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This article considers gamification as one of the modern trends in teaching
methods in business, marketing, education and other fields. Gamification can be
used in the formation of sustainable skills; visualization and consolidation of
practical ones that are difficult to demonstrate with the help of traditional
methods. This methodology can become a powerful tool for stimulating the
educational process and ensuring active interaction of students with knowledge,
which contributes to obtaining high-quality higher education.

TenaeHlis noOmYKY €(QEKTUBHMX METOAIB HABYaHHS 34 OCTaHHI POKH
PO3LIMPUIIACS THHOBALIHHUMHU METOJAMH Ta MIJXOJOM JI0 OCBITH, SIKI BKJIFOYAOTh
BUKOPHUCTAHHS 1H(QOpMAUIAHAX TEXHOJOIH, MyJIbTUMEAIRHE OOJIaqHaHHS Ta
OpHIHAIbHI METOJIMKHM HaBYaHHs. BUTbHUI NOCTYyN A0 nepenoBux 1HPOpMaLiiHIX
TEXHOJIOTIA CTBOPKOE YMOBHM JUISl MIJBHMILEHHS SIKOCTI OCBITH Ta ()OPMYy€ HOBHIA
COLIQIBbHUI  TMOPSIOK,  SIKMI  MABMIILYE  NPOAYKTHBHICTH — Opali  Ta
KOHKYPEHTOCIPOMOKHICTB Oy b-SIKOi Iep>KaBu Ha MT00aTbHOMY pHHKY [1]. OnHiero
13 KIFOYOBMX TEHIACHIIN, MI0 3HAXOAWTH BIAOOPAKEHHS y Cy4yacHI OCBITI, €
BUKOPHCTAHHSI 1TOp Ta redmigikaiii Jyist MOKPAIEHHS! HABYAHHSL.

['efimidikartisi, a0 IrpoBUid AM3aiiH, CTOCYEThCS CTPATETTYHOIO 3aCTOCYBAHHS
NPUHLMIIB IMPOBOTO U3aiHY, MEXAHIKM Ta €JIIEMEHTIB Y HEITPOBHUX CEPEIOBHUILIAX.
TexHika cripusie IrpOBOMY Ta IHTEPAKTHBHOMY JOCBIY, MIABHLIYIOYN CIPHAHSTTS
ABTOHOMIi, KOMIETEHTHOCTI Ta 3B’S3KYy MDK KopucTyBadamu. [elimidikauis €
VHIBEPCAJIbHUM THCTPYMEHTOM, SIKMIA CITY>KMTh ISl 30araueHHsl KOPUCTYBALbKOTO
JOCBIly Ta CTBOPEHHS WIHHOCTI B 0ararb0X HaJalITyBaHHAX MailOyTHIX
(axiBiriB [2].

dopMyBaHHSI MPAKTUYHUX 3aBJaHb 3 BUKOPUCTAHHIM METOAIB reiMigikarii
MOXKE BHKOPUCTOBYBArucs il (POpMyBaHHs TEBHMX HABMYOK, Bi3yami3aiii Ta
3aKpIIUICHHS MPAKTUYHUX HABHKIB, SIKI BAKKO MPOJECMOHCTPYBATH 32 JOMOMOIOKO
TPAAUILIIAHIX METOIVK.

Merom reimidikanii OyIyrOTECS Ha TPUPOJHMX JIFOACHKMX THCTUHKTAX Ta
OaXaHHSX OCOOMCTOCTI: KOHKYPEHIUS, JOCATHEHHS, CTaryC, CaMOBUPAXKECHHS,
aTbTPYi3M, PO3B’SI3aHHS 33124, sIKI BAKOPUCTOBYFOThCS JijIsl T1IBAIIICHHST MOTHBAITI1
Ta ©(EKTMBHOCTI HaBYaHHA. B OCHOBI cTparerii redAmidikamii JIeKUTh
BUHArOPO/UKEHHS 32 BUKOHAHI 3aBJAHHS Y BUITIAAl OB, OL[IHKH, CEPTU(IKATIB
TOWLIO TA BU3HAYCHHS PIBHSI ONAHY BAaHHsI 3HAHHAMH [3].
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[elimidikairisi Moke BKItOYard B ceO€ 1HHOBAIIMHI MIAXOAM, TakKi SK
BUKOPHCTAHHS BIPTYaIbHOI PEATBHOCTI, ONOKYEHH-TEXHOJOTIH ab0 IITYy4YHOro
IHTENEKTY, SKI BHKOPUCTOBYIOTH JJIsi CTBOPEHHsS Ta OpraHizauii MpPaKTHYHHX
3aBJIaHb.

OnmHuM 3 BaKIIMBUX acnekTiB reiiMigikaitii B I'T € BIpOBa/KEHHS PSHTHHIIB Ta
KOHKYPEHTHHX EJIEMEHTIB B KOMaHAHI MPoeKTu. Lle cnpusic po3BUTKY KOMaHIHOT
crmiBOpari Ta 30UTbIICHHIO BHYTPINIHBOI MOTHBALli CTYACHTIB I JOCATHEHHS
BUCOKHX PE3YJIBTATIB.

Cepen TpUKIaQiB MPAKTUYHOI peam3anii METOMMKKA Tehmidikami y
HABYAJILHOMY ITPOLIEC] CJTI/1 BII3BHAYMTH HACTYTIHI:

- IrpOBl €JIEMEHTH B HABYaHHI NPOrPaMyBaHHIO, JI€ BAKIMBO PO3BHUBATH
TBOPYMIA Ta aTOPATMIYHKK cnOCIO MUCTEHHs. [ eiiMi(ikaliss CTUMYJTIOE CTyIEHTIB
JI0 TOUTYKY ONTHMAIbHUX PIIIEHb Ta TBOPUOTO KOAYBAHHS,

- CAMYJISIUI  JJ11 MPAKTUYHOTO HaBuYaHHS. BipTyanbHi irpy Ta CUMYJISLi
NPOrPaMHO-aNapaTHUX 3aco0iB JO3BOJSIOTh CTYACHTaM OTPUMATH NPAKTHYHUHN
JIOCBIJI B yMOBaXx JUCTAHIIAHOTO HABYaHHS,

- 3aBJIaHHSl 3 BUKOPUCTAHHSIM CIIEHApiiB Ha OCHOBI peallbHUX 3arpo3 ado
aBapiiHNX, HEOE3MEYHMX CUTYaLlIH 3 BAKOPUCTAHHAM MYJIETUMEIIHHOTO KOHTEHTY.

ExcniepumeHTanbHe  JOCIIDKEHHS 3aCTOCYBAaHHS METOMAIB Teiimidikamii y
BUIIMX 3aknmanax [lompnn Ta YkpaiHu Takux, SIK TECTYBAaHHS, CIIOCTEPEKEHHS Ta
OIMUTYBAHHS, CBITYMTh MPO €PEKTUBHICTH Ta AOLUIBHICTh HI€T TEXHOJOTT. CTyACHTH
NPOJEMOHCTPYBAIM BULIMI PIBEHb YCHIIIHOCTI, OUIBII AKTWBHY YYacCTh Ta IIMOUTY
MOTHBALIIFO JIO HAaBYaHHS [4].

B wminomy, reiimigikaris npeacrasise cOOOK TMOTY>KHWA IHCTPYMEHT ISt
CTUMYJIIOBAHHSI HABYAJILHOTO MPOIECY Ta 3a0€3MEYCHHS AKTUBHOTO B3acMO/IIT
CTYJIEHTIB 13 3HAHHIMH, IO COPUSiE 3100y TTHO SIKICHOI BUIIOT OCBITH.
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