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FEMMI®DIKALLISA B OCBITHBOMY NPOLLECI

Y cTaTTi CTPYKTYpPOBaHO eTanu CTaHOBJIEHHSA renMidikauir
SIK cOoLiaJ/IbHOrO Ta KyJIbTYPHOro SIBULLA, i IK HAYKOBOIrO
TepMiHa, 3aNnpPoONoOHOBAHO KpUTepii 0AHO3HAYHOCTI 3acobiB
revimidikauii, po3pobseHo meTon aHanidy epeKTUBHOCTI
remidikoBaHux maTepianis.

KniouoBi cnoBa: renmidikauis; remmicdikoBaHUN KOHTEHT;
MOTMBALLiN; irpu; TeCTU; KOpUcTyBsad.

MocTaHoBKa npoGnemu

Y Haw Yac cnoxuBaubkoi po3-
BaXasibHOI MCUX0norii, cnpamMoBa-
HOi Ha OTPMMaHHS LIBUOKOrO 3a-
LOBOJIEHHS, iHTEepec A0 renmidi-
Kauii 3p0oCTa€e 3 KOXHUM POKOM.
IFrPOBiI KOMMOHEHTU MPOHMKAKTb
y BCi cdepu AisnbHOCTI, 0cob6anBo
MOMITHE MiCLLe BOHM MNOYNHAIOThL 3ai-
MaTu B HaBYaHHi Ta BUPOOHMYI
codepi: HIKOro BXe He 3aMByBaTu
TpeHiHramu 1 KkBectamu, CnpsiMo-
BaHVMM Ha 3aCBOEHHS NEBHUX Ha-
B14oK. OCBITHA cucTEMA aKTUBHO
nepexoamTb Bifg, akageMivyHoi nek-
LinHOT Moaeni 4O TPEHIHroBOI.
OpHak, HOBITHIi pedopmn YyacTo
nvwe cynpoBOOXYIOTbCSA Nulle
HOBOIO TEPMIHOOrIEID, HABITb HE
3aBX[AW YCBIAOMJIEHOIO HaBITb pe-
dopmaTopamu: icHye Barato ny6-
nikauin Npo BUKOPUCTAHHS irPOBMX
KOMMOHEHTIB Nid, 4aCc OBONOAIHHSA
aHITINCBLKOIO MOBOIO, BOAHOYAC CTO-
COBHO iHWNX NPeaMETIB HOBITHIN
nigxig, 3acTOCOBYIOTb PIAKO, BiH TPU-
Ma€eTbCS TifIbKM Ha eHTy3ia3Mi OK-
pemMmnx TBOPYUX BUKNagadis. YCBi-
JOMJIIOI0UYM BaXJIMBICTb Nepexoay

© 2019 p.

OCBITHBOI CUCTEMM 0 HOBUX POPM,
MW 3BEPHYIUCH L0 HOBITHBOIO Me-
ToAy — renmidikauii, aka Mae Be-
JIMKUA MOTEHLian BUKOPUCTAHHSA
B YCix cdepax Noacbkoi AistNbHOCTI,
30KpeMa B OCBITHIl, LLO 1 3yMOB-
JII0E aKTyasNbHICTb HaLWoi poboTHw.

MeTa po6oTn
BnsHayeHHs coujianbHO-KOMY-
HiKaLiMHOT CYTHOCTI renmidikawii

HS1 B OCBITHbOMY MNPOLLECI.

AHani3 nonepegHix

AocnigKeHb

MoHaTTa Ta npoLuecu reinmidika-
Lii Ha cbOroaHi akTMBHO AOCHIAXKY-
0Tb Sk 3apyOiXXHi, TaK i yKpaiHCbKi
HaykoBUi. Cnig BUOinuT HanNpsMKn
BMBYEHHSA TakMX iIHO3EMHUX O0CNia-
HukiB: H. MeniHr [1] (ogHWM 3 nep-
LUNX 32aCTOCYBaB TEPMiH «renMii-
kauis»); I 3ikepmaHnH [2] (ynepwe
[OCNiANB BUKOPUCTAHHS eleMeH-
TiB rpy B HEIrPOBOMY CepelOBMUILL);
P. baptn [3] (3anponoHyBaB kna-
cugikaLilo rpasuiB, Ha Ky BapTO
3BaXartn ons epeKTMBHOro 3anpo-
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BaKeHHA rermidikadii); E. Kim [4],
K. Kann [5] (gocnioxyBanu NOHAT-
TEBUI anapaT Ta OCHOBHi 0CO6-
nmBocTi renmidikauii); K. Bepbax
Ta . XaHTep [6] (BUAINSIOTb BHY-
TPIWHIO Ta 30BHILWHIO renmidika-
uito); K. Xyotapi ta Ox. Xamapi [7]
(NOPIBHIOKOTE NCUXONOTIYHI edekTn
BMMBY 3 MexaHikoto irop); M. Knapk
[8] (nocnigue BnnmB edexTy irop
Ha MOTMBALLO B HaB4aHHi); @. Mpox
[9] (Bu3Ha4mB renmidikavuio npuii-
HATHUM MEeTOAOM [Ana 3acToCy-
BaHHA OU3aliHy irop y HeirpoBomy
KOHTEKCTI).

Cepepn BiTYM3HAHNX OOCiIOKEHD
BapToO BuAinmTK npaui A. MocToBoi
[10], aka pocnigxyBana NOHATTH
rernmidikauii Ta ii ponb y mapke-
TuHry; A. besyoTtHikoBoi [11], aka
BYBYana 3acTOCyBaHHA renmidi-
Kauii 0f1s BUPILLEHHS pekK/laMHUX
Ta PR-3aBpaHb; . Cepeaun [12],
JOCNiaMBLLOIro rermidikaLiio B me-
He)KMeHTI nepcoHany; H. fonosko
[13] po3rnagana irposi TexHoNOrii
Ik 3acib akTvBi3auii nisHaBasbHOI
fianbHocTi cTyaeHTiB; J1. Cepreesa
[14] BuCBITNIOE 3MarasibHNM acnexkT
rermmidikauii, 9K € 3anopykoro
KOHKYPEHLLi, NoKnageHoi B OCHOBY
Oi3Hecy.

Okpim HaykoBUMX cTaten Lwono
remmigikavii, MOXHa BULINUTY | BE-
OiHapw 3 ujei NnpobnemMaTukun: 3ac-
TOCyBaHHSA remmidikauji y woaeHHo-
MY XUTTi nponarye €. AnedipeHko
[15]; C. Hacuposa y BebiHapi «[eii-
Midikauia AK iIHCTPYMEHT PO3BUTKY
Bi3Hecy» NPOMNOHYE BMKOPUCTOBY-
BaTW irpoBi enemMeHTn B Oi3HECI
[16].

Pe3ynbTraTy npoBeaeHnx

AOoChiAXeHb

Iig yac npoBeneHHs A0CNIIKEHb
BUKOPUCTOBYBaJIUCb Taki METOAN:
aHani3a — npoBeaeHo aHania nite-

paTtypHuX mxepen 3 TeMu renmi-
dikauii B YkpaiHi Ta CBiTi; KOHTEHT-
aHania — 3adikcoBaHO Ta npoaHai-
30BaHO KOHKPETHI Npuknaawy Bnpo-
Bal)XeHHs renmidikauiji, BCTaHOB-
JNIeHo KpuTepii it ePeKTUBHOCTI.

na BnB4eHHS aBuLLa remmigi-
Kauii HeobxigHo, nepL 3a BCce, BU-
3HAYUTMCA 3 TEPMIHOJOTIYHUM ana-
patomM. OnpauloBaHHS LbOro Teo-
PEeTMYHOro marepiany nactb 3Mory
chopmMyBaTU UiNICHE YABJIEHHS
npo sBuule renmigikadii, a Takox
BUOIINTU B OOCIOXKEHHAX aCNeKTu,
fKi 6ynM HeJoCTaTHbO PO3KPUTI
abo NoTpebyloTb YTOUHEHHS.

IcHye pekinbka cnocobis yTBO-
pPEeHHs HOBOIro TepMiHa: 3ano3u-
YEHHS; CNIOBOTBOPYI KaJlbKW; BNACHI
YTBOpPEHHS. baraTto cniB-TepMiHiB
YTBOPWIIOCH Bifl NATUHCBKMX, MPeLb-
KMX, HiMeLIbKMX OCHOB, 4aCTO Yepes
NocepeaHnLTBO POCINCBbKOT MOBMN,
3aBASKW MPUCTOCYBaAHHIO 00 Bna-
CHe YKpaiHCbKMX CNOBOTBIPHUX
Moaenen.

TepMmiH «reimidikauis» CTBOPEHO
OOHVM 3 HaWNPOCTIWKMX cnocobiB
YTBOPEHHS TEPMIHA Ha 3aM0o3uyeHin
OCHOBiI — TpPAaHCKOAYBaHHAM —
No6yKBEHI Y1 NOPOHEMHI nepe-
Oadi BUXiAHOT NEKCUYHOI OOUNHWLL
3a ponomoroi andasity MOBU
nepeknany. 30kpema, y Halomy
BUMagKy NAeTbCHd NPO 3MillaHe
TpaHCKOAYBaHHS, KOJIN 4YaCTKOBO
306epiraeTbCs opuriHanbHe 3By4aH-
HA Ta rpadivyHa popma TepmiHa (Ko-
piHb), O4HAK BOHW MOEOHYIOTLCS i3
XapakTePHUMUN OANHULISIMUA MOBU-
peuunieHTa (adikcun) [17].

Takuii cnoci6 TepMiHOTBOPEHHS
BUKOPUCTOBYIOTb /191 NO3HAYEHHS
HOBWX TEPMIHIB, SIKi HE MalOTb Bifl-
NOBIAHWKIB Y BNACHin MOBI. BiH 0cob-
JNINBO e(PEKTUBHUI, KOJIN CJIOBO MaE
JLLIE oHe 3HaYeHHs | byae iHpop-
MaTMBHMM, YiTKO 3aCTOCOBYBaTUCH
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3a NPU3HAYEHHAM, Ha3nBaK4n
neBHe MOHATTHA. BaxnmBo Takox,
W06 Le cNoBO ePEKTUBHO Ta Npn-
pO4HO BCTYNaso B TEPMIHOSONIYHI
CTOCYHKM, YTBOPIOIOYM NpOayK-
TMBHI rHi3ga TepMiHiB, TO6To 6yno
NPOAYKTUBHUM OEePUBATMBOM, LLO
1 BinOyBaETLCSH 3 HALLMM TEPMIHOM:
«renmigikysatn», «remmidikavis»,
«renmigikyBaHHA», «remmigikosa-
HU>,

LLle ogHVM NOLUMPEHUM TEPMI-
HOM Ha NO3Ha4YeHHs1 AOCnioXyBa-
HOIO HaMK sBMULLA € «irpodikaLis»,
KM YTBOPEHWI AELLO iHLLIMM CMNO-
coboM (3a AONMOMOro0 KasibKyBaH-
HS1) | O3Ha4ae aHrnincoeke «gamifi-
cation». 3rigHo 3 H. AGabinosoio,
LIEN MPUHLIMN 3aCHOBAHWI Ha nepe-
Jadi «xkoMBiHaTOpHOro cknagy cno-
Ba, KOJIM CK1Iado0Bi YaCTUHK CnoBa
(Mopdemu) un ppasu (nekcemm)
nepeknanalTbCcs BigNOBIAHMMU
efieMeHTaMm MOBW nepeknaay.
Lle nepeknapn aHrMincbkoOro cnosa
ab0 BMpasy LWISXOM TOYHOI nepe-
nadi noro 3acobamu ykpaiHCbKOi
moBu» [17]. Liel npuiiom 3a3suryai
BUKOPUCTOBYIOTb AJ19 nepeknany
CKNagHUX 3a CTPYKTYPOIO TEPMIHIB.

OTxe, BCi 3a3HA4YEHi TEPMiHN
OYHKLUIOHYIOTb B YKPaIHCbKOMY Hay-
KOBOMY MPOCTOPI | € Pi3HNMN Ha3Ba-
MM OOHOr0 NOHATTS, NPOTe Aenani
Oinblue cnocTepiraeTbCsl TeHOEH-
Uig — 40 BUKOPUCTaHHS €OMHOIO
BapiaHTa — «renmidikauis», LWo
CBiOUYMTbL NPO eTan YHOPMYBaHHS
TEPMIHOMIONYHOro anapary i cnpus-
TMIME YHUKHEHHIO HebaxaHoi nny-
TaHWHW Hagani.

Taknm YNHOM, MOXXHa CTBEPOKY-
BaTu, WO renmidikadjs ado irpodi-
Kawuisi — Le BUKOPUCTaHHS OKPEMUX
irPOBUX E/IEMEHTIB Y HEIFPOBUX CU-
Tyauisx. [pu upOMy irpoBi ENEMEH-
TN 3any4aloTbCs A0 peanbHux 06-

CTaBVH O19 MOTUBYBAHHS y4aCHMN-
KiB NpoLecy Ha neBHi gji abo no-
BEeLiHKOBI peakuii.

Bin pewTtn irpoBux popm rein-
MidikaLito BiAPI3HAE HanpaseHICTb
Y4aCHWKIB NPOLECY Ha peasibHy Me-
Ty, NOB’sI3aHy 3 BJIACHOIO Lisi/IbHIC-
TIO, @ He Ha rpy 3apaan rpu, Tomy
came B Cui MOTUBALiT nonarae
YCMILWHICTb LbOro MeToay.

HaykoBUj BUAINSI0TL TPU OCHOB-
Hi HanpaMu BNAWBY renmidikawii:
1) peaniszauis MOTUBALINHUX Pi-
WeHb; 2) NCUXONOoria NPUAMaHHSA
piweHb; 3) noganblli NOBEAIHKOBI
pesynbraru.

CborogHi aBuiie renmidikauii
aKTWBHO 3aCTOCOBYETLCS Y 6aratbox
chepax NoACbKOI OisIbHOCTI, BO4-
HO4YaC HEPO3PUMBHO BOHO MNOB’A3aHe
3i cpepolo HaB4YaHHS, e AKHankpa-
e OEMOHCTPYE CBOK edeKTUB-
HiCTb. B aHrmMoMoBHMX Oxxepenax
DOCNiOHVKM, abyn NO3HAYUTU OOHY
3i chep ePeKTMBHOro BIIVBY ren-
Midikauii, 4acTo 3BepTaloTbCA 40
TepMiHa «MiKpOHaBYaHHS».

Y 2004 poui I. Tacnep ynepLue
BBiB TEPMiH «MiKPOHaBYaHHA», PO-
3yMiloum Moro ik cnocid, B SKOMy
NOHATTA Ta igei noaaHo dparmeH-
TapHO, Tak Ik nepenbadvyeHo Ko-
pOTKi iHTepBanu, WO CTBOPIOIOTb
edeKTVBHI YMOBW /19 MakCUMaslb-
HOro CcnpunHATTS iHdopmauii [18].
MikpoHaB4YaHHS € igeanbHow 6a-
3010 ond remmidikauii, OCKinbkun
CTYAEHTU 3a JOMNOMOrolo irop Mo-
>KyTb OMaHOByBaTW Marepiasn, BOO-
CKOHasloBaTy CBOi HABMYKM Ta ne-
PEBIPATM MPaBUJILHICTb NEBHUX
Teopin Ta ePeKTUBHICTbL 3aCBOEH-
HA Marepiany.

Y 2003 poui Y. Bebep 3anpo-
NOHyBaB TEOPIl0 «LLIBUOKOro HaB.-
YaHHS Y LWBNOKO3MIHHOMY cepeno-
BULLi», sika nofadrana y noeaHaHHi
BWUBYEHHS MOPIBHAHO HEBEIMKOIO
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obcary HaByasnbHOrO matepiany
(L0 Nerko po3TallOBYETHCS Ha eK-
paHi) Ta KOPOTKOCTPOKOBOIrO HaB.-
YyaHHga [19].

JocnigHnk T. Xar Beaxae, WO
MEeTO[, MiKpOHaB4YaHHS 0co6sMBO
NPUAHATHUI B 3aknagax BULLOI
OCBITU Ta ANns NigBULLEEHHSA KBani-
dikauii, ocKinbku cnpuge nokpa-
LLEHHIO 3HaHb Ta LUBMOKOMY 3akK-
PiNIEHHIO HEOBXigHUX HaBWYOK
[20]. Y upomy npoLieci Benuky ponb
Biairpae motmeauia. Ockinbkn 300-
OyBaui BMLLLOI OCBITK Ta npodecio-
HanM-no4aTkisLi CBiAOMI Ta MOTU-
BOBaHi, BOHW HaLj1eHi Ha LWBUOKNI
pesynbraT i po3yMiloTb, HaBILWO iM
ue notpibHo. Mpu upomy edek-
TUBHO MpaLoE METOoL KOPOTKMX
BMUCTYNiB Ta 0OGroBOPEHHS B rpyni,
WO Harkpalle dopMye NPaKTUYHI
HaBUNYKN.

HaykoBeup P. Opocosay ctaTTi
LLOA0 3aCTOCYBaHHA MiKpOHaBYaH-
HA Ha3MBae Taki eTany OOCHiAXy-
BaHOro NnpoLuecy:

— NPOBEAEHHA MIKPOHaBYaHHS.
Etan tpmeae 10-15 xsunuvH. Bripo-
JOBX LbOro 4yacy CTy4eHT Mae BU-
KJTACTU CYTHICTb BU3HA4YEHOIO 3aB-
JaHHs abo NOSICHUTY BaXNMBI ANs
nogasnblloro 0OroBOPEeHHsT acrek-
TV MaTepiany. IHWi CTyaeHTn oui-
HIOIOTb NOr0 AiANBLHICTL 3rigHO 3 MNo-
nepeoHb0 BU3HAYEHUMU KpuTe-
pismu;

— aHani3 MikpoHaB4aHH4. Llen
eTan 06a3yeTbcs Ha OBrOBOPEHHI
Ta OLHIOBAHHI BUCTYMNY CTyOeHTa
BCi€to rpynoto, TobTo TpuBae 6e3-
nocepenHe 3ajyyeHHs iHWnx y
Temy;

— TMOBTOPHE MiKpOHaBYaHHS.
OcTaHHin eTan, Ha 9IKOMY CTYOEHT
3HOBY, asie 3 ypaxyBaHHAM PEKO-
MeHaLin, NOBTOPKE CBOI Aji i oe-
MOHCTPYE Ha npakTtuui cpopmo-
BaHi BMiHHA [21].

Cneundikolo MiKpOHaBYaHHS €
Te, WO BOHO HE 0OMEXYETbCS Ha-
COBMMM Ta MNPOCTOPOBUMU paMm-
KamMmu, OOHWM i3 MOro rnpossiB €
MODOifIbHE HAaBYaHHS, sike [a€ 3MOry
HaByaTMcs y Oyab-SIKUIA BiNlbHWIA
yac, Ha BiOMIHY Bif, €/IEKTPOHHOIro
abo TpaguuUiiHOro HaB4YaHHS.

Ha cborogHi HannporpecuBHi-
LLIOO CHepOIo JNIIOACHKOT AisiNTIbHOCTI,
B §IKil1 HANbiNbLUe 3anNpPOoBaAXYOTb
remMicikoBaHi enemMeHTun, € ocBiTa.

Y 2013 poui y lapsapacbkomy
yHiBepcuTeTi Epik ae Bpow ae Komb
yBiB KypcC «Immersive Landscape»,
y KoMy nepenbayanocb BUBYEH-
H9 naHawadTy 3a A0MN0OMOro
iIrPOBUX TEXHOJIOTIMN.

Y Hblo-Mopky aenaprameHTom
0CBITU 3a nigTpumkn doHay Mak-
aptypa 1a GoHay binna Ta MeniHgn
lerTc GyNo CTBOPEHO LKoY nif,
Ha3Bolo «Quest to Learn», ge npo-
BaAUTbCS HaBYaHHSA 3a A0MNOMO-
roto rpu.

lMpoTte enemMeHTU renmidikadii
He NOTPIGHO PO3YMITU CNPOLLEHO
i AymaTu, Lo usa meToamka obme-
XYETbCH BUBYEHHSAM OYKB Ta 4um-
CeJl 3a 4OMNOMOrol0 Pi3HUX repoiB.
Ha cborogHi poepani akTuBHiwe
BNPOBAAXYIOTbCHA HOBI €1EMEHTU
OCBITHbOI remmidikauii.

Y 2018 poui y nonbCbKin WKONi
micTa [miBiue BOano iMniemMeHTo-
BaHO iIrPOBi eN1IEMEHTN Y BUBYEHHS
nitrepatypu. Y ubOMy NPOEKTi Y4Hi
Manu cami CTBOPUTU Ipy 3a Cloxe-
TOM JliTepaTtypHOro TBOpy. Taknm
YUNHOM, AiTW, CTBOPIOKHM BNaCHY
rpy, OBonojisann HOBUM MaTe-
pianom, 3aHyplOBaJINCL Y LiKaBuii
CBIT KJTaCU4HOT niTtepaTypu.

MopibHa ines BMKOPUCTaAHHS
rermigikoBaHnx efieMeHTIB crnana
Ha aymKy i Oyna peanizoBaHa BYN-
Tenem reorpadii Jesinom laHTepom,
AKNY BUPILLMB 3MIHUTU KNACUYHUN
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BUKNag matepiany. Aitam 6yno 3a-
MPOMOHOBAHO 3aXOMNJMBY Mpy 3 Li-
KaBUM OJ151 Cy4aCHUX NigniTKiB Clo-
XeTom (noaii BigdyBanucs y CBiTi
30M©bi), Nig Yac sIkoi BOHW Bynn 3My-
LeHi BMBYATU NUTaHHA reorpadii
Lwon0 Mirpauii, ocobnmBocTem pe-
Nbedy Ta KiMarty ona NPOXoLoKeH-
HA NEBHUX 3aBOaHb.

B YkpaiHi ogH1M i3 nepLunx ren-
MiiKOBaHMX NPOEKTIB € cepeno-
suwie UNIT Factory, po3paxoBaHe
Ha 900 cTyneHTiB, HaUiNeHnx 300-
OyBaTW 3HAHHS 3 NPOrpamMyBaHHS.
Y npoekTi BUKOPUCTAHO 3ano3u-
YeHn y dpaHLy3bKOi LLIKONN «42»
MeTof, AKUI Nonarae B TOMy, WO
CTYOEHTW BYaTbLCH OOAMH B OOHOIO
i3 3aJ/ly4EHHSIM €EJIEMEHTIB renmi-
dikawi.

Taknm YMHOM, BUKOPUCTAHHA
rernmidikoBaHUx efieMeHTiB 003-
BOJISIE Y MPOLLECi rpy OTpMUMyBaTU
KOPUCHWIA JOCBIL, Ta 3HAHHS, CMPUSIE
TOMY, LLIO CTYAEHTM OMNpPaubOBYIOTh
peanbHi Kencun, cutyadiji i BOOHO-
4yac OTPUMYIOTb HaBUYKM POBOTH
B KOMaHAji, BUKOPUCTOBYIOYN OC-
HOBW KPUTUYHOIO MUCIIEHHS.

BucHoBku

Ha cborogHi rermidikauia mae
3HAYHUIN BIJIMB HA XUTTS KOXHOI
JIIOANHN, X04a MU MOXEMO LbOro
He nomivyaTu Ta He yCBiooOMNoBaTH.

Cnucok BUKOPUCTaHOI fliTepaTtypu

3 ekpaHy cMapTdoHa, HoyTOyKa,
KoMn’toTepa WOXBUIMHM Ha Hac
NNETLCS BENMYE3HUIN NOTIK iIHPOP-
mMauiji, 9ka goCuTb 4acTo Mmoandi-
KoBaHa nig, rpy abo crnpunmaeTbest
SIK Taka, NPOTe Le He 3aBaXka€ Ham
BUKOPMCTOBYBATW irpPOBi €1EMEHTU
K CTUMYJT Ta NOTeHLuian o camo-
po3BUTKY. PUHOK renmidikoBaHmx
TEXHOJIOriN aKTUBHO PO3BUBAETHLCS,
K B YKpaiHi, TaK i y BCbOMY CBITi,
00 TakMM YNHOM 3aJly4aeTbCS HO-
Ba ayamtopida. BogHouac, irposi
TEXHOJIOrii aKTMBHO BMPOBaAXYIOTb
[0 OCBITHBOrO npouecy ang nig-
TPUMKKM 3aujikaBfeHoCTi Ta edek-
TMBHOCTI pob0oTM CTyaeHTiB. MoTun-
BYBAHHS 3a AONOMOrow remnmidi-
Kaujii cTae HalgiesiluM cnocobom
B32EMOLji 9K BENIMKNX KOPNopaLlin,
Tak i KOXXHOro 3okpema. lNpote Hay-
KOBLSIM LEe NOTPIOHO YCBIiAOMUTHU
Ta BIOPISHUTU KOPUCHWUN MOTEH-
uian rpw Big rpu gk camouini, wo
MOXE LWKIgAMBO MO3HAYNTUCH SK
Ha NCUXiYHOMY Ta Pi3NYHOMY 3400-
poOB’i, Tak i Ha camopeanisadii B co-
uiymi, Tomy 3 renmmigikaiero noT-
pibHO OyTM OOCUTb 0BEPEXHUM.
BuBYeHHS 3aCTOCYBaHHSA renmii-
Kauii y pidHux chepax aisnbHOCTI,
MeXi KOPUCHOro Ta WKignmeoro
i MOXYTb CTaTWU MepPCneKTUBOIO
noganbLunx OOCHIOKEHb.
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B cTaTbe CTPYKTYypUpOBaHbl 3Tarnbl CTaHOBNIEeHUs reimnduka-
LMU KaK COLMANbHOIrO U KyJibTYPHOI O SIBJIEHUS, U KaK Hay4HOro
TepMMHa, NpeasioXXeHbl KpUuTepmumn oAHO3HAYHOCTU CPEeACTB
reimndpukaumn, paspadboraH meton aHanusa aPpPeKTue-
HOCTU reiMnPuUKoBaHNX MaTepuanos.

KnioueBblie cnoBa: reimmpukaumns; reiMmeUuKoBaHblii KOHTEHT;
MOTUBALUSA; UTPbl; TECTbI; NOJIb30BaTe b.

The purpose of the work is to determine the social and com-
munication essence of gamification and peculiarities of its
functioning in various spheres of professional activity.

The object of the study is gamification as a socio-communi-
cation phenomenon, and the subject is to determine the feasi-
bility and effectiveness of using gamification as a way to get
the audience’s attention to content in the educational process.

Keywords: gamification; gamified content; motivation;
games; tests; user.
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