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This paper investigates the use of methods and tools for applications
gamification in order to increase user interest. The relevance of the study is due
to the presence of a wide range of applications using gamification methods:
from gaming applications and online stores to interactive movies and the lack of
a single gamification concept. The work is devoted to the study of the
effectiveness of methods and tools of gamification based on the developed
evaluation methodology and predefined efficiency criteria.

B ymoBax chorojieHHs TOpsJ 3 IHIIMMH 1HHOBAIIMHUMHU TEXHOJIOTISIMH
reiimidikanig HaOyna MOMYyJISPHOCTI y OaraTthox cepax JIOACHKOTO JKUTTS: B
iHpopMmaTuIll, B OCBITI, B TyMaHITApHUX HAyKaX, B CEKOHOMIIl Ta I1HIIHUX.
I'efimidikariss — e MmiaXiJa, OpIEHTOBAHHMK Ha 3aIllKaBICHHS KOPHUCTyBaya, IO
30UIBIIy€E BIABIAYBAHICTb Ta NPUBAOJUBICT MPOAYKTY. 3a JOIMOMOIOIO
3aXOILTIOI0YOT0 IIPOIECY B3aeMOIi KOpPHUCTyBaya 3 J0JIaTKOM, PO3pOOHHK abdo
3aMOBHUK 3MOXKE€ OTpUMAaTH OUIbLIE KOMEPLIMHOrO NpHOYTKY, HIXK HOro
KOHKYPCHTH.

Opnak, mo0 po3poOutn e(eKTUBHE, 3 MApPKETUHIOBOi TOYKH 30Dy,
porpaMHe 3a0e3MeUeHHs 3 IrPOBUMHU €JIEMEHTaMu, HEOOX1THO JTOIILHO 00paTH
miaxin po #oro pospooku. Ha nymkxy K. Bepbaxa, ¢axiBus B 006macTi
reiimidikarii, y chepi po3poOKd AOJATKIB 3 ITPOBUMH €JIEMEHTaMU HEOOXiTHO
BpPaxoOBYBaTH TPH OCHOBHMX MpaBWJIA: «IOJOPOX» TpaBIlsd, OallaHC 1 HaJaHHS
BpakeHb (1ocBiny) [1].

Y nuzaiiHi A0JaTKIB 3 ITPOBUMH  €JIEMEHTaMU OJHUM 3 HaWOUIbII
palioHabHUX 1 YHIBEpCAIBHUX PIIICHb € ITepaTUBHA po3poOKa (aHIII. iteration —
NOBTOpPEeHHs) [2], 1m0 mnependadae CTBOPEHHS MPOrPAMHOrO  MPOAYKTY
napajielbHO 3 TECTyBaHHSAM PO3POOJICHOTO MPOTOTHITY KOHTPOJBHOIO TPYIIOHO i
NOJAJbIIUM aHaMI30M pe3ynbTaTiB. lliciga Takoro aHaimizy momepenHi eTanu
PO3pOOKH KOPUTYIOTHCS 3 YpaxXyBaHHSIM BUSIBJICHUX HEJOJIIKIB, JIAIOUYM TTOYATOK
HOBOMY YMOBHOMY IHMKITY «IUTAHYBaHHS — peajizallis — mepeBipka — OIliHKa» ax
JI0 OTPUMAaHHS KIHIIEBOTO TIPOIYKTY.

["onoBHUM cepel iepeBar iITepaTUBHOTO MiIXOY JJIE CTBOPEHHSI JOJATKIB 3
ITPOBUMH MEXaHIKaMH € HasSBHICTb 3BOPOTHOTO 3B'SI3KY TECTYBAJIBHUKIB a00
KOPHCTYBa4iB B PEKHUMI PEATBHOTO 4Yacy, IO JO03BOJSE OIIHWUTH YCIHIITHICTh
MPOEKTy Ha paHHIX eramax po3poOku. Ha choromgHi icHye KijgbKa METOJIB
reiimMidikariii 70JaTKIB 3 METOFO MiABUIINICHHS 3aIl1IKaBJICHOCTI KOPHUCTYBAYiB:
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—rpa B 4ar-0oti. Taka rpa mpoxoauTh y ¢opMari TEKCTOBOTO KBECTY.
Y4yacHUK CTHUKAa€TbCd 3 HEOOXIJIHICTIO MpUHAMaTH pIIIEHHS — O00upatu 3
aJIbTEPHATHUB, TIPOMIOHOBAHUX HOMY Tporo. 3a MPAaBWIbHI PIILIEHHS BIH OTPUMYE
BUHAropoJy, 3a HEBIpHI — mTpad;

— reiimiikarisgs caity abo i1HTepHeT-mMarasuHy. Ha caiT kommanii abo
IHTepHET-Mara3uHy 3aJTy4aroTh ITPOBI MEXaHIKUA: PEUTUHTOBY CHCTEMY, OSHDKi
JIOCSTHEHbB, ITPOBY BaJIOTY Ta MiHI-irpu. Bci 11l eleMeHTH MpalioroTh K €1uHa
CHCTeMa, 3aHypIOIOTh IMOTCHIIIMHOTO KIIiEHTa B arMocdepy TpH, IO CIIPHSE
IT1IBUIIICHHIO 3aIlIKaBJICHOCTI KOPHUCTYyBava Ta 30UIBIISHHIO MPOAAKIB Ha CAMTI;

— flash-rpa. YuacHuky noTpiOHO 3/ificHIOBaTH OJHI M Ti K MEXaHI4Hi Jii —
J07IaTh TEpemKoAn Mia 4Jac Oiry abo yHMKaTH aBapii Ha >kBaBiil Tpaci. Yum
Kpallle Tpa€ yYaCHHK - TUM OUIbIIIE IrPOBUX OYOK 3apOOJIS€ 1 TUM OLIBIIE Y HHOTO
IIIAHCIB BUTPaTH IIHHI IPU3H BiJl KOMIIaHIi,

—irpoBa mporpama JosibHOCTI. KiieHTH OepyTh y4yacTh B MiHI-irpax
CIpSIMOBAaHUX Ha MPOCYBaHHsS OpeHIy Komrauii. B mporieci rpu BoHH pOOISITH
«MOTPiOH1 A11» — KYMYIOTh MPOAYKIIII0 KOMITaHii, 3aMpoNIyIOTh APY3iB, JUISTHCS
pe3yJibTaTaMu I'PH B COIIATIBHUX MEPEkKax;

— iHTepakTuBHUN (imbM. KopoTKoMeTpaXkka, CIOKET SIKOT 3MIHIOETHCS B
3aJIeKHOCTI Bij pimieHs rpaBud. [Ipu neperssaal (iibMy y4aCHUK CTHUKAETHCS 3
HEOOXITHICTIO pOOUTH BUOIp, SIKUI1 O€3MOCEPEIHBO BILUIMBAE HA T€, 1110 CTAHETHCS
JIajl 1 YUM 3aKIHIUTHCS 1CTOPIS.

I'efimidikaliis TakoX 3HAWIIA CBOIO HINIy VY [JISJIBHOCTI OaraThox
nianpueMcTB. BoHa 103BoJiss€ 30UIBIINTH 3a1y4Y€HICTh KOMAHJIU y BUPIIICHHI
3aB/laHb, PO3BUHYTU MNpodeciiiHi HaBUYKU, JIAEPCHKI SKOCTI, aJanTyBaTH
KOJIGKTHB, MiAiOpaTy mepcoHall 1 3TypTyBaTH HOTO 3a JOMOMOTOI IMPOBUX
npoieciB. BUKOpPUCTaHHS TICHUXOJOTIT TpU € ayke e(eKTUBHUM, 00 IHOIu
3aliMarOThCS 3 MMOBHOIO BIJIAYOI0 THM, 10 TPUHOCUTH 1M 3a/10BOJICHHS.

B 3B’s3Ky 3 HasgBHICTIO 3HaYHOI KUIBKOCTI METOJIB 1 3ac00iB refimMidikariii,
aKTyaJIbHOIO MTPOOJIEMOI0 € TOCHIKEHHS €()eKTUBHOCTI BUKOPUCTAHHS METO/IIB 1
3aco0iB  Teimidikamii T0AaTKIB 3 METOK IMJIBHINCHHS  3aIliKaBJICHOCTI
KOPHCTYBaYiB.

Bupimennss  miei  npobiem  moJsisira€  y  OPOBEIEHHI  HU3bKI
EKCIIEPUMEHTAIILHUX JOCIIKEHb Ha OCHOBI PO3PO0JICHOI METOIUKH OLIIHFOBAHHSI
1 BA3HAYEHUX KPUTEPIiB €(PEKTUBHOCTI.
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