BucHoBKH. 3aCTOCYBaHHSA Cy4aCHHX KOMII IOTEPHUX 1 TEeIEKOMYHIKAI[IHHUX
TEXHOJIOTIH B HaBYAJIbHOMY TIPOIECI HE TUIBKA CTBOPIOE YMOBHU JJISI OLIBIIT
e(eKTUBHOI CcaMOCTIHOI POOOTH ciyxadyiB, CHpUSE 1HAMBIAyaTi3alii IPoIecy
HiAroTOBKM (axiBIiB, a 1 CYTTEBO 3MIHIOE (OpPMH 1 3MICT KOMYHIKAIA MIiX
BUKJIaJa4eM 1 ciayxadeM, IMiJBUINYE e(PEKTUBHICTh CaMOCTIHHOI poOOTH CITyXadiB,
7A€ MOXJIMBOCTI JUISi TBOPYOCTI, HAOYTTSA 1 3aKkpiluieHHs NMpodeciiiHuX HaBHUYOK, a
BUKJIaZauaM JI03BOJISIE peai3oByBaTH HOBI (OpMH 1 METOAM HaBuYaHHS. TakoX,
JUCTaHLIHE HaBUaHHS SBIIsE COOOIO TapHy albTepHATHUBY OYHIN (hopmi HaBUYAHHS,
0CO0JIMBO B YMOBaX KapaHTUHHHUX 3aXO/IIB IiJ] 4ac Crajaxy KOPOHOBIpYCHOI 1HEKIiT
B YKpaiHi, Ta 3 METOI0 MiJABHUINEHHS CAMOOCBITH Ta KBamiQikaiii BHUKIaJalbKOTO
CKJIaay.
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TEAMI®IKALIS BULLIOI OCBITH B €BPONEIICHEKOMY COIO3I

AHortanisi. HaBeneno ocHoBu reimidikaiii, Mo HemojaBHO Oyia
3alpoONOHOBAaHAa SIK BIUIMBOBUM METOJl TOKPAIIEHHS 3aly4ye€HOCTI Y4YHIB [0
3100yBaHHS OCBITM Ta iX MOTHBAIl 1, SIK HACIIIOK, MIIBUIICHHSI €()EKTUBHOCTI
OCBITHIX 3p00JI€HO BUCHOBKH 1 JJAHO PEKOMEHALII].

Knwuoei cnosa: ceiimigikayis, enekmpoHHe HABUAHHA, OHIAUH-KYPC,
HABYAIbHI NPO2PAMU, MAMEMAMUYHA NIO20MOBKA, OUCTMAHYIUHI OCBIMHI MEXHOI02I1,
AKICMb HABYAHHSL.

Beryn. OcTtanHi KiibKa JECATUNITH CTaNIM CBIIKAMU CTPIMKOTO PO3LIMPEHHS
OCBITHIX MporpaM uepe3 KPUTUYHUN BIUIMB MiJANPUEMHUITBA HA EKOHOMIYHUN
PO3BUTOK, IHHOBALli Ta 3alHATICTh K Y PO3BMHEHUX KpaiHaxX, Tak 1 B THUX, LIO
po3BUBarOThCA. HaBuanbH1 nporpamu jiesaii Oiablie MOIIMPIOIOTHCS Ha BCIX PIBHSX
OCBITHIX CHCTEM KpaiH Yy CBITI 1, 30KpeMa, y BUIIMX HaBUajdbHUX 3akiagax €C.
OcHoBHa iX MeTa: BUXOBAaHHS MIJIPUEMHHUIIBKOIO CTaBJICHHS Ta KOMIIETEHUINA Yy
CTYJICHTIB HE3QJICKHO BiJl iX aucuurutiH. [IpoTe, He3BakarOUM Ha 3aCTOCYBAHHS
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TEXHOJIOTIYHUX JOCSTHEHb Yy BUKJIAQJaHHI PI3HUX MPEAMETIB y BUIIMX HaBYAJIbHUX
3aKJjajax, OUIBIIICTh BCE 1116 BUKOPUCTOBYIOTh TpaAMIliiHI MeToau HaB4YaHHsA. Cepen
HAyKOBI[IB 1CHY€ KOHCEHCYC, IO TakKi CIIOcOOM He € €hEeKTUBHMMH IS SKICHOTO
OTpUMaHHsA 3HaHb. KpiM TOro, Ha 3MiHy TEHJCHIIl MAXOIIB IMOJ0 BHUKJIAJIaHHS
BIUIMHYJIM TOJIi BCECBITHHOTO MacIITaOy, HaNpHUKIIaJ, IaHAeMis KOPOHaBIPYCY.
3po3yMi0, 110 BHINA OCBITa MOBMHHA aJanTyBaTHCS W 3MIHIOBATUCS Y Kpally
ctopoHy. ToMy, mepmuM KpokoM OyJI0 BIPOBA/KEHHS OHJIAWH-HABUaHHS, aJie yepes
3HIDKCHHSI KOHIIGHTpAIlii yBaru, HecTadyy OCOOMCTOTO KOHTAaKTy 3 BUMTEISIMH Ta
abiTypieHTaMu, a 3roJIOM 1 BUTpaTH OUIBIIOT KIJTBKOCTI Yacy Ha BUBYCHHS MaTepiaiy,
AyXe YCKIAQIHIOETHCS MPOLIEC HAaBYaHHSI.

OcHoBHuii Mmatepiaj. Tomy reiimidikariis HemoaaBHO Oyla 3aIpPONOHOBaHA
SIK BIUTMBOBHM METO]I MOKPAIIEHHS 3aTy4EHOCTI yUHIB A0 3700yBaHHS OCBITH Ta iX
MOTHBAIII 1, K HACTIAOK, e(EeKTUBHOCTI OCBITHIX mporpam. Tum He MeHI, Oyio
MIPOBEICHO MaJo JOCIIKEHb MO0 JaHOTO crocoly. ToMy BUKIIagadi Ta CTyJACHTH
MOXKYTb 31TKHYTHCS 3 TPOOJIEMOIO PO3POOKH JIEBUX 1 aJIECKBATHUX METO/I1B HABYaHHSI.
OToX, BHUKOPHUCTOBYIOYM TPOIEC CHUCTEMATUYHOrO OIJIALY JiTepaTypu, Oyio
HAllMCaHO I[I0 CTaTTIO, 3 METOI JIOCHIDKEHHS pPe3yJIbTaTUBHOCTI MPOIECY
reiMidikarii Ha MPUKIAAl BUITUX HAaBYAIbHUX 3aKJIaiB JEeIKUX KpaiH €BPOCO03Y.

1. o take renmidikamiga? IlepeBarn Ta Hemomiku. Sk HamMcaHO Ha CaMTI
“TRUEEDUCATION”(https://www.trueeducationpartnerships.com/schools/gamifica
tion -in-education/), revmidikaris — 1e HaOip Aid 1 TPONECIB IS BUPIMICHHS
po0JIeEM 13 BUKOPUCTAHHIM XapaKTEPUCTUK ITPOBUX €JIEMEHTIB. X04ya THIOBI IrPOBI
JeTanal Hi B SKOMY pa3i HE € HOBUMU, BOHU J1MCHO CTAalOTh BCE O1JIbII MOIIMPEHUMH B
HEIFPOBHX KOHTEKCTaX, TAKUX K BeO-calTh, HU(POBUN MApKETUHT, KOPIOPATHUBHI
MporpaMu Ta HaBiTh BIPTyajbHI CHUCKH CIpaB W I1HCTPYMEHTH IIJIBUILEHHS
NpoayKTUBHOCTI. [IpoTe onHa BennuesHa 00JacTh, y AKIM reimidikamnis HaHOUIbII
MOIIMPEHA, - 11€ OCBITA.

[ToTouHa TEXHOJIOTiSI B OCBITI BH3HAYAETHCS AK «TeWMi(iKOBaHHM NHU3alH y
HaBYAJIBHINA CHCTEMi, SKa MIATPUMYE HEITPOBI BUIAW MISJIBHOCTI, 00 ITiIBUIUTH
3aIliKaBJICHICTh YYHIB Ta MOTHBAIlIl0O HaBYaHHSI Yy Becediil aTtMocdepi»
(https://www.researchgate.net/publication/336532746 _Gamification_in_Higher Edu
cation_Implications_to_Improve_Entrepreneurship_Education ). Teopis 1iei cuctemu
MoJisira€ B TOMY, IO TPOLIEC HaBYaHHsS OUIbIl e()EeKTUBHUN, KOJIM € 3ajadi, sKi
MOTPIOHO BUKOHATH JJIsl JOCSATHEHHS MEBHUX LIJICH 1 JIFOJMHA CIpUMAaE MPOIIEC K
po3Bary. Uepes 3axoruiror04di 0COOIMBOCTI 3BUYANHUX BIiJI€OITOp, sIKI MO100aI0ThCS
CYCHIJIBCTBY, LJIKOM MPUPOIHO, IO MU O0aUYMMO aHAJIOTIUHI Pe3yibTaTH B3a€EMO/IIT,
KOJIU IrpOB1 YaCTHUHH 3aCTOCOBYIOTHCS /10 HABYAJIBHUX MaTepialliB.

[eitmidikaliiss B HaBYaHHI MICTUTh BUKOPUCTAHHS ITPOBUX €JIEMEHTIB, TaKUX
K MiIPaxyHOK OYOK, 3MaraHHss MK OJIHOJITKaMHu, KOMaHJHa poOoTa, TaOIMIll
OLIIHOK, 1100 CTUMYJIIOBAaTH 3a1y4€HICTb, JOIIOMAratu CTyJEHTaM 3aCBOIOBATH HOBY
iH(pOpMaIlito Ta IEPEeBIPSATH CBOT 3HAHHSI.

(https://www.waterford.org/education/gamification-in-the-classroom/)

Opniero 3 Halikpammx mnepeBar reiMidikaiii € Te, MO BOHA 3a0X0UY€
CTYIACHTIB JO aKTUBHOIO IMIOTJIMHAHHS 3HaHb. 3OUIbIIYIOYM YyBary YYHIB 10
BUKOHAHHS 3aBJaHHS Ta 3a0X0UYIOYH JI0 y4acTi, irpoBi il 3 OLIBIIOI HMOBIPHICTIO
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JOTIOMOXYTh 30€pertTu 3HaHHS. 3roJOM 1€ MPU3BOJUTH 10 TOTO, 1[0 HABYAHHS CTa€
caMO 1o co0l MOTHBAIIE€IO ISl CTYACHTIB, a HE 3aMaHIOEThCS JIMIIE IrpaMd 4YH
HaropoJIaMu.

JHpyra Ge3nepeuHa mnepeBara — 1€ MUTTEBUN 3BOPOTHHM 3B’s130K. HaBuanbHi
I'pU J103BOJISIIOTH PO3BUBATHUCS HE BUITAJIKOBO, a 3aBJISKU MPABUILHUM 3HAHHSM YU
NpaBWIHLHUM BIAMOBIASIM Ha MUTaHHS. Tak caMo BiJICYTHICTb 3HaHb UM HEMPaBUJIbHA
BIJIMOBIIb HE JI03BOJIAE 3700yBayaM OCBITU pyXaTucs Brepen. BpaxoByrouu
MUTTEBUI 3BOPOTHUI 3B'SI30K JI0 ITPOBOTO MPOIECY 1 HABITh MPHUB'A3YI0YH HOTO A0
pe3ynbTaTy IrpH, abiTypi€EHTH MOXYTb BiICTIAKOBYBATH CBiM MPOTpeC MPOTIroM yciei
IpyM Ta HaBITh BiAYYBaTH BHYTPIUIHIO MOTHBAIIIO JUIS YCIIIIHOTO 11 3aBEpILICHHS.
Tabmui migepiB Ta Ta0JI0 MPOMOHYIOTH JOJATKOBUI MEXaHI3M 3BOPOTHOTO 3B'SI3KY,
0 JO03BOJISIE CTYJACHTaM TMO0AuuTH, SIK iX pe3ylbTaTd MOPIBHIOIOTHCA 3
pe3ysibTaTaMu KOJICT. (https://madreshoy.com/en/gamification-in-classrooms-
advantages-disadvantages/)

Boanouac nesiki ¢daxiBiii 3HaXOATh Baid Y BIIPOBaHKeHHI Teimidikartii. OgHa
3 HaMBIAOMIIIMX — I CUCTEMa HaBYaHHS B OCHOBHOMY BiJIOyBa€eThCsl B OHJIAMH-
CEpEIOBHILI 3a IOIIOMOT'OI0 €JIEKTPOHHUX MPUCTPOIB. JlesiKi meaaroru BBakaroTh, 110
HaJMipHE BUKOPUCTaHHS €KpaHiB MOYKE IMPU3BECTH JIO 3aJI€KHOCTI.

[Ile oquH Ha3BaHUM HEOJIIK — BUCOKA I[iHA peaizallii rnpoiecy. BupoOHUIITBO
i 00CIyroByBaHHS ay/iOBI3yaJbHUX HABYAJIBHMX MarepiaiiB, HE3BAXKAIOUM Ha iX
MOIIMPEHHA, SIK 1 paHille, € BIJHOCHO AOpPOruM. Irpu, sKI Ha MOMEHT 3aIlyCKy
BUIIISAQINA CKJIAJHUMH, MOXKYTh BOAUaTUCS 3aCTaplIIMMU HaBITh Y€pe3 KUIbKa POKIB,
a y 37100yBayiB OCBITH MOKE CKJIACTUCS BPAXEHHS, IO KOHTEHT TAKOX 3acTapiB
HaBITh SIKILO L€ HE TaK. TOMYy LEHTPU MOBUHHI MOCTIHHO OHOBIIIOBATH B)KE HasIBHI
HaBYaJbHI MaTepiaiu Ta IHCTPYMEHTH.

2. TlpoexT, K MpUKIIa[ BUKOPUCTaHHS reimidikarii y €Bpocorosi.

OpHuM 13 MPUKIAIIB BUKOPUCTaHHS Teimidikaiii y €Bpocor3i € MPOEKT
“Framework for Gamified Programming Education (Erasmus+ Programme)”
(01.09.2018-31.08.2021)(https://fgpe.usz.edu.pl/about-project/, https://vbn.aau.dk
/en/projects/ framework-for-gamified-programming-education), ocHOBHa MeTa SKOTO
MIIBUIIUTH MBUAKICTh po3BUTKY cdepu |T kpaim €C. IlinboBow rpymnow €
MepeBaXHO BHUKJIAJIaul MPOrpaMyBaHHS BHUIMX HAaBUAJbHHMX 3aKJIJIIB Ta BIAMOBIIHO
a0ITypieHTH.

Hapasi €porneiicbkuii cor03 moTpedye qo0pe MiATOTOBICHUX MPaIliBHUKIB Y
chept IT, ocobmmMBO mNporpamicTiB, Kl CTAHOBJIATH SAPO I1HAYCTPIi PO3POOKU
MpOrpamMHOro 3a0e3neuyeHHs, 00 MOCHUJIUTH CBOK KOHKYPEHTOCHPOMOXKHICTh Y
ro0ajai3oBaHOMY CBITI IU(PPOBOI €KOHOMIKH, IO IIBUIAKO 3MiHIOEThCS. Hecraua
po00YO0i cuiy, sika Mae HeOOX1JHI HABUYKH B 1[Il 00J1aCT1, COCTEPITaETHCS MPOTATOM
OaraTtrox pokiB y BchoMy €C, BpaxoByIOYHM KpaiHH, A€ TMPOKWBAIOTH MapTHEPU
npoekty: [lonpury, [anito ta Ilopryranito. OueBUIHUI HANPSAMOK, y SKOMY CIiJI
pyxaTHCs — aKTHBI13aIlisl 3yCHJIb 3 HABYAHHS IPOrpaMyBaHHIO, OCOOJIMBO 3 OXOIJICHHS
rpyn, sKux 3apa3 He Buctadae B IT uepe3 mpuuMHU KyJIbTYypHd UM BIJICYTHICTb
MOTIEPETHBOTO JIOCTYITY /IO OCBITH Y CYMDKHUX 00JacTAX (HAMpUKIIad, IMMITPAHTH 13
KpaiH 3 OOMEXEHMMHU OCBITHIMH MOXJIUBOCTsAMH). IIpore, sk 3a3HayaroTh
JOCIITHUKH, TOJIOBHOIO MEPENIKO00 € TPYAHOII1 3 BUBYCHHSIM IIPOTPaMyBaHHS.
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ToMy BHKOpHUCTAaHHS aBTOMAaTHM30BAaHOTO OIIHIOBaHHS i reimidikauis Oymu
3aMpONOHOBAHI K OCHOBHI 1HCTPYMEHTH ISl JOCSTHEHHSI MPOTpecy B IMOJO0JIAHHI
nporo Oap’epy. CtyneHTH OyIyTh OTPUMYBaTH TNOCTIMHUN 3BOPOTHUN 3B’SI30K
(3aBASKM aBTOMATH30BAaHOMY OIIIHIOBAaHHIO), 1 iXHS 3alliKaBJICHICTh 30epIraeTbes
(3aBasku reimidikarii). Takum YuHOM, 3aITPONIOHOBAHUHN MIAXIJ TIO3BOJISIE BUBYATH
nporpaMyBaHHs HabaraTo MEHII HAIpPY>KEHHUM CIOCOOOM 1 POOUTH HOTO OUIBII
JTOCSDKHUAM JUISl YYHIB 13 MEHIIOI0 0a30BOI0 OCBITOIO B I cdepi. 3aCHOBHUKHU
MPOEKTY BBAXKAIOTh, IO HA JIOBFOCTPOKOBIA TMEpPCHEKTHBI HAasSBHICTh KYypCiB
MporpamMyBaHHS, 3aCHOBAaHMX Ha TAaKOMY TIAXOMAl, MOXE TMOKPAIIUTH CIPUUHSTTS
HaBUaHHS TMPOTPAMyBaHHIO, JOMOMAararo4yi 3ajlyddTH 0 IBOTO MPEaMEeTa OCBITH
OisblLIIe JIIO/IeH, SIK1 B 1HIIIOMY BUIAAKy HE Oy O 3ailikaBjieHi B HbOMY.

OnHak, A0 TEMepilIHbOIO Yacy HE ICHYBaJo BIIKPUTHX KOJIEKIM BIpaB 13
reiiMipikoBaHOTO MPOrpaMyBaHHS I HaBITh HEMa€ BIAKPUTOTO CTAHIAAPTY Ui iX
CTBOPEHHSI B PI3HUX HaBYAJIbHUX 3aKJIa/Iax.

TakuMm 4MHOM, y MEpIIy Yepry MeTa 3alpONOHOBAHOTO MPOEKTY MOJISATA€E B
TOMy, 100 3a0e3MeYyuTH OCHOBY JUIsl 3aCTOCYBaHHS Teimidikaiii B HaBYaHHI
MporpamMyBaHHIO, BKJIIOYHO 3 HEOOXITHUMHU crierudikaiiisMu (cxemu reitmidikarii ta
dbopmaTi BU3HAUCHHS BIPaBH), 30ipKaMu reiMipikoBaHUX BHpaB (IJIs MOMYJISPHUX
MOB TIpOrpaMyBaHHs) Ta MPOTpaMHUMHU 3a0e3nedyeHHsIMHU (Habip 1HCTPYMEHTIB s
penaryBaHHs BIpPaB Ta IHTEPAKTHUBHE HaBYaJIbHE CEPEJOBUINE, IO HaJIae iX
CTyleHTaM). 3 1HIIOro OOKYy MeTa IbOr0 3aJyMy — MOLIMPUTH 1HPOPMAIlIO 1010
MO>KJIMBOCTEN Ta MEpeBar 3aCTOCyBaHHA reriMidikalii B HABYaHHI MPOTPaMyBaHHIO 3
BUKOPUCTAHHAM pE3YyJbTaTIB MPOEKTY CEpeld IeNaroriB Ta CTYIEHTIB pI3HUX
HaBYAJIbHUX 3aKJIA/IIB.

Pesyneratn mpoekry. (https://fgpe.usz.edu.pl/wp-content/uploads/FGPE_101_
Gamification_Scheme_for_Programming_Exercises.pdf)

1. SIxicny reimidikaiito HE MOXHA OTOTOXHIOBATH JHIIEe 3 «Oanamu,
3HAYKaMH Ta TaOIMIIMHU JiaepiBy. 1100 miaBUIIMTH MOTHBALIIIO YYHIB 10 BUBYCHHS
mporpamMyBaHHS, CJIiJI BUKOPHCTOBYBATH OUIBII TPOCYHYTI MeTonau. Hampukman,
MOKHa crpoOyBaTH JOJATH TakKl €JIEMEHTH a3apTy, K OTPUMAaHHS TPOIIOBUX YU
320X0UyBaJbHUX OOHYCIB 32 YMOBU BHKOHAHHSI MEBHOTO 3aBJAaHHS 3a CHEIlaIbHO
BIJIBEICHUI1 Yac.

2. 11106 3poOuTH MOKIMBUM JIJTUTHUCS BIIPaBaMH 3 TPOrpaMyBaHHS, 10 MaIOTh
piBeHb Teimidikallii, MDK pI3SHUMHU YHIBEpCUTETaMU Ta KypcamH, BOHU IOBHHHI
BIIMOBIATH 3arajdpHOMYy (QopmaTy naHux. Tomy OyB pospoOseHuit ¢opmar
YAPEXIL, mo BiamoBigae yciM BuMOram sl sIKICHOI mepenadl iHdopMariii.
BianoBiniHOMY JTOKYMEHTY BJIACTMBI YOTHpW AacleKkTu: MeTafaHi (MmoTpiOHi Juis
KEpyBaHHs Ta TMOIIYKY BIpaB), Mpe3eHTallis (MoTpioHa s MpeICTaBICHHS BIPaBU
CTYJIEHTY), OI[IHKA (MOTpiOHa AJiT aBTOMAaTUYHOI NMEPEBIPKHU MPABUILHOCTI PIILICHHS)
Ta 1HCTPYMEHTH (i1 JONAaTKOBUX (YHKINM, TaKMX $SK aBTOMATHYHE CTBOPCHHSI
BIJIMIOBITHOTO TOYHOTO 3BOPOTHOTO 3B SI3KY).

3. by ctBopenmii ¢dopmar GEdIL (Gamified Education Interoperability
Language) nns  Bka3iBku iH(MoOpmarii 1mogo redmidikamii  ans  BOpaB 13
MporpamMyBaHHS Ta BIJMOBITHUX KYPCIB.
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4. [linroToBKa 3aBIaHb 3 TMporpaMmyBaHHS 3aiiMae Oarato dacy. 11100
320LIAANTH 3HAYHY MOT0 YacTHHY, OyJIO pO3pOOJIEHO IHCTPYMEHT, MPU3HAYCHUN IS
penaryBaHHs BIpaB 13 reiMidikoBanoro mnporpamyBanHg, FGPE AuthorKit.
Buxinuuii kox 1HCTpYMEHTY BIIKpUTHM 1 BUIbHO noctynHuii Ha GitHub (e nBa
CXOBHIIA: JUIsl iHTepdeicy IHCTPYMEHTY 1 O€KeH1a BiJIMOBIIHO).

5. Koxen maptaep po3pobuB 120 reiimidikoBaHMX BIIpaB 3 MporpamMyBaHHS,
mo nae B oMy 480 3amad. Y 3B'I3Ky 3 pI3HUMHU OCBITHIMHU NOTpeOaMH, 3MICT MOB
300py ¥ MUIBOBOTO MPOTPaMyBaHHS PO3PI3HIETHCA. YCI Il 3ama4i Oyiu po3poOIieHi
aHTJINCHKOI0 MOBOIO, MPOTE MApTHEPU MEpEKIaid BJIACHI BIPaBU Ha PIIHI MOBHU
cTyaeHTiB. [ndopmaris noctynHa Ha GitHub.

6. dns Ttoro, w00 BUKOPUCTOBYBaTH BIpaBH 3 reiMi(iKoBaHOTO
nporpaMyBaHHs, MOTPIOHE 1HTEPAaKTHBHE CEPENOBHINE HABYAHHS, 1100 MPaBUIBHO
Bi3yasi3yBaTH 3MICT 3aBJaHHS, JO3BOJUTH aOITypi€HTy MiArOTyBaTH Ta IMOAATH
pillIeHHS, HAJaTH 3BOPOTHUM 3B’ A30K. OKpiM 1HTEpPeiicy, TakoxX MOTPIOEH OEKeH I,
aKui  oOpoOnsiTUME To/AaHi poOOTH CTYIEHTIB, 3aCTOCOBYBaTMME IpaBWia
reiimigikaiii Ta CTBOpIOBaTUME BIAMOBIAHMI 3BOPOTHUM 3B’S30K, a TOTIM
OHOBIIIOBaTUME cTaH rpu. OOuABa 111 KOMIOHEHTH Oyiu po3polbisieHi B pamkax 105
npoekty FGPE sik Ge3K0IITOBHE NporpaMHe 3a0e3IedeHHs 3 BiIKPMTUM KOJOM. Ix
oHOBJIeH] Bepcii goctynHi Ha GitHub: https://github.com/FGPE-Erasmus/fgpe-ple-v2
ta https://github.com/FGPE-Erasmus/gamification-service .

BucnoBku. OTxe, NOCHIIKEHHSA, MPOBEAEHE B MeXax Il€i CTaTTi poOUTh
3HAYHUWA BHECOK y OOMEKEHUI OOCAT 3HAaHb 100 BUKOPUCTAHHS reimidikaiii mija
yac HaBuaHHA. [lo-mepmie, MoXHA BBaXKaTH JaHy CHCTEMY I1HHOBAIIITHOIO Ta
€()EeKTUBHOIO Yepe3 CHPUATIMBHIA BIUIMB HA 3110HOCTI CTYIEHTIB W pI3KUW pICT
MPOIYKTUBHOCTI, 10 B MOJAJBUIOMY MOAAPYE CBITOBI CIPaBXHIX crenianicTiB. [1o-
Apyre, BUKJIaAadl B)K€ MOXYTh BUKOPUCTOBYBATH MEBHI 1HCTPYMEHTH, IO JOCTYITHI
y BIAKpUTOMY AOCTYIl i sKICHOI peamizamii mporo migxony. I[lo-tperte, nane
TOCIIKEHHST JIOIOMOYKE 3PO3YMITH $IK TPaBUJIBLHO PO3POOUTH CUCTEMY, 100
KyJIbTUBYBATH HACTPIN CTYJIEHTIB 1 MOTHBAIIIIO JO HABUYAHHS.
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YAK 378.016

1O I1. Cunnninal
IninponeTpoBCHKuMii IepsKaBHUI YHIBEpPCHTET BHYTPILIHIX cripas, J{Hinpo, Ykpaina

JOCJIKEHHSI CAUTY 3AKJIAJIIB BI/II_[IO:I: OCBITH 3
BUKOPUCTAHHSAM BEPBAJIBHO-KOMYHIKAIIIMHOI'O METOAY

AHoTtanisi. B poO0TI po3risiHyTO MpakTUYHE 3HAYEHHS 3arajbHUX IMOJIOKEHb
1010 3a0e3MeyYeHHs KOMYHIKaIIiHOT MOJITUKM 3aKJIaJiB BHUIOI OCBITH, SIKE€ OyJe
e()EKTUBHUM, JIMILIE 3ayMOB MOCTIHHOTO YJJOCKOHAJICHHS.

Knrwwuosi cnoea: oceimui nocuy2u, KOHKYPEHMOCHPOMOIICHICMb HA DPUHKY,
eleKMpPOHHEe HABYAHHA, NOMEHYIUHI CHONCUBAYI, AKICMb HAGYAHHA, pe3ylbmamu
aHanizy yinbogoi ayoumopii.

Beryn.ChoroiHimHid  pUHOK OCBITHIX HOCIYT Ma€ CTaOUIbHY JIUHAMIKY
AKTUBHOI'O POCTY: HaBYaJIbHI 3aKJIaJId PEKIaMyIOTh CBOi OCBITHI MOCIYTH, IO TIIbKH
MIJBUILYE TXHIO KOHKYPEHTOCIPOMOXKHICTh Ha PHUHKY, 00 TOTEHIIIHI CHOXKKBayl
CTalOTh OUIbII IHPOPMOBAHUMH Y TUTAHHSX 1100 BUOOPY HABYAIBHOTO 3aKJIAJy.

OCHOBOIO JOCHIDKEHHSI Mpo0JieM pO3BUTKY Ta (DYHKIIIOHYBAHHS PUHKY
OCBITHIX MOCIYT CTalX poOOTH HayKOBLIB, sK [[laxoBceka JI., [Tankpyxin A., Kisuko
N., Kanenrok T., boroni6 T., Kynenko B., Orapenko B., O6onenceka T., beniii €.,
Bamies 1III., TI'eBopksa O., Ta iHmI. METOAOIOTIYHY 1 TEOPETUUHY OCHOBY
JOCIIKEHHS KOMYHIKAaTUBHOI B3a€MOJIl CTAHOBJIATH AaHAJI3 TOJOXKEHb aBTOPIB:
Msicumes B., Koctiok I'., Jlomos b., JleoutseB O., Makcumenko C., Pybiamreiin C.,
Jlicina M., AOynbpxanoBa-CmaBceka K., bamn I'., bomanmboB O., T'omieBceka A.,
Jlomuuceka J1., 3sa310H 1., Cemuuenko B.ra ixmii.

AKTyanpHICTb poOOTH OOYMOBJIEHA SIK HEJAOCTAaTHICTIO BHUBYEHOCTI TEMH B
LIJIOMY Ta OKPEMHUX ii acleKTIB, 1€ MOB'A3aHO 3 BIIICYTHICTIO y 0ararbox 3akJaiiB
BUILIOT YITKOTO YSBJIEHHS MPO POJIb BepOaIbHO-KOMYHIKAIIMHOTO METOJY B yMOBax
NOCIIUKEHHS CaiTIB BUIIMX HaBUYAJbHUM 3akiamiB abo WOoro OJHOOIYHUM
3aCTOCYBaHHSIM.

OcHoBHMii MaTepiaj. 3a pe3yibTaTaMd PETPOCIEKTUBHOIO  aHaNI3y
BU3HAUCHO, 1[0 CaM€ BHUKOPUCTAHHS BepOabHO-KOMYHIKAIIIMHUNA  METOIy
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