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The present paper is devoted to the investigation of gamification in
educational platforms and its impact on student motivation and learning
effectiveness. The work discusses the implementation of such game mechanics
as points, badges, levels, and leaderboards and their influence on students’
engagement and knowledge retention. Moreover, the article contains the
discussion of the issues and challenges related to the adaptation to various
learning styles and student competencies. The research also provides the
summarized information concerning the benefits and drawbacks of gamification
and discusses the necessity to study further its long-term effect and
Implementation patterns in different learning settings.

Y cydacHiii oOcCBITI Jenani Oinbllle yBaru MPHUAUISETHCS TMHTAHHSIM
IiIBUIIICHHS MOTHBAIll CTYJCHTIB, OCKIJILKH TPAIWIIMHI METOIW HAaBYaHHS HE
3aBXKIU BIJIIOBIIAIOTh BHKJIWKaM IMdpoBoi emoxu. I'eiimidikamis, Sk oauH i3
MiIXOMIB 70 MOJIEpHI3aIlii OCBITHBOTO TMPOIECY, CIHPHUSE CTBOPEHHIO
TUHAMIYHOTO Ta 1HTEPAKTHMBHOTO CEpEOBUINA HaBYaHHSA. BukopucTaHHs
IrpOBHX MEXaHIK, TaKUX K Oanu, Oeimki, piBHI, JiAepOOpaU, CIOKETHI JiHIi Ta
KOMaHJHa po0oTa, HE JIMIIE MiJBUIIYE 3aTy4YEHICTh CTYJEHTIB, aje i crupuse
dbopMmyBaHHIO caMmocTiiiHOCTI.  beimxki, Tabmumi migepiB Ta  rpadiku
IPOJYKTUBHOCTI BUKJIMKAIOTh BIYYTTS PO3BHTKY HAaBHYOK, a TaKOX
YCBIJIOMJICHHST Ba)KJIMBOCTI 3aBJiaHb, TOJ1 SK aBaTapd, CHOKETHI icTopii Ta
KOMaH{Ha poOOTa MiICUITIOI0TH COllIaIbHy B3aeMozito [1].

OnauM 13 KITIOYOBHX €(EeKTIB TICIs BIPOBaHKCHHS TehMidikamii € ii
3aTHICTH IIIJIBUIIYBAaTH HAaBYaJbHY MOTHBAIliO. JlOCHIDKEHHS CBiIyaTh, IO
BUKOPHUCTAHHS ITPOBHX €JIEMEHTIB MOJKE 3HAYHO ITiIBUIIUTH 3aIlIKABJICHICTH Y
HaBYaHHI. 30KpeMa, BCTAHOBJICHO, III0 BHUKOPUCTaHHsA Treimidikamii B
OCBITHBOMY TIPOIIECI 3JaTHE IMJABUINYBAaTH ary CTYJCHTIB J0 HaBYaHHS,
IPUYOMY 3pOCTaHHS MOTHBAIi BapitoeThes Bia 8,33% mo 89,33% 3anexHo Bin
KOHTEKCTY BIPOBAIKCHHA [2].

Kpim BmimBy Ha MoOTHBaIilo, reWmidikaiis cOpuse IiIBHIICHHIO
e(DEeKTUBHOCTI HABYAJIBHOTO TIpoIlecy. I[HTEpakTHMBHI METOAM JIONOMAararoTh
CTyJICHTaM Kpallle 3aCBOIOBAaTH Marepiaj 1 pPO3yMiTH CKJIaaHi KoHmemii. Sk
3a3HAYCHO Yy JOCHKeHHAX [2, 3], reimidikaliis MOKe 3MiHIOBAaTH MOBEIIHKY
O/ 3 PaHHBOIO BIKY, BHUKOPHUCTOBYIOUM jauHAMIKy irop. Lled 3B’s30k
MOSICHIOETBCS CHJIBHICTIO MPUHIIMIIB TeiMidikalli 3 ocHOBaMU OiXeBIOpU3MY:
3aKpITJICHHS TEBHOI MTOBEIIHKM Y€pe3 BHHArOPOJM Ta KOPUTYBaHHS HeOakaHOI
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MOBEJIHKM Yepe3 BIJICYTHICTh BHHAropoja abo MeBHI BUAM TokapaHHA. Taki
€JIeMEHTH, K Oanu, Oemki Ta piBHI, NPAIIOIOTh K IHCTPYMEHTH MOTHUBAIIIi,
CTUMYJTIOIOYH aKTUBHY y4acCTh CTYJICHTIB.

[Tonpu 3HauH1 mepeBaru, BIPOBAJKEHHS Teimidikaiii CynpoBOIKY€ETHCS
MEBHUMH BHKJIMKAaMU. 30KpeMa, BaXKJIMBHAM aCIEKTOM € TPaBUILHUN BHUOIp
MEXaHIK, OCKUIbKM PI3HI CTYJEHTH pearyloTb Ha CTUMYJIU MO-pI3HOMY.
Hanpuknan, oaHi MO3UTUBHO COPUHMAIOTh 3MarajibHI MEXaHIKH, TOJ1 SK IHIII
MOXYTh BIJUYBaTH CTpeC y MOJIOHHMX yMoBax. SKIIO piBEHb CKJIAJAHOCTI
3aBJaHb y TPl HE aJaNTy€eThCs JI0 PIBHS 3HAHb CTYACHTIB, 116 MOKE MPU3BOJUTH
70 BTpaTU MOTHBaIlli a00 HaBITh BUKJIHUKATH CTpeC. 3aHAJITO CKJIaJHI 3aBIaHHS
MOXXYTh HETaTUBHO BIUIMHYTH Ha 3aJIy4Y€HICTh, CIPUIMHSIIOUN pO3UapyBaHHS Ta
BTpaty iHTepecy [3]. Kpim TOoro, meski OOCHIAKEHHS BKa3ylOThb Ha Te, WIO
MOYaTKOBUM €(EKT 3alliKaBJICHOCTI MOKE€ IOCTYIOBO 3MEHIIYBaTHCS, SKIIO
CUCTEMa HE aJlalTyeThCs 10 3MIH Yy PiBHI KOMIETEHTHOCTI CTYJEHTIB Ta HeE
MTPOTIOHYE HOBHIX BUKMKIB. TOMY Ba)KJTMBO BUKOPUCTOBYBATH aIaNITUBHI MEXaHIKH
reimidikarii, ki BpaxoBYIOTh 1HIUBITyaIbHI BIIMIHHOCTI Ta CTHJII HABYAHHSI.

Takum uynHOM, relMidikalis JIEeMOHCTPYE 3HAYHUM MOTEHIIAl Yy
IMIJIBUIIICHHI MOTHBAIii Ta €(PEKTHBHOCTI HaBYaHHS, NPOTE i1 BIPOBAKCHHS
BUMAara€ peTeNbHOr0 TMiAXOoay. BIUIMB eneMeHTiB irpoBoro Jau3aifHy Ha
MOTHBAI[II0 3aJICKUTh BiJl €CTETUKH Ta SKOCTI peaiizamii MexaHik. [HmuMwu
CJIOBaMH, BECh MPOIIEC BIPOBAKEHHS reiMidikaiii Biirpae KiI04oBy poJib.

Omxe, reimidikaiiis € MOTYKHUM THCTPYMEHTOM ITiJIBUIIIEHHST MOTHBAIIii
Ta e(hEeKTUBHOCTI HABYAIHLHOTO MPOIIECY, OCOOIMBO B YMOBaX MU(PPOBOI €MOXHU.
BukopucTaHHs iTpOBUX €JIEMEHTIB CTUMYJIIOE€ PO3BUTOK HABHUYOK, 3aJTy4CHICTh
CTYJIEHTIB 1 COIllaJbHy B3a€EMOJII0, MPOTe E€(PEKTUBHICTh 3aJECKUTh BiJ
PETENBHOTO MIAX0ay M0 ii peamizaliii. AJanTUBHICTh TelMidiKaiTHUX MEeXaHIK
€ KIIOYOBUM (haKTOpOM [jIsi 3a0e3MeUYeHHs] TPUBAJIOTO BIUIMBY HA HABYAHHS.
BaxxnuBo BpaxoByBaTH 1HAMBIAYyalbHI OCOOJMBOCTI CTY/ACHTIB Ta OallaHCyBaTH
3MaraibHl ¥ KOONEPAaTHBHI €JIEMEHTH, MO0 YHUKHYTH CTpeCy W 3HIKCHHS
MoTuBallii. ['elimidikaiisi MoOBUHHAa 0a3yBaTHUCS Ha TMEPEBIPEHUX MOJEIIX
BIIPOBA/KEHHS Ta BPaxOBYBaTH MPUHIIUIN aKaJAEMIYHOI JTOOPOYECHOCTI, 100
320€3IeUYNTH BUCOKY SIKICTh OCBITHHOTO IIPOIIECY.

Cnoucoxk BHKOPHCTAHHUX TKCPCII:

1. Sailer, M., Hense, J. U., Mayr, S. K., & Mandl, H. (2017). How
gamification motivates: An experimental study of the effects of specific game
design elements on psychological need satisfaction. Computers in Human
Behavior, 69, 371-380. https://doi.org/10.1016/j.chb.2016.12.033

2. Puspitasari, 1., & Arifin, S. (2023). Implementation of Gamification on
Learning Motivation: A Meta-Analysis Study. International Journal of
Progressive Sciences and Technologies, 40(1), 356-360.

3. Alsawaier, R. (2018). The effect of gamification on motivation and
engagement. International Journal of Information and Learning Technology,
35(1), 56-79. https://doi.org/10.1108/1JILT-02-2017-0009

590



