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Anomauia. B pooomi pozensioaromucsi 0esiKi acnekmu mexHono2ii eeiumigpikayii sk enemenma
eoblomeluHMenmy, wo A€ c00010 Ha8uaHHs yepes possacy. TexHonozia ceumigikayii cnpsamosana
Ha NiOSUWEeHHs NI3HABANLHO20 IHMepecy 3000V6auis, NPUGEpPHeHHs IXHbOI yeacu ma CMEOpeHHs.
KOM@DOpmMHO20 cepedosuiya, uwjo 3abe3neuye Momusayito 00 HA84aHH:.

Kniwowuosi cnosa: eoviometinmenm, mexnoao2is eeumighikayii, eetimighikayis, 3000y6aui
oceimu.

Abstract. The paper discusses some aspects of gamification technology as an element of
educational activities, which is learning through entertainment. The gamification technology is
aimed at increasing the cognitive interest of students, attracting their attention and creating a
comfortable environment that provides motivation for learning.
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Beryn

CydacHe MOKOJIHHS 3100yBadiB Mi3HA€ HABKOJMILIHINA CBIT HE JIMILIE uepe3
OpraHd 4YYTTA, MOCTIMHE BUKOPUCTAHHS TajPKETIB, JOCTYIy 10 Mepexi [HTepHer
CHpuUs€ 3MiHI MI3HABAJbHUX HABUUOK, 10 MIPU3BOAUTH JI0 TOTO, IO 3100yBayl Kpare
cnpuiiMaroTh 1H(opmMalilo Oyaydd aKTUBHUM YYaCHHKOM TII€BHOIO IMPOLECY,
CIPSIMOBAaHOTO Ha 3aCBOEHHS 3HAaHb, BMIHb Ta HABUYOK, a TakKoX (POPMyBaHHS
KOMIIETEHTHOCTEH [2].

TexHosorie, 1Mo A03BOJMTH BIAIATH BiA TpaJuUIMHUX (POpPM HaBUaHHS Ta
30UIBIIMTY MMi3HABAJIBHUN 1HTEpeC 3700yBaviB € €IbIOTEHHMEHT — BIJIHOCHO HOBA
MelaroriyHa TEXHOJIOTis, 110 HaOyBa€ 3HAYHOTO PO3BUTKY IPOTITOM OCTAHHLOTO
qacy.

OCHOBHHUI TEKCT.

Enprorelinment (3 anrmiiichkoi education — ocBiTa, entertainment — po3Bara) —
I[E CBOrO pPOJY 3AIMCHEHHS HaBYAJIBHOI [ISJIBHOCTI 4Yepe3 po3Bary, MpoTe Iij
TEPMIHOM «PO3Bara» MU MOXKEMO PO3YMITH SK 0€3MOCepeIHbO ITPOBY JISIBHICTD Ta
TEXHOJIOT1I0 Teimi(ikallii, Tak 1 CTOPITEIIHT, MPOBEJACHHS IIJICHEPHUX 3aHSTh,
BUKOPUCTAHHA MYJbTUMEIINHUX 3ac00IB  HAOYHOCTI, 30KpeMa 1MEPCHBHHUX
TEXHOJIOT'1H TOIIO.

EnploTeiHMEHT MNOKJIMKaHUM, B MEpUIy 4Yepry, Ha 30CEpEKEHHS IHTEepecy
3100yBadiB Ta IIJBUILEHHA PIBHA iX MoTHBalli A0 HaByaHHsA. llepeBaroro
eIbIOTCTHMEHTY € CTBOPEHHS KOM(OPTHOTO [Jisi HAaBYAHHS CEPEJOBHINA, IO
3abe3rneuye MIATPUMKY €MOI[IMHOTO B3a€MO3B’SI3KY MIXK YYACHUKAMHU OCBITHHOTO
MpOIECy, a TAaKOX JO03BOJISIE 30CEPEIUTH Ta YTPUMYBaTH yBary 3700yBadiB Ha
KJIFOUOBHMX MOHSTTIX TEMH, 1110 BUBYAETHCA [3].

OpanM 13 3ac0o0iB BIPOBAKCHHSI TEXHOJOTIi €IbIOTEHHMEHTY € OCBITHS
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refiMidikaiiis, ToOTO BUKOPUCTAHHS ITPOBUX MPAKTHUK JJISI IOCATHEHHS HaBYaJIbHOI
MeTH. BaXnmBUM acmekToM JaHOi TEXHOJorii € Te, Mo 3700yBad HE Trpae
0e3nmocepelHbO, a HABYAEThCS y MpOIECl IpU UM 13 BUKOPUCTAHHSIM ITPOBHUX
eneMeHTiB [ 1], 30kpema miaepOoopaiB, HAropoI, CUCTEMHU OalliB YU BiA3HAK TOILIO.

Y  KOHTEKCTI eIbIOTEHMHMEHTY, TEXHOJIoTia TekMidikamii Moxe OyTu
BUKOPHUCTAaHA JUIl CTBOPEHHS IHTEPAKTHUBHOTO HaBYaJbHOrO 3aHATTA. Hampukian,
MOOUTEHUHM 3acTocyHOK Duolingo, mpu3HaueHUid A7 BUBYEHHS 1HO3EMHHUX MOB,
BUKOPUCTOBYE TaKi eJeMEeHTH reniMidikarii, sk 0anu Ta 3HAYKH, 11100 MOTHUBYBATH
Y4YHIB MPOJIOBKYBATH MPAKTHKYBATH CBOI MOBHI HABHUKH.

Texnonoria reiMidikaiii 03BOJII€E OTPUMATH MHUTTEBUI 3BOPOTHIM 3B’S30K,
3100yBadl MOXKYTh OauWTH CBiil Mporpec, OTpUMYyBaTH MHUTTEBI BIATYKH PO CBOIO
poboTYy, 11e CTBOPIOE €(EKT KOHKYPEHIli Ta MOTHUBYE 10 IMOKPAIICHHS pPE3yJibTaTiB
HaBuaibHOi JisibHOCTI. Hampuknan, «Kahoot!» ngae MoOXIMBICTH NPOBOAUTH
BIKTOPUHUA B PEXHUMI PEaJbHOT0 4Yacy, JEMOHCTPYIOUM IMICJS KOKHOTO 3alUTaHHS
TAOJIMIIIO JTAEPIB, 1€ CIpusie OUTBIINA 30CepeHPKEHOCTI 3100yBaviB Ta IiIBUIIICHHIO
P1BHSI IXHBOI MI3HABAIHHOI AKTUBHOCTI.

BucHoBkmu.

3aranom, TeXHOJOTIsA rerMidikamii Moxe OyTH TMOTYXKHUM 1HCTPYMEHTOM
ebIOTEIHMEHTY, 110 POOUTH MPOILIEC HABYAHHS 1HTEPAKTUBHUM, 3aXOIUIIOIOYUM Ta
MOTHUBYIOUUM. 3aBJISKH BIPOBAXKCHHIO ITPOBHX EJIEMEHTIB B OCBITHIO JISUIbHICTD
MeJaror OTPUMYE 30CEPEKEHICTh Ta HEMAPOOHUM 1HTepec 3100yBayiB [0
HaBYaHHS, a TAKOX CHPUSATIUBY JJIsI MIKOCOOHUCTICHOI KOMYHIKaIli arMmocdepy.
CyuacHe MoOKoIiHHS 37100yBaviB MOTpedy€e HOBUX (POPM Ta METOJIIB HABYAHHA 1 caMe
€bIOTEHHMEHT B IIUIOMY Ta TeiMidikalis 30KpeMa J103BOJISIOTh YPI3HOMAHITHUTH
OCBITHI{ MpolleCc, MiJABUIIYIOYM Mi3HABAJIIbHY AKTHBHICTH 3/100yBadiB Ta POOISYH
MPOLIEC YUIHHS MAKCUMaJIbHO KOM(QOPTHUM.
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