIICHCYIOTh 11l OOMEXKEHHs BUKOPUCTaHHsSM 30BHImHIX cepBiciB (Kahoot, Quizizz,
Classcraft), mo cBigquuTh mpo morpedy y BOYJIOBaHUX IrPOBUX IHCTPYMEHTAX.

OnuTyBaHHS Jajio 3MOTY 3’4CyBaTH, 1[0 BUKJIala4l BU3HAIOTh MOTHUBALIIHHUI TOTEHIIal
reiimidikarii, are BUKOPUCTOBYIOTH 1i MEPEeBaKHO Ha €JIEMEHTApHOMY pPiBHI — uepe3 Oaiu,
3aUTIKM, PEUTUHTH, 3MaranHs Ta ceptudikatu. Cepea oCHOBHUX 0ap’€piB — 0OMEKEHHH ITPOBHIA
¢dbyHKIIOHAT OHJIAaWH-TUIaT(HOPM, HEOCTATHIM 0COOMCTUN NOCBiA poOOTH 3 irpaMu, IediluT
yacy ¥ MemaroriyHuX HaBHUYOK IFPOBOTO MPOEKTYBAHHS, BIICYTHICTh METOJUYHHUX
pEeKOMEHIalllid Ta TEeXHIYHA CKJIQJHICTh peanisamii. BomHouyac OUIBIIICTH PECIIOHICHTIB
BBXXAIOTh reiiMidiKallito MepcrneKTUBHUM HAMpPSIMOM PO3BUTKY OHJIAH-OCBITH.

JlocmipKeHHs MoKa3aJio, 0 OUTBIIICTh HAaBYAJIbHUX OHJIAMH-CEepPEeJOBUII A€KIapaTUBHO
IHTErpyroTh reiiMidikallito, ajne He 3a0e3Medy0Th MOBHOIIHHUX IHCTPYMEHTIB /11 ii peanizaii
nejaroraMy. YKpaiHChKI OHJIaWH-TUIATPOPMH OOMEXYIOThCS 0a30BHUMHU aJMIHICTPAaTUBHUMHU
esleMeHTaMu (0anu, peUTHHT Y, cepTHdikaTh) 0e3 IMUOMHHOTO IrPOBOT0 TM3aiiHy, HApaTUBY YU
€JIEMEHTIB 3aHYpPEHHS.

OTxe, iHTerpaiis reimigikamii 3alMIIa€ThCs MOBEPXHEBOIO, a HE CHCTEMHOIO, IO
3HIKYE MOTEHIAI (OPMYBaHHS BHYTPIIIHHO1 MOTHUBALLIT Ta EMOLIITHOTO 3aJIy4eHHS CTYICHTIB.
Jlis mojonaHHS [BOTO PO3PUBY HEOOXiTHO: MiABHINYBAaTH OOI3HAHICTH INOAO E€JIEMEHTIB
reiiMigikarii Ta iIrpoBoro Au3aiHy K po3pOoOHUKIB OHJIANH-TIIATGOPM JUIs HAaBYaHHS, TakK 1
BUKJIQ/IauyiB; PpO3MMPUTH  (PyHKUIIOHAT OHJIAHH-TIIATGOPM  IHTETPOBAHUMH  IFPOBUMHU
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MeXaHIKaMH Ta abJOHaMU IrPOBUX CBITIB; 32a0€3MEYNTH METOIMYHY MIATPUMKY BUKJIAJauiB 1
PO3BUTOK LU(POBOI MEAArOoriyHOT KOMIIETEHTHOCTI; PO3BHBATH MEPCOHATI30BaHY Ta
aZanTUBHY reiMidikamiro i3 3alyd4eHHSM TEXHOJIOTI MITYYHOTO IHTENEeKTYy (HAmpUKIal,
Gembot y Google Classroom). BaxiuBo migTpuMyBaTH MDKIUCHUIUTIHAPHI MPOEKTH, SKI
00’€THYIOTh TIENAroriB, MPOTPaMICTIB 1 JW3alHEpIB, 3 METOI CTBOPEHHS KOMIUICKCHUX
reiimidikoBaHUX OCBITHIX cepemoBuml. Takuil miaxin 3a0e3MeUnTh MOETHAHHS JIUTAKTUIHOT
e(EeKTHUBHOCTI, TEXHOJIOTIYHOI IHHOBAI[IMHOCTI Ta MOTHBAIIHHOT MPUBAOIMBOCTI HU(POBOT
OCBITH.

Jlnisi oCHJIeHHST HAyKOBO1 OOIPYHTOBAHOCTI Ta MPAKTHYHOI aKTyalbHOCTI MalOyTHIX
JOCITI/DKEHb JIOIUIPHO TPOBOAWTH CUCTEMAaTHYHUI MOHITOPUHI CTaHy OCBITHIX OHJIAiH-
m1aTGopM, po3IMIKUPIOBATH KOJIO PECIIOH/IEHTIB (30KpeMa, BUMTENIB IIKUI, YUHIB Ta CTYJICHTIB),
BpaxoBYyBaTH reorpadiuHe pisHOMAHITTS, TUCIUILIIHAPH] BIIMIHHOCTI Ta piBH1 OCBITH. Takuii
MIAX1J JO3BOJIMTH OUIBII  PENPE3EHTATUBHO OILIHUTH €(QEKTUBHICTh BIPOBAHKEHHS
reiimidikarii Ta iIrpoBOT0 AM3aiiHy y HaBUaJIbHHUM MPOIEC 1 BUSBUTH ONTUMAaIbHI METOJAUKH
IHTerpalii IrpoBUX MEXaHIK, a TaK0K CKOPOTUTH PO3PUB MDK aKaJeMIYHUMHM JTOCIIIPKEHHIMHU
Ta OCBITHBOIO MPAKTUKOIO.
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Abstract. The article examines the current state of gamification and game design integration within
Ukrainian online learning platforms. It systematises key game mechanics used to construct an
observation matrix for both content-oriented platforms (Coursera, edX, Prometheus, EdEra) and
instructor-oriented ones (Google Classroom, Moodle, MS Teams). The study revealed that most
educational environments integrate gamification only declaratively, restricting it to basic
administrative features such as points, rankings, and certificates, while lacking deeper elements of
game design, narrative, or immersion. A survey of higher education lecturers confirmed these
findings: educators acknowledge the motivational potential of gamification but employ it mainly at
an elementary level due to limited time, insufficient methodological resources, lack of gaming
experience, and technical constraints. The study highlights that the MDA (Mechanics—Dynamics—
Aesthetics) and DPE (Design—Play—-Experience) models should serve as conceptual frameworks for
developing learning platforms as pedagogical frames of tactics and experiential learning. This
indicates an ongoing convergence between the gaming industry, information technology, and
pedagogy. The article outlines prospects for the development of gamified educational environments,
particularly through the integration of artificial intelligence (Al assistants such as Gembot in Google
Classroom), which may act as interactive game characters. The need for systematic monitoring of
Ukrainian online platforms and the expansion of respondent samples to ensure result
representativeness is emphasised. The paper provides recommendations for improving gamification
and game design practices in digital education.

Keywords: gamification; pointsification gamification; game design; online platforms; online
learning; digital education.
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