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The paper analyzes the use of game design elements in modern educational
digital systems. Particular attention is paid to the principles of gamification that
increase user motivation and engagement in the learning process. The study
examines the influence of such elements as points, achievements, levels, and
feedback on the effectiveness of educational platforms. The results demonstrate
that the integration of game mechanics into learning environments significantly
improves user involvement and knowledge retention.

VY cyuacHOMy HU(POBOMY CYCIUIBCTBI OCBITHI TEXHOJIOT1 aKTUBHO PO3BHU-
BaIOThCS, IO CIPUSIE MOSBI HOBUX IMIIXO/IIB JI0 OpraHizalii HaB4aJlbHOTO Mpole-
cy. OmHUM 13 TakWX MiJIXOJIIB € BUKOPUCTAHHS €JIEMEHTIB reM/In3aiiHy B OCBI-
THIX CUCTEMaX, [0 OTPUMAJIO HA3BY reimidikaris.

[eitmidikariss nepeadavae 3acTOCyBaHHSA ITPOBUX MEXaHIK y HEITPOBUX
KOHTEKCTaX /I MiJBUIIEHHS MOTHUBAIli KOPUCTYBauiB. Y HAaBYAIILHOMY cepe-
JIOBUII TaKi MEXaHIKA MOXYTh CIPUSATH OLIbII aKTUBHOMY 3aJTy4EHHIO CTY/ICH-
TIB JIO MPOIECY 3aCBOEHHS 3HAHb.

J10 OCHOBHUX €JIEMEHTIB reMiQikarii HaJIeKaThb:

— cucTeMa OaiB;

— IOCSITHEHHS Ta HATOPOJIN;

— PiBHI IIPOTpecCy;

— PEUTHHTOBI TAOIHIII;

— MUTTEBUI 3BOPOTHUH 3B’ A30K.

3acTocyBaHHS WX IHCTPYMEHTIB J03BOJISIE CTBOPUTH O1JIbII IHTEPAKTUBHE
HaBuajbHe cepenoBuiie. CTyAeHTH OTPUMYIOTh MOXJIHMBICTh BIJICTEXKYBATH
BJIACHUM MpOTrpec, 110 MO3UTUBHO BIUIMBAE HA iXHIO MOTHUBAIIIO Ta 3alliKaBlie-
HICTh Y HaBYaHHI.

Kpim Toro, BUKOpUCTaHHS ITPOBHX €JIEMEHTIB crpusie (HOPMYBaHHIO JOB-
rOTPUBAJIOTO 1HTEPECY 0 HABYAIBHOTO Mpoliecy. 3aBASKA CUCTEMI1 BUHAropo
Ta MOCTYMOBOTO BIJIKPUTTS HOBUX MOKJIMBOCTEH KOPUCTYBayl BIIUYBalOTh IIPO-
rpec Ta JOCSITHEHHS pe3yIbTaTiB.

Cy4acai mudpoBi miatGopmMu aKTUBHO BIPOBAIKYIOTh €IIEMEHTU TeiiMi-
dikarii Ay miaBUINCHHS €(PEeKTUBHOCTI HAaBUaHHSA. 30KpeMa, OCBITHI OHJIAiTH-
KypcH, MOOLIbHI JTOJAaTKU Ta 1HTEPAKTHBHI HAaBYaJIbHI CUCTEMH BHKOPUCTOBY-
I0Th MEXaHIKM TeUMIM3aiiHy JUIsl CTBOPEHHS OLIBIN TUHAMIYHOTO T4 MOTHBYIO-
YOT0 OCBITHHOTO CEPEIOBUIIIA.
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Pucynok 1 — Cxema BILTUBY €JIeMEHTIB reiMidikartii
Ha MOTHBAIlII0O KOPUCTyBadya

[IpoBeneHuii aHasi3 mMokas3ye, 110 BUKOPUCTAHHS €JIEMEHTIB TeUMAN3aiHy
y HaBYaJbHUX IUPPOBUX cUCTEMaX € €PEKTUBHUM 1HCTPYMEHTOM IIiJIBUILICHHS
MoTHBalii KopucTyBauiB. ['eiimidikailis 103BojsIE 3pOOUTH OCBITHIN MpOIEC
OUTBII 1HTEPAKTUBHUM, CIPUSAE KPaLIOMYy 3aCBOEHHIO MaTepialy Ta MiATPUMYE
1HTEpEC CTYCHTIB O HABYAHHSI.

Takum yuHOM, IHTETpaIlis TPUHIUIIB TeMIN3aiiHy B OCBITHI I1aTGopmMu
Ma€ 3HaAYHUN MOTEHLIaN sl MOAAIBIION0 PO3BUTKY CYYaCHHUX OCBITHIX TEXHO-
JIOT1H.
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