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The utilization of gamification in app development to enhance user
involvement and contentment is the main focus ofthis write-up. It elucidates how
gamification can generate a feeling of accomplishment, rivalry, and camaraderie
among users, resulting in higher retention rates and income for app creators.
Additionally, the piece accentuates some of the difficulties associated with
gamification, stressing the significance of scrutinizing the intended audience and
selecting suitable game mechanics to embed into the app's interface using the
charging station network application as an example.

3pocTaHHA NONYNAPHOCTI MOGINBLHUX 3aCTOCYHKIB NMpu3Bena [0 3p0CTaHHS
KOHKYpeHUIT B Wi cepi. Ans BUAINEHHS cepell KOHKYPEHTIB, Tpeba CTBOpOBaTU
3aCTOCYHKMU, AKi He /Nuwe 3a40BOJIbHAKTL MOTPebu KopucTyBadis, ane MU
YTPUMYHOTb TXHIO 3aL,iKaB/IeHiCTb Ta MOTMBALI0 O BUKOPUCTAHHA Nporpamu.

Merimiikauis nepeabayae BUKOPUCTAHHA iFPOBUX €/IEMEHTIB Y HEIrpoBux
KOHTEKCTax ANA MOTMBaALil Ta 3a1y4YeHHA KOPUCTYBayiB. Y KOHTEKCTI Au3aiHy
3aCTOCYHKIB Le MOXe BK/IK4aTh fofaBaHHA TakuX (YHKUIN, AK iHAMKATOpW
nporpecy, 6enaxi, Haropoan, Tabnuui nigepis Ta BUKINKMN.

LI dyHKLIT MOXYTb OYyTM BUKOPUCTAHI ANs CTBOPEHHA BIiAvyTTS
LOOCATHEHHSA, KOHKYpPEeHUWii Ta CniJIbHOTU cepej KOPWUCTYBadiB, L0 MOXe
3MOTMBYBaTK iX MPOAOBXYBATU KOPUCTYBaTUCA 3aCTOCYHKOM. AK Hacnigok,
BifOyBaeTbCA MiABMLLEHHS PIiBHA YTPMMaHHA KOpWUCTyBayiB i 36iNbLIEHHA
A0X04iB pO3p0o6bHMKA NporpaMmu.

TakoX, BK/KOYaUM irpoBi efleMeHTH, PO3POOHUKM 3aCTOCYHKIB MOXYTb
CTBOPUTM GiNlbLLU 3aXONNOKYNIA Ta IHTEPaKTUBHUIA KOPUCTYBALbKUA AOCBIL.

Xouya rerimiikauis moxe 3abesne4ynTn 6arato rnepesar, BOHa TaKOX MOXe
cTBOptOBaTM npobnemu And [Au3aliHepiB 3acTOCYHKiIB. [u3aiHepy MNOBUHHI
nepekoHaTucs, WO eneMeHTU Treilmidgikayii He € HaATo cKnagHumm abo
TPYAOMICTKUMW, He BiABOMIKaKOTh yBary Bif OCHOBHOI (PYHKLIOHaNbHOCTI Ta
Ao6pe iHTerpoBaHi, OCKINbKWM Ue MOXe MNpPu3BecTm A0 po3vapyBaHHS
KOPUCTYBayiB i BTpaTy iHTepecy 40 nporpamu.
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[Ile ogHuM BHKJIMKOM reiimigikanii € 3a0e3neueHHss NpuBalIMBOCTI AJIs
HIMPOKOTro Kojla KopucTyBadiB. EnieMeHnTH refimidikariii, ski 3aHaaro cnequdiyxi
JUTS IEBHUX AeMOrpadiuHuX rpyn ado 1HTEPECIB, MOXKYTh OYTH HELIKABUMM IS
BCIX KOPUCTYBAUIB.

Jinst  ycmimHOi  redMidikaiii HEoOXITHO BHU3HAYMTH, SKI €JIEMEHTH
reiiMidikarili MOKyTb OyTH BUKOPUCTaH1 B KOHKPETHOMY 3aCTOCYHKY, 1 IK BOHH
MO>KyTh OyTH IHTEIPOBaH1 B iHTEP(EIiC.

Jlns BopoBaKeHHs reiMidikanii B KOMEPIIHHWIA 3aCTOCYHOK HEOOX1HO
OPOBECTU aHAJI3 HIIOBOI ayIuTOpli, ii moTped 1 MOTMBALIH, SIKI MOXKYTh OyTH
CTHUMYJIbOBAHI I'POBUMHU MEXAHIKAMM.

OCHOBHOIK ayJAMTOPIEID 3aCTOCYHKY JJIsl MEPEXKI 3apsaHMX CTaHIId €
OCBIYEHI KOPUCTYBayYl, SIKI XOUyTh IIBUAKO Ta SKICHO BUPIMIMTH CBOT MUTAHHS
1I0JI0 3apsy €l1eKTpokapy. ToMy IrpoBa MexaHlka, MOB'I3aHA 3 JOCATHEHHSIM
nuieid, Moxe Oyt edekTuBHOK0. [IpoTe NMOTPIOHO HE MEPEBAHTAKUTH HEKO
3aCTOCYHOK, 00 BUTpayaTH 4ac Ha 3a0aBKHU LILJIbOBA ay IMTOPIs HE OyIe, a 3aHAATO
BEJIMKA ITPOBA CKJIAI0BA MOXKE BIIJIIKATH JESKAX KOPUCTYBAYlB.

Jlani, HeoOX1AHO 1HTEerpyBaru oOpaHl IrPOBI MEXaHIKM B 1HTEep(eic
nporpamu. [IpoTe BasKIMBO NEPEKOHATHUCS, MO LI MEXAHIKM HE NEPEBAHTAXKATh
iHTepdeiic 1 refmidikaiis HE CTAHE TOJIOBHOKO (PYHKIIEK 3aCTOCYHKY, a
CIIyTyBaTUME MOTHBALIIEI [UIsl KOpHCTyBadiB. Hanpukiman, ne Moxke OyTH
CUCTEMA JOCATHEHD, JIIACPOOPp U, OOHYCHI 3aBIaHHS TOIIIO.

JIns 3aCTOCYHKY MEPEKI 3apsaJHUX CTaHUIA TapHUM BapiaHTOM OyAyThb
HAropoJiv 3a BUKOHaHHs 1uiei. Tak, Haropoaa « MaHapiBHUK» OyAe OTpUMaHa 3a
3apsIKy €JIEKTPOKapy B TPhOX PIZHUX MICTaX. A TOMY, XTO 3alpPaBJISIBCS CIM JTHIB
nocmniae, Oyae HagaHa BuHaropoja «Hikomu npucictuy.

BaxxnmBo Tako MOBIIOMHMTH MPO ICHYKOYY MEXAHIKY Ta 3aLIKaBUTH HEO,
TOMY Ha MOYaTKy KOPHUCTYyBa4 OTPHUMYy€ BUHAropoay «EHBaiipoHMEHTAICT) 3a
TE, IO MKJIYETHCS MPO HABKOJMIIHE CEPEAOBHILE.

[eiimidikanis € €PEKTUBHAM THCTPYMEHTOM JUISl IMiJABUINEHHS MOTHBALI{
KOPHCTYBaYiB 1 TOJINIICHHS KOPUCTYBALBKOTO JOCBIAY B KOMEPLIAHUX
3actocyHkax. OpHak, [uig ycmimHOi reiimigikamii HEOOX1AHO BpPaxoOBYBaTH
0COOJIMBOCTI KOHKPETHOTO 3aCTOCYHKY Ta HOro ayIuTOpii, a TAKOK IHTErPyBaTH
IrpOBl  MEXaHIKAW B 1HTEp(QEHC 3aCTOCYHKY, HE TNEPEBAHTAKYKOUYH HOTO.
BpaxoBytoun e, Oysi0 BUKIIQIEHO BUKOPUCTaHHS reimMu(ikaiii B 3aCTOCYHKY
JUTS. MEPEKI 3apSAIHAX CTAHLIINA Tl €J1EKTPOKAPIB.
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