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IEPEBATH I'EMMI®IKAILIL B OCBITI

CporomHi  yKkpaiHCbKI  yHIBEpCUTETH  MOTpeOylOTh  MOJEpHi3amii  Ta
BIOCKOHAJICHHSI OCBITHBOTO MPOIECY 3 METOI0 IIATOTOBKH BHCOKOKBalihiKoBaHMX
(axiBIiB, a7aNTOBaHHUX JI0 CYJacHHUX peaiii, Ta MaroTh HeoOXiIHI 3HAHHS Ta NMPAKTHIHI
HaBr4Kd. OCHOBHUMH IpOOJEMaMH OCBITH € BIJICYTHICTb y CTYASHTIB MOTHBALil Ta
3aI[iKaBIEeHOCTI y HaBYaJIbHOMY mpomueci. OTxe, Iepex BHKIA[aYaMH CcTae moTpeba B
YAOCKOHAJICHHI METOMIB Ta MiAXOHIB Ui CTHUMYJIOBAHHSA CTYICHTIB O HaBYaHHS.
BignoBigHUM pilleHHSM € BHUKOPHCTaHHS Teiimidikamii y mporeci HaBYaHHS.
lefimidikamis gae MOMIMBICTH IOMOMOITH BHKIagadaM 3alydaTH CTYACHTIB [0
HaBYAHHS.

Ieiimidikamniss 6a3yeTbcs Ha OCHOBI BUKOPUCTaHHS CydacHHX iH(pOpMamiiHIX
TEXHOJIOTIH Ta IMPOIIOHYE €IEeMEHTH I'PH B HEIrpoBii misibHOCTI. 3a mymKyro ['eiiba
3ixepMaHa reiMiQikaris — 11e BUKOPHCTaHHS TEXHOJOTIH 1 IrPOBHX «MEXaHiK» JUIS
3aydeHHs 1 MOTHBauii JIFOJeH 3a JONMOMOrolo X KIIOYOBHMX BHYTPIIIHIX CTHMYIIB.
HaykoBeup BBakae, IO CIOKUBAa4yl IOBHHHI BHHArOPOKYBAaTUCh 3a OYyIb-KY
OiSUTBHICTE OTPUMAHHSAM TIEBHOTO CTaTyCy, sSKuid HaOyBaeTbcs y Tpomeci irop
(Zichermann, 2001).

K. Kamm BBaxae, mo reiiMidikamis — me peamizamis OPUHIMIINB irpoBoi
MEXaHIKH, €CTEeTHKHA 1 MHCICHHS 3 THM, MO0 3aIydUTH CTYAEHTIB IO aKTUBHOTO
HaBYAIILHOTO MPOILIECy, MiIBUIIUTH MOTHBAILIiF0 Ta po3B’s3aTu npodiemu (Kapp, 2012).

IcHyIOTB psan HikaBuX MIaTGOPM, SKi JO3BOJISIOTH HE TUIBKH ITOJIMIIMTH IPOIeC
HaBYaHHS, ajle i CTBOPUTH OTbII eeKTUBHI YMOBM Ul HaBuaHHs. Tak, Hanmpukian,
ClassDojo — margopma ajs yrpaBiiHHS LUTMMH IPYIIaMH, Y SKOMY KOKEH CTYICHT
OTpUMy€ aBatap, skuid Oyne BimoOpaxkatucs B Horo mpo¢im ClassDojo. Bukmamay
MOJKE CITUTKYBAaTHUCS 31 CBOIMH IiJOTIIYHAMH 1 HATOPOJKYBATH 1X MPOCTHM HATUCKAHHIM
KHOTIKH Ha CBOEMY MOOUIFPHOMY MpHUCTPOi abo KOMI'toTepi. 3BOPOTHIH 3B’S30K
CKOpOUYYE BHTpPaTH dYacy, B PE3yJbTaTi YOTO TO3WTHBHE IiIKPIIUIEHHS IOMOMArae
CTYIeHTaM JOCSraTH MOCTaBICHUX LIS, IO MiJBHILYE BHYTPIIIHIO MOTHBALIIO
BUUTHUCS .

Coursera sBisie coOOI0 OCBITHIO MalIaHYMK 1 COLIIBHY KOMIIaHilo, sKa
CHIBIIPAIIIOE 3 MTPOBIJHUMHU YHIBEPCHTETaMH, 00 MEPETBOPUTH JIesKi 3 IXHIX Mporpam B
OHJTalfH-KypcH ISl GE3KOIITOBHOTO JOCTYIY BCiM OakarounM. CHcTeMa MICTUTH OGarato
PI3HUX KypCiB: BiJ TYMaHITapHHX HayK i MUCTEITBa 1O iHXeHepii Ta Oi3Hecy. Kypcu
MPEJICTaBIICH] Y BUTIIA/AI KOPOTKUX BiNEO-JIEKIiH 3 PI3HUX TEM 1 3aBlaHb, SKi 3a3BUYAil
BUXO/ISTh HIOTHIKHS.

Kahoot — cepsic a1t CTBOpEHHS iHTEPAKTHBHHX irOp-BiKTOPHH, OMUTYBAJIbHUKIB
3a TEBHOIO TeMO0. BiH /03BoJsie 3aMyddTH Y4YHIB [0 OHJIalH-3MaraHb Ta BiJpasy
nobGaynTy pesynbratd KoxkHoro 3 Hux. Kahoot! — GeskoriToBHHI cepBic, MOBHICTHO
JOCTYITHHI Micis peecTpalii, npamioe Ha 0yIb-KOMY IIPUCTPOT 3 OCTYIIOM JI0 Mepexi
Iatepuer. Inardopma po3paxoBaHa Ha 3aCTOCYBAaHHS y Kiaci — BYMTENb JEMOHCTPYE
3allTaHHs Ta BapiaHTH BIAMOBINEH Ha «rOJOBHOMY» €KpaHi (IOIIKa, TeJeBi3op), a
IIKOJISIPI BKA3yIOTh CBilf BUOIp HA CBOIX TeXHIYHHMX IpHCTposx. I1i yac BUKOpHUCTAaHHS
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cepBicy Kahoot! ctBOproerscs atmMocdepa KOHKYpPEHTHOCIIPOMOKHBOTO CITUIKYBaHHS,
IiTH 3 OaKaHHSAM BUKOHYIOTH 3aBIaHHS, BHABIIIOTH IHTEpEC MO JMOCHIIKYBaHOTO
Marepiaty, B HUX 3HHKA€ CTpax Iepe]] TeXHIYHUMH 3aco0amMu KoMyHikarii (3).

Cruparoduch Ha aHajdi3 JIiTepaTypd Ta BIACHUN JOCBiJ, MIHAILIA A0 BHCHOBKY,
o reiimidikaiis Mae 6araTo mepesar, a came:

— CIIpHAE€ 3aLiKaBIEHOCTI Ta pOpMYBaHHIO MOTHBALlil CTYICHTIB 10 HABYAaHHS;

— HaJa€ MOIMBICTh Ha 3[IIMCHEHHA IOMWIOK 0e€3 CTpaXxoM TIOKapaHHA
OI[IHKOIO;

— JIO3BOJIE CTYJECHTaM BUHUTHCS B IHTEPAKTHBHOMY CEpPEIIOBHIII, B IKOMY BOHH
MOXYTh TPEHYBATHCS, MaTH 3BOPOTHII 3B'I30K, POOWUTH NMOMMJIKM i BHUIIPABISITH iX
TOILO;

— crpusie epeKTUBHOMY (OPMYBAaHHIO 3HaHb, yMiHb T4 HABUYOK CTYICHTIB;

— 3MarajpHICTh, HPU30BI CTUMYJH, JIOTiKa TOJOJAHHS MEPEIIKOJ MOTUBYE
CTYAEHTIB OyTH aKTHBHHAMH y MIPOIIECi HABYaHHSI.
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Ma3syp Anna
Binnuus

OCOBJIMBOCTI CTAHOBJIEHH TA PO3BUTKY TEOPIi
KOMIIO3UTOTBOPEHHSA Y HIMEIIBKIN MOBI

CnoBocKNamaHHsA, SK HAHOUIPII TOIIMpEHWH Ta TPOLYKTHBHHUH cIociO
CIIOBOTBOPCHHS y HIMEIBKili MOBi, Ma€ JTaBHIO iCTOPi0 BUBYCHHS. Tak, JMOCIIIKEHHIO
CKJIAJIHUX CJiB Y HIMEIbKili MOBI MPHUCBSUEHI Mpalli TaKKX JOCTIIHUKIB, sk S1. ['pimm,
I'. Mayms, JI. Opthep, X. OptHep, B. ®asiimiep, M. JI. Crenanosa, B. C. BamyHiH,
B. M. I1aByoB Ta iHIIKX.

Ha cy4acHoMy eTari CIOBOCKIIaaHHSI IPOIOBXKYE 3HAXOAUTUCS Y (POKyCi yBaru
nocmigaukiB. OKpeMi OCOONHMBOCTI CKIQIHUX CIIB y HIMEIBKiil MOBI JOCTIIDKYBasH
B. M. Pamzion, O. B. binenpka, JI. €. Azapoa, O. O. Tepruunuii, M. B. Makaposa,
T. C. Tananaii Ta iHmi.

Tum He MeHII, O IIbOTO MOMEHTY iCHYIOTb II€BHi NPOTAIMHH B TEOPETHUHIMH
KOHIIETIIIi HIMEIIBKOTO CJIOBOCKIAMaHHS. 30KpeMa, HEAOCTATHBO TIMOOKO JOCIIIKEHO
e sBHIIE B [iaXpoHii, a TakoX Ha Marepiami (axoBoi JEKCHKH (CIIOPTHUBHOI,
€KOHOMIYHOT, TEXHIYHOI, TOLIO TEPMIHOJIOTI() Ta JIEKCHMKH DPi3HUX MOBHHMX CTHIIB, i
MyOIIICTUYHOTO B MEPUIy Yepry, aJke caMe BiH BijoOpakae THIOBI JJISI CHOTOICHHS
€THYHI Ta TOJITHYHI TEOpii, CTHIIb KATTS Ta MHCJICHHS, MEBHI XHUTTEBI LIHHOCTI Ta

48


https://kahoot.it/#/
http://radar.oreilly.com/2011/04/gamification-purpose-marketing.htmlиф

